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INTRODUCTION 


Welcome to the fan project D&D Adventures in Tamriel. This game is an adaptation of 
D&D 5e into the Elder Scrolls Universe that was created by Bethesda. 


Changes 
Spells & Spellcasting 


Spells and spellcasting are now based on magicka. Players have a certain amount of 
magicka that they can use per day to cast spells. They may cast spells that they have 
prepared for that day. The player can cast the prepared spells until they no longer have the 
magicka to cast that spell. Also each class has a spell chart on this chart you see spells 
and at what level your character can cast them from that school of magic. The schools of 
magic are unlocked as your character levels up upon reaching a level on the chart your 
character gains the ability to learn and cast that level of magic for the corresponding 
school. 


Potions 


Potions and poisons are now able to created through alchemy as shown in chapter 13. 
You may now consume a potion as a bonus action. Applying a poison is still an action 
unless you have a skill that says otherwise. 


Classes 


The number of classes from 5e have been reduced to 3 classes. Each class is based on the 
3 main play styles from the Elder Scrolls Skyrim these being The Mage, The Thief, and 
The Warrior. The Mage is based on the Wizard and used the idea of prepared spells to 
develop the magic system. The Thief is based on the Rouge and uses stealth and has the 
Sneak attack that the Rouge class uses. The Warrior is based on the Fighter and uses 
fighting styles and focuses on direct confrontation of opponents. Each class has many 
subclasses called Archetypes. These Archetypes add many customization features that 
were lost by the reduction of classes each adding a unique way to play. 


Multiclassing 


Multiclassing has been completely removed. The Classes are meant to be stuck to but the 
Specializations add a form of multiclassing with each of their unique play styles. 


Weapons And Armor 


Weapons and armor remain mostly unchanged except for some changes to stats. The 
biggest change is the addition of armor and weapon materials which are like upgrades to 
the weapons and armor. Switching weapons during combat is now a bonus action. This 
means that you can attack with your sword and have your bow ready for your next turn. 
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But you must keep in mind you may only switch weapons once per turn. Medium armor 
has been removed. 


Shadow Marks 


Shadow Marks are a new mechanic imported from Skyrim. Members of the thieves guild 
can identify these marks to learn more about a building or of other important spots. 


Races 


The races from D&D are not in the game ad have been replaced by the ten playable races 
in Skyrim. Each adding their own unique benefits and play styles. This was done to make 
the game more lore friendly as some races are disadvantaged at some tasks while 
excelling at others. Some races have benefits to surviving in different regions than others. 


Creating your Character 


To create your character you will need the new custom character sheet as they are unique 
to this game. After you have the sheet you will follow the instructions in chapter 1. Do 
not be surprised if your character is unbalanced or lacking in one area. This is intended as 
the creatures in the elder scrolls are not as powerful as the ones in D&D Se and this is a 
way to balance that. 


Skills 
There are several new skills and a few have been combined and removed. 
Currency 


Currency is the same except one platinum is now worth 100 gold. This allows for players 
to carry more money at a time and not worry as much when moving between places. 
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PART 1 


CHAPTER 1: Character Creation 


Building your character: 
Generate Ability Scores 


First choose three prime ability scores. These will start at 12, while your other three will 
start at 9. Your stats can go up to 15 before adding racial modifiers. 


Choose an Upbringing 


Then, choose an upbringing. Each modifies two stats by +1. It also gives you a small 
roleplaying feature. 


Apprentice: str or dex, and cha, you know your way around your craft. Choose a type 
of work. You can perform this work with proficiency and know where to go to find 
other practitioners. 

Cultured: int and cha, you know the ways of the nobility, and are able to act seamlessly 
in the presence of such folk. 

Middle Class: two of your choice, you know the general price of most anything, and 
know where to buy equipment. 

Rough: str and con, you know where to find the rougher parts of town, and can find 
thugs ready to scrap quite easily. 

Strict: wis and con, you can break down patterns extremely easily, and can create such 
patterns or solve puzzles quite well. 

Studious: int and wis, you remember anything you see or hear for up to a month after 
being exposed to it. 

Urchin: dex and con, you are aware of the mannerisms of merchants and rich men, 
knowing how to identify the richest man in a group. 

Wild: dex and wis, you can feed yourself in the wild, and know how to find your way 
by the stars. 


Choose an Ideal 


Also, choose an ideal. This grants a +2 bonus to the score chosen. 


Power and Prowess (str) 

Flexibility (dex) 

Resilience (con) 

Knowledge (int) 

Practicality and Understanding (wis) 
Relationships (cha) 
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Choose a Flaw 


Choose a flaw. This gives -2 to a score. It cannot be the same as your ideal. 
e Weak (str) 

e Clumsy (dex) 

e Frail (con) 

¢ Slow Thinking (int) 

e Clueless (wis) 

e Dull (cha) 


Choose a Turning point 


Next, choose a turning point. This is what caused your character to become an adventurer. 
This gives a +1 to one stat and a -1 to another. 
Abused: +1 con, -1 dex 

Left Behind: +1 con, -1 wis 

Bad Wound: +1 wis, -1 dex 

Refugee: +1 wis, -1 con 

Adventure: +1 str, -1 wis 

Survived a Battle: +1 str, -1 cha 

Horrible Disease: +1 int, -1 con 

Discovery: +1 int, -1 cha 

New Friend: +1 cha, -1 int 

Lost Love: +1 cha, -1 str 

Daring Escape: +1 dex, -1 str 

Stolen From: +1 dex, -1 int 

Create your own 


Choose an Event 


Choose one of your character’s ability scores. Come up with an event in your character’s 
past that caused an increase in that ability score. You gain +1 to that ability score. The 
event also determines a part of your personality. 


Choose a Birthsign. 


This will give you a power or a bonus to certain ability scores. 


Choose Your Race 


Choose your race. This grants you bonuses to ability scores and other special features. 
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Choose Your Background 


Choose your Background. This gives you several tool proficiencies, 2 skill proficiencies, 
and one saving throw proficiency. It also gives you a bonus feature for roleplaying 
purposes. Pick the background that best suits your character. Try not to pick based off of 
game benefits. 


Choose Your Province of Origin 


Choose your province of origin. It grants you one ability from a short list. 


Choose Your Class 


Choose your class. You gain the features listed for first level characters of that class. Each 
time you gain a level, you gain the new features listed under that class’s description. You 
may not add a new class later. 


Roll For a Trinket 


Go to the trinkets section and roll a d100 for a trinket. 
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CHAPTER2: RACES 


Altmer 


The Altmer, also known as High Elves, are a race of elves that inhabit parts of the 
Summerset Isles. They are one of the ten default playable races, primarily known for their 
enhanced magical abilities. As a race, the Altmer strive to maintain the appearance of 
their ancestor race, the Aldmer, primarily through highly selective traditions surrounding 
marriage and reproduction. 


Race Traits: 

Ability Scores: -1 strength, +1 dexterity and wisdom, +2 intelligence 
Movement Speed: 30 ft 

Skills: Choose one of Arcana, Insight, and Lore. 

Languages: You speak, read, and write Common and Aldmeri. 


Improved Magic: Altmer characters begin play knowing a cantrip and a first level spell. 
Increased Magicka: Add your wisdom bonus to your magicka at Ist level and every 
even numbered level. 

Highborn: After a short rest, you regain magicka equal to your level + your wisdom 
modifier 

Weakness to the Elements: You take additional damage equal to your proficiency 
modifier whenever you take fire, frost, or lightning damage. 
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Argonian 

Argonians or Saxhleel are an oviparous race of reptilian people native to the large and 
marshy province known as Black Marsh, a region of Tamriel. They can be found in 
smaller numbers throughout the continent, and have been featured in every one of the 
main games thus far. Argonians are one of the few races completely unrelated to men and 
mer, being descended directly from the Hist. Enigmatic and intelligent, the Argonians are 
experts of guerrilla tactics, and their natural abilities suit their swampy homeland. They 
have developed immunities to diseases that have plagued many would-be explorers in the 
region, and they are capable of easily exploring underwater locations due to their ability 
to breathe water. Argonians also have some resistance to poison. Argonians make 
proficient thieves, due to their superb lockpicking and sneaking skills. They are also very 
capable warriors and archers due to their constant use of guerrilla warfare against 
Warring Tribes or Dunmer slavers. 


Race Traits: 

Ability Scores: +1 strength, +2 constitution 

Movement Speed: 30 ft, swim 40 ft 

Skills: Choose one of Acrobatics, Athletics, and Survival. 
Languages: You speak, read, and write Common and Jel. 


Amphibious: You can breathe underwater. 

Disease Immunity: Argonians are completely immune to mundane diseases. 

Natural Armor: When unarmored, Argonians use 13+dexterity for AC due to their scaly 
skin. 

Poison Resistance: You have resistance to poison damage and have advantage on saves 
against poisons. 

Strange Weapons: You can add your proficiency bonus to attacks with improvised 
weapons. 
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Bosmer 


Bosmer (Aldmeris, "green/forest/tree sap mer"), or Wood Elves, hail from the province of 
Valenwood (South-West part of Tamriel). Rejecting the formalities of the civilized world, 
the Bosmer discarded lavish living for a life in the wilderness, among nature, the trees, 
and animals. In fact, their major cities are actually located in giant walking trees that 
roam the forest province of Valenwood. They decorate their bodies to resemble their 
forest surroundings. Because of this, many view them as barbarians. Despite their infamy, 
they are known to be extremely agile and quick. Their nimbleness serves them best in any 
art involving thievery. Many are well respected archers, due to their inherent mastery of 
the bow. The Wood Elves are the various barbarian Elven clanfolk of the Western 
Valenwood forests. Collectively, they are known as the "Wood Elves", but Bosmer or 
Tree Sap People are synonymous terms for this group of people. Tree Sap suggests the 
wild vitality and youthful energy of the Wood Elves, in contrast with their more dour 
cousins, the Altmer and Dunmer. In the Aldmeri Language "bos" means "forest" and 
"mer" means "people," so "Bosmer" translates to "Forest People." 


Race Traits: 

Ability Scores: +2 dexterity, +1 wisdom 

Movement Speed: 35 ft 

Skills: Choose one of Acrobatics, Animal Handling, or Survival. 
Languages: You speak, read, and write Common and Aldmeri. 


Bow Experts: You gain proficiency with longbows. You deal +2 damage when you hit 
with a bow attack. 

Primitive Edibles: You are immune to side effects from eating raw or unconventional 
meats. 

Low-Light Vision: You ignore the penalty for dim light, but still cannot see in darkness. 
Mask of the Wild: You can attempt to hide even when only lightly obscured by natural 
surroundings. 
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Breton 


Bretons (originally termed Manmer by the Aldmer) are the human descendants who hail 
from the province of High Rock. According to the Third Pocket Guide to the Empire, 
they are descended from the Nedic and Aldmeri, while other sources claimed they were 
the mix of Atmoran and Aldmeri blood. The Altmer thought of making a new race with 
their own 'elder' or 'superior' blood, by mating with other races. The Bretons are 
sometimes called 'Manmeri' because of this. 


Race Traits: 

Ability Scores: +2 wisdom, +1 intelligence 

Movement Speed: 30 ft 

Skills: Choose two of Arcana, Alchemy, Insight, or Medicine. 
Languages: You speak, read, and write Common. 


Extra Magicka: You gain your wisdom modifier as extra magicka at every level 


divisible by 3. 
Magic Resistance: You have advantage to all saving throws against magic. 
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Dunmer 


The Dunmer, more commonly referred to as Dark Elves in the rest of Tamriel, are the 
dark skinned elves originating from the province of Morrowind. Known to be strong, 
intelligent, quick, aloof, and reserved, but considered by some to be ill-fated. Dunmer 
mostly keep to themselves, most Dunmer natives of Morrowind harbor a bitter distrust 
and disdain for other races, considering themselves superior. 


Race Traits: 

Ability Scores: +1 constitution, dexterity, and intelligence. 
Movement Speed: 30 ft 

Skills: Choose one of Athletics, Lore, or Stealth. 

Languages: You speak, read, and write Common and Dunmeri. 


Blade Experts: You gain proficiency with a one-handed blade weapon at first level. 
When fighting with blades, you get +1 to your attack rolls. 

Destruction Affinity: You can add your proficiency bonus to the damage of any 
Destruction spell you cast. In addition, you begin play knowing the Flames cantrip. 

Fire Resistance: You have resistance to fire damage. 

Low-Light Vision: You ignore the penalty for dim light, but still cannot see in darkness. 
You can also see twice as far through obscuring weather. 
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Imperial 

Natives of the cosmopolitan province of Cyrodiil, the Imperials are some of the most 
well-educated, wealthy and well-spoken of the races in Tamriel. Imperials are also known 
for their discipline and training of their citizen armies. Because of this, the Imperials have 
dominated Tamriel for more than 2,000 years. 


Race Traits: 

Ability Scores: +2 charisma, +1 wisdom 

Movement Speed: 30 ft 

Skills: Choose two of Insight, Investigation, Perception, or Persuasion. 
Languages: You speak, read, and write Common. 


Shield Experts: You gain proficiency with Shields. You can bash with a shield as a bonus 
action. The attack is strength based and deals 1d4 damage. 

Skilled Negotiator: You can haggle prices down. Everything you buy costs 10 percent 
less per point of charisma modifier you possess. 
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Khajiit 

Khajiit are one of the beast races which inhabit the continent of Tamriel, primarily their 
home province of Elsweyr. They are known for their natural agility, stealth, and their 
production of Moon Sugar, which can be refined into skooma. They travel around selling 
their wares but are not usually trusted, due to the racial prejudice of many of the races in 
Tamriel, resulting possibly from the belief that most Khajiit are thieves. They usually talk 
about themselves in third person, such as with J'zargo and Kharjo: "J'zargo is leaving 
now, J'zargo bids you farewell," or "Kharjo is ready to fight now." 


Race Traits: 

Ability Scores: +2 dexterity, +1 charisma 

Movement Speed: 30 ft 

Skills: Choose one of Deception, Sleight of Hand, and Stealth. 
Languages: You speak, read, and write Common and Ta'agra. 


Feline Reflexes: Effective fall distances are reduced by 20 ft, and you gain proficiency in 
the acrobatics skill. 

Natural Weapons: You are proficient in your unarmed attacks, which deal 1d6 slashing 
damage and are considered finesse weapons. 

Nighteye: You can see in darkness as if it was dim light, and dim light as if it was bright 
light. 
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Nord 


Nords, also known as Sons of Snow (Dovahzul: Kul-Do-Od, "Sons- 
Of-Snow") are a race of men from the province of Skyrim. The Nords have a natural 
resistance to the frost, which evolved due to their setthement in the northern, colder 
reaches of Nirn. Eager to augment their martial skills beyond the traditional methods of 
Skyrim, they excel in all manner of traditional warfare. Nord culture centers on the quest 
for honor and glory, with emphasis also on the family and community. 


Race Traits: 

Ability Scores: +1 strength, +2 constitution 

Movement Speed: 30 ft 

Skills: Choose two of Athletics, Intimidate, Lore, and Survival. 
Languages: You speak, read, and write Common. 


Cold Resistant: You have resistance to frost damage and advantage on constitution 
saving throws to resist the effects of cold weather. 

Two Handed Experts When you hold a bladed weapon with two hands, you can reroll 
your damage roll, but must use the new result. 
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Orsimer 


The Orsimer, (Aldmeris for Orc) commonly known as Orcs, are considered to be 
barbarian people by most of the other races on Nirn and are from the mountainous 
regions of western Tamriel. They are centrally located in Orsinium, the City of Orcs, but 
are common in other locations in Tamriel. Orsimer are of Elven blood, but this heritage is 
either not recognised or is forgotten by many in Tamriel. Despite the meaning of their 
name being "Orc", other sources state that the closest to the translation of their name is 
"Pariah Folk." 


Race Traits: 

Ability Scores: +2 strength and constitution, -1 charisma 
Movement Speed: 30 ft 

Skills: Choose either Athletics or Intimidation. 

Languages: You speak, read, and write Common and Orcish. 


Hammer Expert: You gain proficiency in the warhammer and maul. When using either 
of these weapons, treat a damage roll of less than average on a die as the average roll. 
Relentless Endurance: Once per long rest, when you are reduced to 0 hp by an attack, 
you are reduced to | hp instead. 

Savage Critical: When you score a critical hit, you can roll three times damage dice, 
rather than two. 


Contents Index 22 





Redguard 


The Redguards, formerly known as the Yokudans, are a race of humans who hail from the 
lost continent of Yokuda and now reside primarily in the province of Hammerfell. Their 
name is derived from the corruption of the native Yokudan term "Ra Gada," which 
(translated loosely) means "warrior wave." Due to their swift and decisive conquest of 
Hammerfell, the Redguards are renowned as naturally gifted warriors. Their ferocity and 
versatility is also manifested in their personality, which lends itself to why they are most 
effective as scouts and in small units as opposed to being deployed as rank and file 
soldiers. 


Race Traits: 

Ability Scores: +1 strength, +1 dexterity, +1 constitution 

Movement Speed: 30 ft 

Skills: Choose two of Athletics, Acrobatics, Perception, and Medicine. 
Languages: You speak, read, and write Common. 


Sword Training: You are proficient in the scimitar. 

Two Weapon Fighter: When wielding two weapons, you get +1 to hit with both 
weapons. 

Two Weapon Defense: You have +1 AC when wielding two melee weapons. 
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CHAPTER 33: CLASSES 
The Warrior 


Hit Points (and Magicka) 


Hit Points: 10+Con at first level, 1d10+con per level after first 
Hit Dice: 1d10 per level 
Magicka: 2+warrior level 





0) Vv ee 

| Alteration 1 1 5 10 15 20 - - - - 
Conjuration 1 tf |5 10 15 20 - - - - 
Destruction 1 1 5 10 15 20 - - - - 
Restoration 1 1 {5 10 15 20 - - . - 
Necromancy 1 1 {5 10 15 20 - - - - 
Mysticism 1 1 5 10 |15 |20 =- - - - 
Illusion 1 1 {5 10 15 20 - - - - 
Enchantment 1 1 5 10 15 20 - - - - 
Proficiencies 


Weapons: Simple Weapons, Martial Weapons, Unarmed Strikes 

Armor: Heavy Armor, Shields 

Saving Throws: Choose either Strength or Constitution 

Skills: Choose two of Athletics, Acrobatics, Perception, Survival, Insight, Intimidation, 
and Medicine 


Equipment 

e (a) martial weapon and a shield, or (b) two martial weapons 

e (a) 2 daggers or (b) any simple weapon 

e (a) a longbow and 20 arrows, (b) 12 darts, or (c) a heavy crossbow and 20 bolts 
e (a) a suit of mail, or (b) a mail shirt 

e (a) a dungeoneer’s pack or (b) an explorer’s pack 
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Class Features 


Fighter Specialization 


AS a warrior, you can choose one of the following features under each of the two 
categories below. 


Defensive Style 


Unarmored: Gain your wisdom or constitution (whichever is higher) as a bonus to your 
unarmored AC. Only applies when wearing no armor or robes. Also, gain 5ft movement 
rate. 

Shielded: Gain your shield bonus on dexterity saving throws to avoid damage from 
effects that target only you. Your shield bonus goes up by | point. 

Stalwart: When wearing heavy armor, gain +1 to AC. You have advantage to resist 
being knocked prone or moved against your will. 

Protection: When an enemy attacks an ally within 5 ft of you, you may use your 
reaction to impose disadvantage on that attack. You must be wielding a shield. 

Leaf on the Wind: When wearing light armor, if you move at least half your movement 
speed, you gain +2 to AC until the beginning of your next turn. 


Offensive Style 


Offensive Martial Arts: Your unarmed attack is a finesse weapon that deals 1d4 
damage. If you make an attack with either your unarmed attack or a monk weapon, you 
can make an additional attack with your unarmed strike as a bonus action. Optionally, 
you can attack twice with your unarmed attacks as a bonus action. This ability 
recharges on a 5-6, rolled at the start of each turn. 

Defensive Martial Arts: Your unarmed attack is a finesse weapon that deals 1d4 
damage. When an enemy hits you with an attack, you can use your reaction to roll an 
attack roll, if you exceed the opponent’s attack roll, you take no damage from the 
attack, and instead may either attempt to shove or grapple the opponent as a part of the 
reaction. If you take the dodge action, you don’t lose your reaction upon taking this 
action. 

Pugilist: Your unarmed strikes do +2 damage. If you make an unarmed attack, you can 
make an additional unarmed strike as a bonus action. When you hit with an unarmed 
strike, as a bonus action, you may attempt the shove or grapple action. 
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Duelist: When wielding a weapon in one hand and no other weapons, gain +2 to 
damage. 

Heavy Weapons Specialist: When you roll a 1 or 2 on the damage roll with a heavy or 
two handed weapon, you may reroll the die but must use the new result. 

Two Weapon Fighter: You can add your ability modifier to your damage roll for your 
off-hand weapon. 

Dagger Specialist: Your daggers do 1d6 damage, and you can ignore disadvantage for 
throwing them long range. 

Archery: +2 to ranged attacks. 
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Level Proficiency Features 
Bonus 
1 


of Fighter Specialization, Second Wind 

Ce 
Ce a 
Ce 
Ee 
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Second Wind 


You have a limited well of stamina that you can draw on to protect yourself from harm. 
On Your Turn, you can use a Bonus Action to regain hit points equal to 1d10 + your 
fighter level. 

Once you use this feature, you must finish a short or Long Rest before you can use it 
again. 


Action Surge 


Starting at 2nd level, you can push yourself beyond your normal limits for a moment. On 
Your Turn, you can take one additional action on top of your regular action and a possible 
Bonus Action. 

Once you use this feature, you must finish a short or Long Rest before you can use it 
again. Starting at 17th level, you can use it twice before a rest, but only once on the same 
turn. 


Martial Archetype 


At 3rd level, you choose an archetype that you strive to emulate in your Combat styles 
and techniques, such as Barbarian, Battlemaster, Brawler, Champion, Crusader, Knight, 
Master Archer, Monk, Ranger, and Spellsword. The archetype you choose grants you 
features at 3rd level and again at 7th, 10th, 15th, and 18th level. 


Ability Score Improvement 


When you reach 4th level, and again at 6th, 8th, 12th, 14th, 16th, and 19th level, you can 
increase one ability score of your choice by 2, or you can increase two Ability Scores of 
your choice by 1. As normal, you can’t increase an ability score above 20 using this 
feature. 

An alternative to increasing Ability scores is taking | Feat from the Feats list. 


Extra Attack 


Beginning at 5th level, you can Attack twice, instead of once, whenever you take the 
Attack action on Your Turn. 
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The number of attacks increases to three when you reach 11th level in this class and to 
four when you reach 20th level in this class. 


Specialization Improvement 


At 5th level, then again at 11th and 20th level, you can choose to upgrade either your 
defensive specialization or offensive specialization. Alternatively, you can pick a new 
specialization. 


Defensive Style 


Unarmored: You increase your movement speed by 10 ft, and enemies cannot make 
attacks of opportunity against you. 

Shielded: When you succeed on any dexterity saving throw, you take no damage and all 
effects of the spell or effect are negated. 

Stalwart: You have DR 3 against physical damage while wearing heavy armor, and if 
you do not move on your turn, you gain +1 to AC. 

Protection: You can use your reaction to halve the damage of an AOE spell or 
damaging effect on an ally within 5 ft. You must be wielding a shield. 

Leaf on the Wind: You increase your movement speed by 10 ft, and you can dash as a 
bonus action. 


Offensive Style 


Offensive Martial Arts: You can choose to knock back an opponent 5 ft, (str save vs 
8+dex or str+prof) when you hit with an unarmed attack, and can follow up for no 
movement cost. Alternatively, you can have your punch deal an additional 1d4 damage. 
Defensive Martial Arts: When an enemy misses you with an attack, you get an unarmed 
attack as a free action against them. 

Pugilist: Once per turn, when you hit with an unarmed attack, you can force your 
opponent to make a Constitution saving throw with a DC of 8+str mod+proficiency 
mod, reducing its speed to 10 ft and giving it disadvantage on attack rolls until the start 
of your next turn on a fail. 

Duelist: When threatening an opponent, and wielding a weapon in one hand and no 
other weapons, you can make an opportunity attack if the opponent attempts to attack 
anyone but you. 

Heavy Weapons Specialist: You can power attack with a two-handed or heavy weapon, 
taking -5 to hit, but gaining +10 to damage. 

Two Weapon Fighter: You can dual-wield weapons even if they don’t have the light 


property. 
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Dagger Specialist: A successful attack with a dagger against a surprised creature does 
1d6+6 additional points of damage. This only works once per target. 

Archery: You ignore half-cover and #4 cover when attacking with a bow, and you don’t 
have disadvantage when firing from long range. 


Martial Training 


Beginning at 9th level, you gain advanced training in certain complex fighting 
techniques. Choose one of the following options at 9th, 13th, and 17th level. 


Indomitable: You can reroll a failed save, but must use the new roll. You can do this 
once per long rest. At 15th level, you can do it twice per long rest. 

Find Weakness: You can study an opponent to find its weakness. You can spend an 
action to make a perception or insight check, DC 15. If successful, choose a creature 
within 60 ft of you that you can see. You have advantage on all attack rolls against for 
the next 3 turns. You can only do this once per combat. At 15th level, the duration 
increases to the end of combat. 

Improved Second Wind: When you use your second wind, you can regain magicka 
equal to 1d6 + your wisdom modifier. This becomes 2d6 at 15th level. In addition, you 
treat any roll of a 4 or lower on your second wind die as a5. 

Brutal Critical: When you score a critical hit, one of your damage dice is automatically 
maximum. At 15th level, your critical threshold is increased by one (from a 20 to a 19, 
or 19 to 18) 

Inspiring Call: as a reaction to being hit by an enemy, you and all allies within 30 ft of 
you regain hit points equal to your warrior level. Each ally affected in this way may use 
their reaction to make an attack against the offending enemy. At 15th level, you can 
designate one ally. That ally does not have to use their reaction to attack, and simply 
does so for free. You can use this ability once per short rest. 
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Martial Archetypes 


There are many different kinds of characters, all unique. Choose your archetype wisely, 
adventurer. 


Barbarian 

Savage warriors that fly into a fit of rage when entering battle. 

Rage 

Beginning at 3rd level, you can fly into a fit of fury in battle. You can enter rage as a 
bonus action, and it lasts for one minute or until you are incapacitated or take no 
aggressive actions in a turn. The rage gives you the following benefits: 

¢ Advantage on Strength ability checks 


e +3 to damage rolls 
e Resistance to physical damage 


During your rage, you cannot make ranged weapon attacks (though you can throw 
weapons), and you cannot cast spells. You lose concentration on all ongoing spells when 
you enter rage. You can rage twice per long rest at 3rd level. This increases to three times 
at 6th level, 4 times at 10th level, and 5 times at 15th level. 


Menace 


At 7th level, you gain proficiency in intimidation, or expertise if you already have 
proficiency. In addition, you can intimidate as a bonus action against any target you hit 
with an attack while raging. 


Danger Sense 


At 10th level, you gain an uncanny sense of when things nearby aren't as they should be, 
giving you an edge when you dodge away from danger. You have advantage on Dexterity 
saving throws against effects that you can see, such as traps and spells. To gain this 
benefit, you can't be Blinded, Deafened, or Incapacitated. In addition, you have advantage 
on initiative rolls. 


Improved Rage 


At 15th level, you can grant the next attack against you advantage to gain advantage on 
your next attack roll. In addition, your rage damage goes up to 5, and you can take the 
dash action as a bonus action while raging. 


Primal Power 


At 18th level, when you roll a strength ability check, saving throw, or skill check less 
than your strength score, you can use your strength score instead. 
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Battlemaster 
Warriors that use tactics and superior maneuvering to gain the upper hand in a 
battle. 


Combat Superiority 


When you choose this archetype at 3rd level, you learn maneuvers that are fueled by 
special dice called superiority dice. 

Maneuvers. You learn three maneuvers of your choice, which are detailed under 
“Maneuvers” below. Many maneuvers enhance an attack in some way. You can use only 
one maneuver per attack. 

You learn two additional maneuvers of your choice at 7th, 10th, and 15th level. Each time 
you learn new maneuvers, you can also replace one maneuver you know with a different 
one. 

Superiority Dice. You have four superiority dice, which are d8s. A superiority die is 
expended when you use it. You regain all of your expended superiority dice when you 
finish a short or long rest. 

You gain another superiority die at 7th level and one more at 15th level. 

Saving Throws. Some of your maneuvers require your target to make a saving throw to 
resist the maneuver’s effects. The saving throw DC is calculated as follows: 

Maneuver save DC = 8 + your proficiency bonus + your Strength or Dexterity modifier 
(your choice) 


Student of War 


At 3rd level, you gain proficiency with one type of artisan’s tools of your choice. 
Know Your Enemy 


Starting at 7th level, if you spend at least 1 minute observing or interacting with another 
creature outside combat, you can learn certain information about its capabilities 
compared to your own. The DM tells you if the creature is your equal, superior, or 
inferior in regard to two of the following characteristics of your choice: 


Strength score 

e Dexterity score 

e Constitution score 

e Armor Class 

¢ Current hit points 

e Total class levels (if any) 

e Warrior class levels (if any) 
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Improved Combat Superiority 
At 10th level, your superiority dice turn into d10s. At 18th level, they turn into d12s . 
Relentless 


Starting at 15th level, when you roll initiative and have no superiority dice remaining, 
you regain | superiority die. 


Maneuvers 


The maneuvers are presented in alphabetical order. 


Commander’s Strike. When you take the Attack action on your turn, you can forgo 
one of your attacks and use a bonus action to direct one of your companions to strike. 
When you do so, choose a friendly creature who can see or hear you and expend one 
superiority die. That creature can immediately use its reaction to make one weapon 
attack, adding the superiority die to the attack’s damage roll. 


Disarming Attack. When you hit a creature with a weapon attack, you can expend one 
superiority die to attempt to disarm the target, forcing it to drop one item of your choice 
that it’s holding. You add the superiority die to the attack’s damage roll, and the target 
must make a Strength saving throw. On a failed save, it drops the object you choose. 
The object lands at its feet. 


Distracting Strike. When you hit a creature with a weapon attack, you can expend one 
superiority die to distract the creature, giving your allies an opening. You add the 
superiority die to the attack’s damage roll. The next attack roll against the target by an 
attacker other than you has advantage if the attack is made before the start of your next 
turn. 


Evasive Footwork. When you move, you can expend one superiority die, rolling the 
die and adding the number rolled to your AC until you stop moving. 


Feinting Attack. You can expend one superiority die and use a bonus action on your 
turn to feint, choosing one creature within 5 feet of you as your target. You have 
advantage on your next attack roll against that creature. If that attack hits, add the 
superiority die to the attack’s damage roll. 


Goading Attack. When you hit a creature with a weapon attack, you can expend one 
superiority die to attempt to goad the target into attacking you. You add the superiority 
die to the attack’s damage roll, and the target must make a Wisdom saving throw. On a 
failed save, the target has disadvantage on all attack rolls against targets other than you 
until the end of your next turn. 
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Lunging Attack. When you make a melee weapon attack on your turn, you can expend 
one superiority die to increase your reach for that attack by 5 feet. If you hit, you add 
the superiority die to the attack’s damage roll. 


Maneuvering Attack. When you hit a creature with a weapon attack, you can expend 
one superiority die to maneuver one of your comrades into a more advantageous 
position. You add the superiority die to the attack’s damage roll, and you choose a 
friendly creature who can see or hear you. That creature can use its reaction to move up 
to half its speed without provoking opportunity attacks from the target of your attack. 


Menacing Attack. When you hit a creature with a weapon attack, you can expend one 
superiority die to attempt to frighten the target. You add the superiority die to the 
attack’s damage roll, and the target must make a Wisdom saving throw. On a failed 
save, it is frightened of you until the end of your next turn. 


Parry. When another creature damages you with a melee attack, you can use your 
reaction and expend one superiority die to reduce the damage by the number you roll 
on your superiority die + your Dexterity modifier. 


Precision Attack. When you make a weapon attack roll against a creature, you can 
expend one superiority die to add it to the roll. You can use this maneuver before or 
after making the attack roll, but before any effects of the attack are applied. 


Pushing Attack. When you hit a creature with a weapon attack, you can expend one 
superiority die to attempt to drive the target back. You add the superiority die to the 
attack's damage roll, and if the target is Large or smaller, it must make a Strength 
saving throw. On a failed save, you push the target up to 15 feet away from you. 


Rally. On your turn, you can use a bonus action and expend one superiority die to 
bolster the resolve of one of your companions. When you do so, choose a friendly 
creature who can see or hear you. That creature gains temporary hit points equal to the 
superiority die roll + your Charisma modifier. 


Riposte. When a creature misses you with a melee attack, you can use your reaction 
and expend one superiority die to make a melee weapon attack against the creature. If 
you hit, you add the superiority die to the attack's damage roll. 

Sweeping Attack. When you hit a creature with a melee weapon attack, you can 
expend one superiority die to attempt to damage another creature with the same attack. 
Choose another creature within 5 feet of the original target and within your reach. If the 
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original attack roll would hit the second creature, it takes damage equal to the number 
you roll on your superiority die. The damage is of the same type dealt by the original 
attack. 


Trip Attack. When you hit a creature with a weapon attack, you can expend one 
superiority die to attempt to knock the target down. You add the superiority die to the 
attack’s damage roll, and if the target is Large or smaller, it must make a Strength 
saving throw. On a failed save, you knock the target prone. 
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Brawler 
These crazed fighters take advantage of grabs and improvised weapons to take 
down their enemies. 


Unconventional Fighter 


Beginning at 3rd level, your damage dice with your fists increases to 1d4 at 3rd level, 1d6 
at 6th level, 1d8 at 11th level, and 1d10 at 18th level. You gain proficiency in improvised 
weapons. You may use your unarmed attack die in place of the damage of an improvised 
weapon. You can attempt a power strike with an improvised weapon, taking -2 to hit, but 
getting +5 to damage. This breaks the weapon. 


Hand to Hand Specialist 


At 7th level, you gain proficiency in athletics, or expertise if you already have 
proficiency. In addition, you gain advantage on contested athletics checks against 
opponents that have been damaged since the end of their last turn. 


Choke Hold 


At 10th level, when grappling an opponent, you can put it in a choke hold as an action, 
which gives it disadvantage on all strength and dexterity ability/skill checks and forces 
them to make constitution saving throws contested by your athletics checks. Two 
consecutive failures incapacitates the opponent. You can only attack the grappled 
creature. 


Scrimshaw 


At 15th level, you can create weapons out of anything you have on hand. By spending 
one minute and using at least 5 lb of raw materials, you can create an improvised weapon 
that grants a +1 bonus to hit and damage. It breaks after 10 successful hits. The weapon’s 
last hit is always a critical hit. A power attack counts as 5 hits. 


Hammer Arm 


At 18th level, your strength increases by 2, and your maximum strength increases to 22. 
You also reroll 1s and 2s on unarmed damage rolls. 
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Champion 


These warriors harden their bodies to become the perfect fighter, agile, athletic, and able 
to 


Mighty Warrior 
Beginning at 3rd level, you score a critical hit on a roll of 19 or 20 (your critical range 


goes up by one). Also, you use 12+your proficiency bonus+your dexterity modifier in 
place of your armor’s AC, regardless of your armor or lack thereof. 


Remarkable Athlete 


At 7th level, you gain add half your proficiency modifier to any Strength, Dexterity, and 
Constitution check that does not already add your proficiency bonus. You can also long 
jump an additional number of feet equal to double your strength modifier after a running 
Start. 


Feat of Strength 


At 10th level, you may use a bonus action to give yourself advantage on a strength ability 
check or skill check. 


Superior Critical 
At 15th level, your critical range goes up by one again, typically from 19-20 to 18-20. 
Primal Power 


At 18th level, if you start your turn with less than half your hit points remaining, and are 
not at 0 hp, regain 5+your con mod hit points. 
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Crusader 


These warriors devote themselves to a patron deity, channeling the holy power to cast 
powerful healing magic. 

Divine Magic 

Beginning at 3rd level, you become closer in tune with the blessings of your chosen deity. 
You gain magicka equal to your wisdom modifier+3, and you you gain 2 magicka points 
every level, rather than 1. 

You gain the spells Cure Wounds and Healing Word. Your spellcasting ability changes to 
wisdom, and you can prepare a number of spells equal to your level/3 + your wisdom 
modifier. 





Crusader Fighter 0 bp 2 

| Alteration 1 1 5 10 15 20 - - - 7 
Conjuration 1 1 5 10 15 #20 - - - c 
Destruction 1 1 5 10 15 20 - - - . 
Restoration 1 tay 5 @ 9 11 {13 #15 |17 
Necromancy 1 1 {5 10 15 20 - - - - 
Mysticism 1 1 |3 5 7 9 11 (13 |15 |17 
Illusion 1 1 5 10 15 20 - - - 7 
Enchantment 1 1 Ss 10 15 #20 - - - = 

Lay on Hands 


At 7th level, you gain expertise in medicine. In addition, you have a pool of hit points 
equal to twice your warrior level. You can expend any number of these points to heal a 
creature you touch. By spending 5 of these hit points, you can cure a disease or end a 
condition on the creature instead of healing them. Lay on Hands is an action. 


Protective Aura 


At 10th level, you exude an aura of holy protection. Your allies within 10 ft of you can 
add your wisdom modifier to any saving throws they make. 


Holy Might 
At 15th level, you can smite an enemy. When you declare a smite, use an action to target 


a creature you can see within 60 ft of you. Until the creature dies, or one hour passes, you 
have advantage on all attack rolls against that creature. In addition, the creature takes an 
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additional 2d8 points of damage each time you hit the creature with a melee weapon 
attack. 


Improved Aura 


At 18th level, the range of your aura extends to 30 ft, and your allies can add your 
wisdom bonus to their attack rolls. 
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Knight 
Stout defenders and charismatic leaders, these noble warriors direct and protect with 
practiced precision. 


Noble Challenge 


Beginning at 3rd level, you can use your bonus action to declare a challenge against a 
creature. When you attack a creature that is under the effect of this challenge, you may 
add your proficiency bonus on damage rolls. In addition, any attacks of opportunity you 
make against the creature don’t cost you your reaction. 


Furious Charge 


At 7th level, you can move up to your movement speed in a straight line directly towards 
a creature during an attack action. If you do, you deal an additional amount of damage 
equal to your strength modifier with the first attack that hits against the creature you 
moved towards. You gain either proficiency or expertise (if you had proficiency) in Lore 
and Persuasion. 


Mounted Master 


At 10th level, you have advantage on all athletics checks while mounted, and your mount 
takes half damage from all melee attacks. Your mount can move up to three times its 
speed if it doesn’t take any other actions during a turn. You receive a +2 to hit while 
mounted. 


Trample 


At 15th level, when you are mounted, if your mount passes within 5 feet of a creature its 
size or smaller, that creature must make an athletics check against a DC of 8+your 
proficiency modifier + the mount’s strength modifier. If it fails, the creature falls prone 
and takes 2d8 damage. 

Mounted Superiority 


At 18th level, you deal double damage with all melee attacks while mounted, so long as 
your mount makes no attacks during the current turn. 
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Master Archer 


The master of ranged attacks, these skilled warriors are adept at landing even the most 
impossible of shots 


Sniper 


Beginning at 3rd level, you can add your wisdom or intelligence, whichever is higher, to 
your damage rolls with a bow, provided you do not move at all on your turn. You can use 
both your move action and bonus action on a turn to grant yourself advantage on your 
next (one) ranged attack. 


Bow Fighter 


Beginning at 7th level, you always threaten the areas around you when wielding a bow, 
and can use a bow as a quarterstaff, dealing 1d8 damage. This attack uses your strength 
modifier, and requires both hands. In addition, you gain your proficiency bonus, on top of 
whatever you already have, to your perception and investigation checks. 


Aim for the Weakness 


At 10th level, you can take a penalty on bow attacks up to your proficiency bonus. If you 
do, and your attack hits, you can deal additional damage equal to twice the penalty you 
took. 


Feats of Accuracy 


At 15th level, you gain 3 accuracy points. These are spent to perform any of the 
following maneuvers. You regain spent accuracy points whenever you score a critical hit 
(1), or when you roll initiative for the first time in a combat (all). 

Debilitating Strike: The enemy is slowed by 10 feet (all speed types) for 1 hour. 
Disarm: In place of dealing damage, you can disarm an opponent, hitting one item held 
by the target with such force that it sends the object flying a number of feet equal to the 
damage that would have been dealt to the target in any direction you choose. 

Distracting Shot: You give the target disadvantage on all attacks they make before the 
start of your next turn. 

Pinning Shot: If the target is near a stationary object, and the arrow could conceivably 
penetrate through the target and pin them to the object, it does. This is a grapple with an 
escape DC of 8+your bow attack modifier. 


Overdraw 


At 18th level, your maximum range with a bow increases by 10 times your dexterity 
modifier. In place of all attacks you could make in a turn, you can attack a single target 
within the short range of your bow, rolling an additional d20, and taking the highest. If 
you hit, dealing 6d8 damage base, and doubling any modifiers you have to damage. This 
ability recharges on the roll of a 5-6 on a d6, rolled at the start of each of your turns. 
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Monk 


These warrior-artists hone their skills with unarmed and unarmored defenses and 
attacks, forging themselves into formidable weapons 


Monk Weapons 


When you choose this archetype, you can use your unarmed attack die in place of the 
damage die for shortswords, daggers, sickles, quarterstaffs, katanas, and darts. You can 
also use Dexterity for the attack rolls of all these weapons. These count as Monk 
Weapons. You may choose to ignore one of the weapons on this list in and instead choose 
a single other melee weapon of your choice. 


Improved Martial Arts 


Beginning at 3rd level, you gain either Offensive Martial Arts or Defensive Martial Arts. 
Your damage die for unarmed attacks goes up to 1d6 at 5th level, 1d8 at 11th level, and 
1d10 at 19th level. You may switch your Defensive Specialization to Unarmored. You 
may reduce any damage from a fall by 5 times your warrior level as a reaction. In 
addition, you may use a bonus action on your turn when you have one hand free, or have 
a monk weapon in one hand, to gain +2 AC until the beginning of your next turn. 


Expert Mobility 


Beginning at 7th level, you gain a permanent 5 ft bonus to movement speed, and may add 
your proficiency bonus to your acrobatics, on top of any bonus you already have. You 
may also choose any other dexterity, wisdom, or intelligence skill. You gain proficiency 
in that skill. You can run on walls up to a maximum distance of your movement speed 
horizontally or 4% your movement speed vertically. After this distance, you fall. You move 
at full movement rate while wall-running. Your jump height and distance are doubled. 


Empowered Strikes 


At 10th level, your unarmed attacks are considered magical for the purposes of 
overcoming damage reduction. You also gain the ability to deflect missiles. As a reaction 
when an enemy hits you with a missile attack, you can roll 1d10+your dexterity 
modifiertyour warrior level. If you reduce the damage to 0, you catch the missile. 
Whenever you take a reaction, you can make an acrobatics check, DC 15, to regain it. 
Each time you do this in a round, the DC goes up by 5. 


Diamond Soul 


At 15th level, you gain proficiency in all saving throws. You no longer need to eat or 
drink, and you do not age. 


Quivering Palm 


At 18th level, you gain the ability to set up lethal vibrations in someone’s body. When 
you hit a creature with an unarmed strike, you can start these imperceptible vibrations, 
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which last for a number of days equal to your monk level. The vibrations are harmless 
unless you use your action to end them. To do so, you and the target must be on the same 
plane of existence. When you use this action, the creature must make a Constitution 
saving throw (DC = 8+wis mod+proficiency bonus). If it fails, it is reduced to O hit 
points. If it succeeds, it takes 10d10 necrotic damage. You can do this up to a number of 
times equal to your wisdom modifier. You regain all uses of this feature when you finish a 
short or long rest. 
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Ranger 


Wilderness warriors of stealth and herbal prowess. 
Favored Terrain 


Beginning at 3rd level, choose a type of terrain. While traveling in this type of terrain, 
you, and those who travel with you, may move your full movement speed, as if going by 
road, and you can provide food for up to 5 creatures, including yourself. You may also, 
while traversing this terrain, make a single stealth check each day, at advantage. This sets 
the DC of a survival check to track your entire party. 


Herbal Knowledge 


At 7th level, you gain proficiency in Alchemy and Medicine, or expertise if you already 
had proficiency. You gain knowledge of healing remedies, which you can craft while in 
your favored terrain. Each heals 1d6 per point of proficiency bonus you have. Making 
one of these salves takes 1 hour, and they are potent up to 24 hours after they are made. 
You can only work on one at a time. 


Pass Unseen 


At 10th level, you have advantage on all stealth checks while in your favored terrain. You 
may also choose a second favored terrain. You gain a bonus on stealth checks equal to 
your wisdom modifier. 


Lethal Hunter 


At 15th level, you deal an extra weapon die of damage when you hit a target that is below 
its full hit points. 


Wilderness Superiority 


At 18th level, you are never hindered by difficult terrain, and have advantage on all skill 
checks when in your favored terrain, unless interacting with a creature non-native to that 
environment. 
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Spellsword 


Wielding blade and spell, these warriors excel in arcane combat. 


Spellsword Magic 


Beginning at 3rd level, you learn 2 cantrips, flames, and two Ist level spells, the spell 
must be destruction, conjuration, or alteration. Instead of your base magicka, you use the 
table below. Your spellcasting modifier is Intelligence. You gain an additional spell of a 
level equal to half your total level whenever you level up. These spells can be of any 
school. (spellcasting as a mage) 








Spellsword Fighter 





Alteration 
Conjuration 
Destruction 
Restoration 
Necromancy 
Mysticism 


Illusion 
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Enchantment 
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Magi 
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Improved Spell Knowledge 


At 7th level, you gain proficiency in the Arcana skill, or expertise if you already have 
proficiency. You may your reaction to identify a spell as it is being cast. If you make a 
successful arcana check of 10+the spell’s level, you can spend magicka equal to the 
spell’s level, provided you know the spell, to partially dispel the effect, granting 
advantage on a saving throw against the spell to anyone that would be affected by the 
spell. You can cast a cantrip in place of an attack you make on a turn. 


Spell Evasion 
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At 10th level, when you make a saving throw against a spell that deals damage, you may 
use your reaction to take half damage on a failed saving throw, and none on a success. 
You can cast a Ist level spell or cantrip as a bonus action, provided it has the casting time 
of a standard action or quicker. 


Improved Spell Combat 


At 15th level, when you hit with an attack, you may cast a spell of up to 2nd level as part 
of the attack action (so long as it has a casting time of a standard action or quicker), or, if 
you score a critical hit, the spell can be of any level. 


Spell Critical 


At 18th level, when you score a critical hit with an attack or a spell that requires an attack 
roll, you can spend an amount of magicka up to your character level to roll that many d6 
and add them to your damage of the attack. The damage is fire, cold, or lightning. 


Contents Index 48 





The Thief 


Hit Points: 
Hit Points: 8+Con at first level, 1d8+con per level after first 


Hit Dice: 1d8 per level 
Masgicka: 2 + thief level 





0 1 \2 

| Alteration 1 1 5 10 15 20 - - 
Conjuration 1 f iS 10 15 20 - - 
Destruction 1 1 {5 10 15 20 - - 
Restoration 1 £ is 10 15 20 - - 
Necromancy 1 1 {5 10 15 20 - - 
Mysticism 1 £ is 10 15 20 - - 
Illusion 1 1 5 10 15 20 - - 
Enchantment 1 i |s 10 |15 |20 =- - 
Proficiencies: 


Weapons: Simple Weapons, Hand Crossbow, Shortsword, Rapier, Longsword 
Armor: Light Armor 

Tools: Thieves’ Tools 

Saving Throws: Choose either Dexterity or Charisma 

Skills: Choose any 4 skills. 


Equipment: 

¢ (a) shortsword or (b) a rapier 

e (a) a burglar’s pack or (b) an explorer’s pack 
e A shortbow and 20 arrows 

e Thieves tools and 20 picks 

e Gambeson and 2 daggers 


Class Features: 
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Sneak Attack 


Once per turn, when you hit with an attack, you can deal extra weapon damage as listed 
in the sneak attack column of the class chart. To gain this benefit, an ally must be within 5 
ft of the target, or you must have advantage on the attack roll. This bonus only applies 
when using dexterity for the attack roll. 


Thieves’ Cant 


At first level, you learn a language of hidden gestures and innuendo that are widely 
known by the roguish community. Only Thieves know this language. 


Expertise 


At first level, you gain expertise in two skills you are proficient with. You gain this 
benefit again at 6th level. 
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Cunning Action 


Beginning at 2nd level, you can hide, dash, or disengage as a bonus action on your turn. 


Thief’s Trick 


At 2nd level, you can gain advantage on one dexterity ability check, skill check, or saving 
throw. You can use this ability once per short or long rest. 


Roguish Archetype 


At 3rd level, you gain a specialization of the thief class. It grants you abilities at 3rd, 9th, 
13th, and 17th level. You can choose between Acrobat, Assassin, Bard, Nightblade, 
Rogue, Scout, Shadow-Monk, and Swashbuckler. 


Ability Score Improvement 


When you reach 4th level, and again at 8th, 10th, 12th, 16th, and 19th level, you can 
increase one ability score of your choice by 2, or you can increase two Ability Scores of 
your choice by 1. As normal, you can’t increase an ability score above 20 using this 
feature. 

An alternative to increasing Ability scores is taking | Feat from the Feats list. 


Uncanny Dodge 


Starting at 5th level, you may use your reaction to halve the damage from a single source. 
You cannot do this if your movement is in any way hindered, or if you are blinded, 
restrained, or incapacitated. 


Novice Training 


At 6th level, and again at 11th level, choose one of the benefits from the list below. You 

can choose each option only once. 

e Assault Leader: If you miss on an attack, an ally within 5 ft of the intended target may 
make an attack against that creature as a reaction. 

¢ Combat Trick: Gain one of the warrior’s offensive specializations (first tier) 

e Defensive Trick: Choose either the Leaf on the Wind or Unarmored defensive 
specialization (first tier, as warrior) 
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Eerie Disappearance: If you move at least half your speed before making a stealth 
check (you must have full concealment), enemies cannot note where you moved to, so 
long as you exceed its passive perception. 

Hard to Fool: Gain advantage on all insight checks. 

Make Do: You can use bits of metal you have on hand in lieu of lockpicks or thieves 
tools. You take a -2 penalty on your lockpicking check, however. 

Pilferer: You can use sleight of hand in combat in place of an attack. If you succeed on 
an attack against their touch AC (finesse attack), you may attempt to steal one item not 
currently wielded by the creature (Contested sleight of hand and athletics/acrobatics). 
Poisoner: Gain proficiency in alchemy if you didn’t already have it, and learn 10 
ingredients that have the damage effect. Poisons you make deal additional damage 
equal to your intelligence modifier plus your proficiency bonus (even if the poison does 
not normally deal damage). 

Slow Fall: When you fall within 5 feet of a wall, you may reduce the damage from the 
fall by an amount equal to your dexterity modifier plus five times your thief level. If 
you would reduce the damage by an amount equal to or greater than the total distance 
of the fall in feet, you can make an acrobatics check to grab the wall at any point during 
the fall and stop. 

Strong Swimmer: You gain a swim speed equal to your movement speed, but only 
while wearing light or no armor. 

Wall Mastery: You can ascend any perpendicular or parallel walls (such as a corner or 
hallway) at your full movement speed without making a climbing check. You can also 
perch in such situations, remaining suspended and opening up your hands to actions 
that normally require both. 

Weapon Training: Gain proficiency in three weapons of your choice. 


Evasion 


Beginning at 7th level, whenever you make a dexterity saving throw to resist damage, 
you take half damage on a failure, and no damage on a success. 


Apprentice Training 


At 10th level, then again at 15th level, choose one of the benefits from the list below. 

Alternatively, you can choose a Novice Training. 

e Armored Rogue: You gain proficiency in heavy armor. You may ignore the maximum 
dexterity for the purposes of attacking when wearing masterwork armor. Also, so long 
as you do not move more than half your movement rate in a turn, you can ignore the 
disadvantage on stealth checks when wearing masterwork armor. 
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Blindsense: You have advantage on perception checks to notice hidden or invisible 
creatures within 30 ft of you. 

Esoteric Scholar: You can add % your proficiency bonus, in addition to any bonus you 
already have to any intelligence check to gather, recall, or learn information. 

Height Advantage: When at least 5 ft above a horizontal surface, and not supported 
(such as hanging from the ceiling, wall, or in mid fall), you gain advantage on any 
attack rolls you make. 

Lasting Poison: Your poisons last for twice the number of attacks as normal. 

Lethal Acrobatics: Make an acrobatics check, with a DC equal to the opponent’s touch 
AC, as a bonus action to deny the opponent their dexterity modifier to AC and dexterity 
saving throws until the beginning of their next turn. 

Snap Shot: You can treat your initiative as 20 for a surprise round, but you may only 
attack with a ranged weapon. 

Sneaky Maneuver: Instead of dealing sneak attack damage, you may attempt to trip, 
disarm, or distract the opponent. These abilities are identical to the Battlemaster 
maneuvers and can only be used with melee attacks. 

Underhanded: If you surprise an enemy by revealing a concealed weapon and attacking 
immediately, you automatically land your attack. Sneak attack applies to this attack. 


Adept Training 


At 14th level, choose one of the benefits from the list below. Alternatively, you can 
choose a Novice Training or Apprentice Training. 


Quick Magic Item Use: You can activate magic items that usually require an action 
using a bonus action instead. 

Master Poisoner: You have advantage on any skill check to craft a poison, and its effect 
is always maximum possible. You can choose to make a poison either potent or lasting. 
For a potent poison, add your proficiency modifier to the DC. Lasting potions double 
their duration. 

Resilient: You gain proficiency in a saving throw. 

Sacrifice: You can give an ally within 5 ft of you the benefits of evasion or uncanny 
dodge by forgoing the benefits yourself. This uses your reaction, and lasts until the end 
of the beginning of your ally’s turn. 

Trapsense: You are automatically aware of any traps within 5 ft of you. 


Master Training 


At 18th level, choose one of the benefits from the list below. 


Elusive: Attacks against you cannot have advantage while you aren’t incapacitated. 
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Roguish Archetypes 


There are many different kinds of characters, all unique. Choose your archetype wisely, 
adventurer. 


Acrobat 

Rather than focusing on their precision with weapons or sleight of hand, these thieves 
tone their flexibility and agility to perfection. 

Feline Agility 

Beginning at 3rd level, you gain expertise in acrobatics if you didn’t already have it. You 


may use acrobatics in place of any athletics check to perform special movement, such as 
jumping, climbing, or swimming. Your movement speed increases by 10 ft. 


Unrivaled Dexterity 


At 9th level, you may add your dexterity modifier again to any dexterity saving throw or 
acrobatics skill check. 


Artful Dodger 


At 13th level, you gain a climb speed of 20 ft, and your jump distance doubles. In 
addition, you can use your reaction to make a dexterity saving throw when an enemy hits 
you with a weapon attack. The DC is the enemy’s attack roll, and if you succeed, you 
take no damage. If you fail, you regain your reaction. 


Unearthly Mobility 


At 17th level, you can no longer be restrained by normal means, only by magic, and you 
can freely move through enemy spaces at full movement without provoking attacks of 
opportunity. In addition, your movement speed increases by 10 ft. 
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Assassin 


These thieves are masters of disguise and deception, and striking when least expected. 


Many Faces 


Beginning at 3rd level, you gain expertise in the disguise kit. 


Assassinate 


Starting at 3rd level, you are at your deadliest when you get the drop on your enemies. 
You have advantage on attack rolls against any creature that hasn't taken a turn in the 
combat yet. In addition, any hit you score against a creature that is surprised is a critical 
hit. You also have complete control when applying poisons to weapons or edibles, putting 
yourself at no risk when doing so. 


Infiltration Expertise 


Starting at 9th level, you can unfailingly create false identities for yourself. You must 
spend seven days and 25 gp to establish the history, profession, and affiliations for an 
identity. You can't establish an identity that belongs to someone else. For example, you 
might acquire appropriate clothing, letters of introduction, and official looking 
certification to establish yourself as a member of a trading house from a remote city so 
you can insinuate yourself into the company of other wealthy merchants. Thereafter, if 
you adopt the new identity as a disguise, other creatures believe you to be that person 
until given an obvious reason not to. 


Imposter 


At 13th level, you gain the ability to unerringly mimic another person's speech, writing, 
and behavior. You must spend at least three hours studying these three components of the 
person's behavior, listening to speech, examining handwriting, and observing 
mannerisms. Your ruse is indiscernible to the casual observer. If a wary creature suspects 
something is amiss, you have advantage on any Charisma (Deception) check you make to 
avoid detection. 


Master Infiltrator 


At 17th level, you have gotten so good at imitating behaviors that even when people are 
actively investigating, they can’t tell you from the original. You can take 20 on any 
disguise or deception check to create or portray another persona. 
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Bard 


A storyteller and musician, these vibrant peoples are charismatic and intelligent, 
impressing all with their song and wit. 


Bard Magic 


Beginning at 3rd level, you gain the proficiency in a musical instrument. You also learn 2 
cantrips and two Ist level spells. Instead of your base magicka, you use the table below. 
You also gain proficiency in the Lore skill, or expertise if you already have proficiency. 
Your spellcasting modifier is Charisma. 





Bard Thief ys 

| Alteration 1 1 4 7 10 13 16 19 - - 
Conjuration 1 1 4 i) 10 13 16 19 - - 
Destruction 1 1 |5 10 15 20 - - - - 
Restoration 1 1 4 a 10 13 16 19 = - - 
Necromancy 1 1 |5 10 15 20 - - - - 
Mysticism 1 1 4 7 10 13 16 19 = - - 
Illusion 1 1 4 7 10 13 16 19 - - 
Enchantment 1 1 4 gl 10 13 16 19 = - - 





Bardic Inspiration 


At 9th level, you can use an action to inspire all your allies. Your allies must be able to 
hear you. Each ally you grant this benefit gains a bonus of 1d6 on all rolls they make until 
the beginning of your next turn. 


Magical Secrets 


Starting at 13th level, you learn any one spell of 6th level or lower. It does not count 
towards your number of prepared spell and it does not need to be written or revised in a 
spellbook. 
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Legendary Hero 


When you reach 17th level, you have become very well known. NPC’s reactions towards 
you and your companions are modified by double your charisma modifier. You can 
request up to 25 gp worth of equipment or services for free each day. This amount is not 
cumulative. Also, you attract a 7th level thief, usually a bard, who will follow you until 
you lose his confidence or trust. If you lose this follower for any reason, you must wait 3 
months for a new one. The follower counts as 4% a party member for XP purposes, but 
requests only quarter share of any loot. 
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Rogue 
These folk are the typical masters of skullduggery and sleight of hand. 


Fast Hands 


Beginning at 3rd level, you can use the bonus action granted by your Cunning Action to 
make a Dexterity (Sleight of Hand) check, use your thieves' tools to disarm a trap or open 
a lock, or take the Use an Object action. 


Supreme Sneak 


At 9th level, you have advantage on any Stealth check so long as you move less than or 
equal to half your movement rate that turn. 


Incredible Luck 


At 13th level, you gain 2 luck points. Whenever you make an attack roll, ability check, or 
saving throw, you may spend 1 luck point to roll an additional d20. You can use this 
ability after the original roll, but before the outcome is revealed. You choose which of the 
d20s is used for the attack roll, ability check, or saving throw. 

You can also spend one luck point when an attack roll is made against you. Roll a d20, 
and choose whether the attacker's roll uses their d20 roll or yours. 

You regain expended luck points when you finish a long rest. 

You gain another luck point at 20th level. 


Thief’s Reflexes 


When you reach 17th level, you have become adept at laying ambushes and quickly 
escaping danger. You can take two turns during the first round of any combat. You take 
your first turn at your normal initiative and your second turn at your initiative minus 10. 
You can't use this feature when you are surprised. 
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Scout 


A mix of warrior and thief, these skirmishers duck in an out of combat, observing the 
enemy and pelting them with arrows. 


Superior Maneuvering 


Beginning at 3rd level, you gain the benefits of sneak attack so long as you have already 
moved at least half your movement rate this turn. In addition, you add +2 to your armor 
class as long as you move half your movement speed or more in a turn. This bonus 
increases to +3 at 11th level. 


Eagle Eye 
At 9th level, you don’t have disadvantage attacking at long range with a bow, and you 


gain expertise in perception if you did not already have it. If you did, you may choose a 
new skill proficiency. 


Trackless Step 


Starting at 13th level, you can move through natural terrain freely, ignoring difficult 
terrain. In addition, all attempts to track you are made at disadvantage. You also don’t set 
off pressure plate traps, and instead simply become aware of them. 


Hide in Plain Sight 


When you reach 17th level, you have become so good at sneaking that you can hide even 
when only lightly obscured by natural terrain. You have advantage on all stealth checks 
and perception checks. 
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Nightblade 


An assassin trained in magic, the Nightblade strikes with poisons and phantasms where 
others would use blades. 


Nightblade Magic 


Beginning at 3rd level, you learn 2 cantrips, mage hand, and two Ist level spells, the spell 
must be illusion or enchantment. Instead of your base magicka, you use the table below. 
You also gain proficiency in the Alchemy skill, or expertise if you already have 
proficiency. Your spellcasting modifier is Intelligence. You gain an additional spell of a 
level equal to half your total level whenever you level up. (spellcasting as a mage) 





Nightblade Thief 


Alteration 3 4 8 12 16 20 =- - - : 
Conjuration 3 4 8 12 16 20 - - - - 
Destruction 3 4 8 12 16 20 - - - . 
Restoration 3 4 8 12 |16 |20 =§- - - = 
Necromancy 3 4 8 12 16 20 =- - - eS 
Mysticism 3 4 8 12 |16 |20 =§s- - - = 
Illusion 3 3 3 5 7 9 1 #313: «|15 #|17 
Enchantment 3 3 3 5 7 9 mM if3 }is (i 





Bladed Illusions 


At 9th level, you can add sneak attack damage to any single target spell that deals psychic 
damage. If the spell lasts for more than | turn, it can deal this damage each round (not 
counting towards the once per turn rule). 


Ranged Legerdemain 
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Starting at 13th level, you can perform sleight of hand and lockpicking checks at range 
with Mage Hand, and you can slip a contact poison into a person’s pocket with mage 
hand, giving the opponent disadvantage on its saving throw on a successful check. 


Stealth Mastery 


Beginning once you reach 17th level, you can spend 2 magicka to become invisible as a 
bonus action. This ends when you either attack or interact with an object or creature. You 
can cast all spells silently and while invisible. 
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Shadow-Monk 


Shadow-Monks are experts in stealth and hand-to-hand combat, striking key points on the 
opponent to deal maximum damage. 


Unarmed Strikes 


Beginning at 3rd level, you gain proficiency in unarmed attacks. Your unarmed attacks 
deal 1d6 damage, are considered finesse weapons, and when you attack with an unarmed 
attack during your turn, you may make another attack (not considered two-weapon 
fighting) as a bonus action. You may split your sneak attack damage any way you like 
amongst any unarmed strikes you make during the turn, but must resolve the attacks in 
order (for instance, if you chose to use only 1d6 sneak attack damage on the first strike of 
a turn, and missed with all other attacks during that turn, the leftover damage is wasted). 
Your attacks with shortswords, knives, daggers, and darts count as unarmed strikes, for 
purposes of damage and abilities. 


Darkness Affinity 


At 9th level, you can use Darkness, as the spell, as a bonus action at will. You can also 
use the spell Misty Step by spending magicka as normal. Misty Step can only be used to 
move into areas of dim light or darkness. You can make a stealth check so long as you are 
in dim light or darkness, and when in darkness, you have advantage on all stealth checks. 
When you have advantage on your attack roll when using the attack action to make an 
unarmed attack, you gain an additional attack when using your bonus action to make 
additional unarmed strikes. If you are considered hidden from the enemy during your first 
unarmed strike during a turn, the rest of your unarmed attacks during the turn qualify for 
sneak attack, though only the first has advantage. 


Shadowstep 


Starting at 13th level, you may use an art known as shadow-travel. You may use your 
bonus action to move from any space that is dimly lit or dark to another within 150 ft. 
You must be aware of the target location, but do not have to see it. Until you move or 
attack after using this ability, you are for all intents and purposes, invisible. 


Dim Mak 


When you reach 17th level, when you surprise an opponent, and attack with unarmed 
strikes, you may attack twice with your attack action, instead of once, and deal full sneak 
attack damage on all attacks that hit during the turn. If you would gain advantage on the 
first attack, you gain advantage on all subsequent attacks during the turn. 
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Swashbuckler 


A charismatic and artful fighter, these masters of the blade are experts in single combat. 


Skillful Swordsman 


Beginning at 3rd level, you are able to gain extra damage from sneak attack when 
wielding a blade as long as you are within 5 feet of a target and it has no allies to support 
it in melee. Also, you may add your charisma modifier to your initiative. 


Panache 


At 9th level, you gain a resource called Panache whenever you hit with a critical attack, 
and whenever you would gain inspiration. Your GM may also give you more of these, at 
his discretion, for performing incredible feats of acrobatics and other such things. A 
Panache point can be used to automatically succeed at a saving throw, attack roll, or skill/ 
ability check. You may only have a number of these points at once equal to your charisma 
modifier (minimum 1), and they go away after | minute. 


Parry and Riposte 


Starting at 13th level, you only provoke attacks of opportunity if you are within 5 feet of 
more than one enemy. Also, from now on, when you roll maximum damage on a weapon 
damage die, you gain a panache point. In addition, you can spend a panache point to gain 
an attack as a bonus action. You may add half your sneak attack dice to the damage of 
this attack if it hits, as long as you meet the requirements to gain sneak attack damage. If 
an enemy misses you on an attack, you may spend a Panache point to attack them as a 
reaction. If the attack hits, you may apply sneak attack damage as normal, so long as you 
qualify to get the extra damage, and the enemy you hit cannot make any more attacks 
against you this turn. 


Ultimate Flourish 


When you reach 17th level, when you spend a panache point to succeed on a die roll, you 
critically succeed instead. Whenever you use Parry and Riposte, you gain advantage on 
the attack rolls you make. If you roll initiative and you currently have 0 Panache points, 
you gain 1. 
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The Mage 


Hit Points: 
Hit Points: 8+Con at first level, 1d8+con per level after first 
Hit Dice: 1d8 per level 


Proficiencies: 


Weapons: Simple Weapons 

Armor: Light Armor 

Tools: Calligrapher’s Tools 

Saving Throws: Choose either Intelligence or Wisdom 

Skills: Choose two of Arcana, Lore, Perception, Investigation, Insight, and Alchemy 


Equipment: 
¢ a quarterstaff or (b) any simple weapon 
e (a) a scholar’s pack or (b) an explorer’s pack 
¢ Robes, 2 daggers, and a Spellbook 
Class Features: 


Spellcasting 





0 | 3 
Alteration 1 1 4 7 10 13 16 19 ~ - - 
Conjuration 1 1 4 7 10 |13 16 |19 |- - 
Destruction 1 1 4 7 10 13 16 19 - - 
Restoration 1 1 4 i 10 13 16 19 = - - 
Necromancy 1 1 4 7 10 13 16 19 ~ - - 
Mysticism 1 1 4 7 10 |13 #16 |19 |- - 
Illusion 1 1 4 7 10 13 16 19 - - 
Enchantment 1 1 4 a 10 13 16 19 ~ - - 
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Magicka 
Mages have improved magicka as opposed to the other classes. As normal, all magicka is 


regained after a long rest. Each even numbered level, add your wisdom modifier to your 
total magicka score. 


Casting 


To cast a spell, a mage spends magicka equal to the cost of the spell. The DC for a 
Mage’s spells is Intelligence based, 8+proficiency modifier+int mod. A mage’s spell 
attack bonus is proficiency bonus + int mod. In order to cast a spell, you must have an 
intelligence score of 8 plus the spell’s level, and must be at least the level of the spell you 
wish to cast. You can only cast spells of 6th level or higher once per day each. You 
automatically learn two spells each time you level up. At 2nd level, these spells must be 
of first level. At third level, and every odd level thereafter, the maximum level of the 
automatically granted spells increases by 1. 


Spells Known and Prepared 


You may know any number of spells, so long as you go through the process of learning 
them. You begin with a spellbook containing 3 cantrips and 2 Ist level spells. Each day, 
you may prepare a number of spells equal to your level plus your intelligence modifier. 
Your prepared spells are stored in memory, and you can go up to 1 month without re- 
preparing spells. You may only cast spells from the ones you have prepared. To prepare 
spells, you must have access to a spellbook containing the spell, and must know each 
spell you wish to prepare. 
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Novice Path 


At first level, and again at 9th level, choose one of the options below: 


Novice Alchemist: You may add your wisdom, as well as your intelligence, to your 
checks to craft a potion or poison. Two levels after gaining this benefit, you can add 
your wisdom modifier and intelligence modifier to any healing or magicka restoration 
effect of a potion you concoct. 

Novice Sorcerer: Gain proficiency in heavy armor. You gain DR 3 when wearing heavy 
armor. Two levels after you gained this benefit, you gain +1 AC whenever you’re 
wearing armor. 

Novice Battlemage: Gain proficiency in 3 martial weapons of your choice. Two levels 
after you gained this benefit, you may add your intelligence modifier to your AC, so 
long as you are wearing robes, or are unarmored. 

Novice Sage: Gain proficiency in Lore and Arcana. If you already have one or both, 
gain expertise. Two levels after you gain this benefit, you gain advantage on all 
Intelligence checks made to find or recall information. 

Novice Warlock: You gain Eldritch Blast. It does not count against your number of 
spells prepared, and when you cast it, it doesn’t cost magicka. If you wish, you may 
permanently change your spellcasting ability to Charisma. Two levels after you gain 
this benefit, you may cast spells with the ritual tag that you know and have access to as 
rituals. You also gain an invocation from the list of warlock invocations. Ignore rest 
restrictions and slots. You may switch the invocation you gained through this feature 
with another whenever you gain a level. 

Novice Warmage: Whenever you cast a spell, you may disengage or dash as a bonus 
action. Two levels after you gain this benefit, you can counterspell. When you observe 
another mage casting a spell, you can use your reaction to make a contested Arcana 
check and expend magicka equal to the spell level of the attempted casting. You must 
know the spell you are attempting to counterspell. If the Arcana check is successful, the 
enemy’s spell fizzles, and they cannot use magic again until the start of their next turn. 
Novice Wizard: Gain 1 additional magicka at every level. Two levels after you gained 
this benefit, choose one of the cantrips you know. It always counts as prepared, does 
not count against your number of prepared spells, and does not cost magicka to cast. 


Improved Magicka Regen 


At 2nd level, you gain the ability to regain your magicka more quickly. Once per day 
when you take a short rest, you may immediately regain an amount of magicka equal to 
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1d8 per point of proficiency bonus. The maximum magicka regained from this ability is 
equal to half your maximum magicka. 


Archetype 


At second level, choose one of the following archetypes. It grants abilities at 2nd, 6th, 
10th, and 14th level. Choose one of Alteration, Conjuration, Destruction, Enchantment, 
Illusion, Restoration, Necromancy, and Mysticism. 


Ability Score Improvement 


When you reach 4th level, and again at 8th, 10th, 12th, 16th, and 19th level, you can 
increase one ability score of your choice by 2, or you can increase two Ability Scores of 
your choice by 1. As normal, you can’t increase an ability score above 20 using this 
feature. 

An alternative to increasing Ability scores is taking a Feat from the Feats list. 


Apprentice Path 


At 5th level, and again at 15th level, choose one of the options below: 

e Apprentice Alchemist: When you roll for effect, you can add your proficiency bonus to 
the roll. Two levels after you gain this benefit, you gain the ability to make potent or 
lasting brews. A potent potion has a DC of 5 higher than a normal brew of the same 
type, but its effect is maximized. A lasting brew has a DC of 5 higher than a normal 
brew of the same type, but its duration is doubled. 

Apprentice Sorcerer: When you use your action to cast a touch spell, you may cast 
another touch spell with the casting time of one action as a bonus action, targeting the 
same creature. Two levels after you gained this benefit, you have advantage on saving 
throws against spells that deal damage. Psychic damage is not included in this benefit. 
Apprentice Battlemage: You deal additional damage equal to your intelligence modifier 
+ your proficiency bonus when you hit with a melee weapon. The damage is of type 
fire, frost, thunder, or lightning. Two levels after you gained this benefit, you attack 
twice each attack action. 

Apprentice Sage: You have advantage on all arcana checks to learn spells. Two levels 
after you gain this benefit, you gain proficiency in three skills of your choice and 
expertise in two skills of your choice. 

Apprentice Warlock: You gain proficiency in the Persuasion and Deception skills. Two 
levels after you gain this benefit, you learn two invocations from the warlock 
invocations list. Ignore the rest restrictions and slots on spells. You may switch an 
invocation you gained through this feature with another whenever you gain a level. 
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e Apprentice Warmage: You gain proficiency in shields. You may use a light shield and a 
single handed melee weapon in the same hand, so long as your other hand is free. You 
may use your intelligence modifier as your modifier to melee weapon attacks, so long 
as you are wearing robes, or are unarmored. Two levels after you gained this benefit, 
when you use the attack action, you may cast a cantrip as a part of that action, in 
addition the the attack(s). 

Apprentice Wizard: Gain the ability to overchannel. You may spend additional magicka 
up to an amount equal to your proficiency modifier to “Raise the Level” of a spell by 1 
per additional point expended. This cannot raise the level of a spell above 9. For 
purposes of Arcane Archetypes, the spell level does not change. Two levels after you 
gained this benefit, you can gain the benefit of improved magicka regen twice per day. 
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Arcane Archetypes 


There are many different kinds of mages, each specializing in a different field of magic. 


Alteration 


You focus on magic that can change things. 





Alteration mage 0 2 

| Alteration 1 1 |2 3 4 5 | 9 12 15 
Conjuration 1 ft {5 10 15 20 - - - - 
Destruction 1 1 4 7 10 13 16 19 - - 
Restoration 1 1 3 S tf 9 i |i |t5 |17 
Necromancy 1 1 4 7 10 13 16 19 - - 
Mysticism 1 i |3 5 ae 9 i as. ASS a7 
Illusion 1 1 5 10 15 20 - - - - 
Enchantment 1 1 4 UL 10 13 16 19 ~ - - 


Alteration Savant 


At 2nd level, the time and gold needed to learn and copy an alteration spell into your 
spellbook is halved. 


Minor Alteration 


Starting at 2nd level when you select this archetype, you can temporarily alter the 
physical properties of one nonmagical object, changing it from one substance into 
another. You perform a special alchemical procedure on one object composed entirely of 
wood, stone (but not a gemstone), iron, copper, or silver, transforming it into a different 
one of those materials. For each 10 minutes you spend performing the procedure, you can 
transform up to | cubic foot of material. After 1 hour, or until you lose your concentration 
(as if you were concentrating on a spell), the material reverts to its original substance. 


Mage Armor 


At 6th level, you increase the duration of any spell that gives you higher armor class or 
gives you resistance by a factor of 3, to a maximum of 24 hours. You no longer need to 
concentrate on any such effect. The bonus, if any, of a spell that increases your armor, 
goes up by 1. This bonus increases by one for every 6 levels after 6th, to a maximum of 
+3 at 18th level. 
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Atronach 


At 10th level, when you are affected by a spell not cast by you, you regain magicka equal 
to the spell’s level (none for a cantrip). If that spell would deal damage, you can spend 
your reaction to halve the damage, and regain additional magicka equal to your 
proficiency bonus. 


Stability 


At 14th level, the duration of all alteration spells is doubled. You no longer need to 
concentrate on any effect that lasts an hour or more. 
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Destruction 


You focus on magic that deals damage. 





Destruction mage 2 3 

Alteration 1 1 3 5 q 9 Wl 13 #150«6«17 
Conjuration 1 1 4 a 10 13 16 19 = - - 
Destruction 1 1 2 3 4 5 7 9 12 15 
Restoration 1 1 4 a 10 13 16 19 = - - 
Necromancy 1 1 4 7 10 13 16 19 - - 
Mysticism 1 1 |3 5 7 9 Ws SL 
Illusion 1 1 |5 10 15 20 - - - - 
Enchantment 1 1 5) 10 15 20 - - - - 


Destruction Savant 

At 2nd level, the time and gold needed to learn and copy a destruction spell into your 
spellbook is halved. 

Sculpt Spells 


Beginning at 2nd level, you can create pockets of relative safety within the effects of your 
Evocation Spells. When you cast an Evocation spell that affects other creatures that you 
can see, you can choose a number of them equal to | + the spell’s level. The chosen 
creatures automatically succeed on their saving throws against the spell, and they take no 
damage if they would normally take half damage on a successful save. 


Potent Destruction 

At 6th level, you increase the damage of any evocation spell you cast by an amount equal 
to your intelligence modifier. If the spell is a cantrip, you deal this damage even if the 
opponent succeeds on the saving throw. 

Destruction Dual Casting 

At 10th level, you can spend double the magicka on a spell to cast it. If you do, the spell 
does 50% more damage, and any targets have disadvantage on the saving throw. 
Overchannel 


At 14th level, you can increase the power of your simpler Spells. When you cast a wizard 
spell of Ist through 5th level that deals damage, you can deal maximum damage with that 
spell. 
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The first time you do so, you suffer no adverse effect. If you use this feature again before 
you finish a Long Rest, you take 2d6 necrotic damage for each level of the spell, 
immediately after you cast it. Each time you use this feature again before finishing a 
Long Rest, the necrotic damage per Spell Level increases by 1d6. This damage ignores 
Resistance and immunity. 
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Restoration 


You focus on magic that heals and protects. 





Restoration mage 


Alteration 1 1 3 S) a 9 WW 13 «6«15~=«17 
Conjuration 1 ft {3 5 7 9 ll {13 #|15 #/17 
Destruction 1 1 5 10 15 20 - - - - 
Restoration 1 1 |2 3 4 5 7 9 12 /|15 
Necromancy 1 L |S 10 15 20 - - - - 
Mysticism 1 1 4 ‘| 10 13 16 19 - ~ 
Illusion 1 1 4 7 10 13 16 19 - - 
Enchantment 1 1 4 7 10 13 16 19 = - - 


Restoration Savant 

At 2nd level, the time and gold needed to learn and copy a restoration spell into your 
spellbook is halved. 

Improved Healing 


Beginning at 2nd level, when you cast a spell that restores hit points or grants bonus hit 
points, increase the amount by a number equal to 2 + the spell’s level. You also gain a 
pool of healing magic points equal to half your Mage level. You can spend one of these 
points as a bonus action to heal yourself for 1d4 hit points. You regain all spent healing 
points when you take a long rest. 


Recovery 


At 6th level, when you cast a healing spell on another creature, you regain hit points 
equal to 2 + the spell’s level. 


Safe From Death 


At 10th level, when you drop to 0 hit points, you automatically stabilize if the damage 
does not kill you. If you have any points left in your healing pool, you can spend one 
point to awaken with | hit point. This takes your whole turn. 


Supreme Healing 


At 14th level, when you would roll dice for a healing spell, or one that grants temporary 
HP, you instead use the maximum possible roll for each die. 
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Enchantment 


You focus on magic that befuddles and confuses the mind. 





Enchantment mage 


Alteration 1 1 4 7 10 13 16 19 - - 
Conjuration 1 1 4 i 10 13 16 19 - - 
Destruction 1 1 |5 10 15 20 - - - - 
Restoration 1 t |5 10 15 20 - - - - 
Necromancy 1 1 4 7 10 13 16 19 - - 
Mysticism 1 1 |3 5 7 9 1 |t3 | 15 «=|17 
Illusion 1 1 {3 5 7 9 1 130«6«15~=6«6«17 
Enchantment 1 1 2 3 4 5 i 9 12 \|i5 


Enchantment Savant 


At 2nd level, the time and gold needed to learn and copy an Enchantment spell into your 
spellbook is halved. 


Imposing Presence 


Beginning at 2nd level, you gain the ability to cause fear or awe. As an action, choose a 
number of creatures up to your charisma modifier (min 1). These creatures must make a 
Charisma saving throw against your spell DC or be either frightened or charmed by you 
for a number of rounds equal to your proficiency bonus. Each creature affected gets 
another saving throw at the beginning of its turn. You can use this ability once per long 
rest. 


Potent Spells 


At 6th level, when you cast a spell that affects a certain number of hit points, you always 
use the maximum number per hit die. If any spell you cast requires a saving throw of any 
mental ability score, the DC on that spell is 2 higher than normal. 


Words of Power 


At 10th level, you can lace your words with a portion of your magicka. You gain a 
permanent +2 bonus on all charisma checks, and may spend 3 magicka to gain advantage 
on any charisma check or spell attack. You may give any opponent who can hear you cast 
a spell with verbal components disadvantage on the saving throw by spending additional 
magicka equal to the spell’s level. 
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Irresistible Enchantment 


At 14th level, any creatures who are affected by an enchantment spell you cast must 
make an additional saving throw when the effect ends (or when they succeed on the 
saving throw) at a -2 penalty or fail to realize that they were ever under the effect of that 
spell at all. They rationalize all actions they may or may not have taken through some 
other method, and may repeat the save if forced to think about it thoroughly by another 
person who observed it. They only get to repeat the saving throw once. 
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Illusion 


You focus on magic that deals with the senses. 





Illusion mage 


Alteration 1 1 5 10 15 20 - - - - 
Conjuration 1 i {5 10 15 20 - - - - 
Destruction 1 1 3 > 7 9 Wl 13 «150~6«617 
Restoration 1 1 4 a, 10 13 16 19 = - - 
Necromancy 1 1 4 7 10 13 16 19 - - 
Mysticism 1 1 4 5 10 13 16 19 - - 
Illusion 1 1 |2 3 4 5 y 9 12 15 
Enchantment 1 1 3 5 7 9 ll {13 #|15 #/17 


Illusion Savant 


At 2nd level, the time and gold needed to learn and copy an Illusion spell into your 
spellbook is halved. 
Improved Illusions 


Beginning at 2nd level, when you cast the Minor Illusion spell, you can create both a 
visual and sound effect. You learn Minor Illusion, or another cantrip, if you already have 
it. You do not have to concentrate on this spell, nor does it cost magicka to use. 


Improved Illusion Concentration 


At 6th level, you no longer have to concentrate on illusions that have a level 4 of your 
own or lower. You may spend a bonus action on each turn to cause all illusions you 
currently have active to take whatever form you wish during this turn. 


Silent Casting 
At 10th level, you can ignore the verbal component of all spells you cast. 
Illusion Mastery 


At 14th level, whenever you cast an illusion spell, you can turn invisible as a bonus 
action. This invisibility lasts until the end of your next turn. You can concentrate with 
your action to make one part of any illusion you have active tangible and real. Those who 
disbelieve your illusions cannot interact with this real part of the illusion, even if it would 
benefit them. 
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Conjuration 
You focus on magic that brings things into existence or draws them from other 
dimensions. 





Conjuration mage 0 1 2 

| Alteration 1 1 5 10 15 20 - - - - 
Conjuration 1 1 |2 3 4 5 i 9 12 /15 
Destruction 1 1 4 7 10 13 16 19 - - 
Restoration 1 1 3 5 a, 9 Mm ts | as 7 
Necromancy 1 1 {3 S) 7 9 11 13 «150~=«617 
Mysticism 1 ff) {5 10 15 20 - - - - 
Illusion 1 1 4 7 10 13 16 19 - - 
Enchantment 1 1 4 a 10 13 16 19 ~ - 


Conjuration Savant 

At 2nd level, the time and gold needed to learn and copy a Conjuration spell into your 
spellbook is halved. 

Minor Conjuration 

Beginning at 2nd level, you can create up to 10 lbs or 1 cubic foot of non-magical 
material. It disappears after 1 hour, or when you use this ability again. This is an action. 
Oblivion Attunement 

At 6th level, you have a bonus equal to your proficiency modifier on attack rolls against, 
AR against, and saving throws against the abilities of all beings not native to Nirn. Any 
creatures conjured or created by you also get this bonus. 

Tough Conjurations 

At 10th level, any creature you summon or create has 40 additional hit points. 
Conjuration Mastery 


At 14th level, you can cast dimension door once per day. You learn Dimension Door, and 
it always counts as a prepared spell for you. You can use Misty Step as a bonus action at 
will, and can use any teleportation spell to switch places with a creature standing in the 
targeted location. They get a wisdom saving throw to resist if they are unwilling. 
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Necromancy 
You focus on magic that brings things into existence or draws them from other 
dimensions. 





Necromancy mage 0 1 2 3 

| Alteration 1 1 4 aq 10 13 16 19 ~ - - 
Conjuration 1 ft |3 5 7 9 MH 6 6|13) (|S 617 
Destruction 1 1 4 7 10 13 16 19 - - 
Restoration 1 1 4 gi 10 13 16 19 = - - 
Necromancy 1 1 2 3 4 5 7 9 12 15 
Mysticism 1 LES) 10 15 20 - - - - 
Illusion 1 1 {3 5 é | 9 Wl 13 #15 ~=«17 
Enchantment 1 1 5 10 15 20 - - - - 


Necromancy Savant 


At 2nd level, the time and gold needed to learn and copy a Necromancy spell into your 
spellbook is halved. 


Necromantic Energy Affinity 


Beginning at 2nd level, you gain resistance to necrotic damage, and any time you roll a 
die dealing necrotic damage, you may use the average of that die if the actual roll is 
lower. 


Undead Affinity 


At 6th level, you can passively control a number of zombies or skeletons (permanently) 
equal to your charisma bonus, intelligence bonus, and level, added together. You can 
spend 10 magicka to attempt to wrest control of an undead creature from another 
necromancer, or bring free undead under your control. When you use this ability, all 
undead within 15 feet of a point you can see must make a charisma save or fall under 
your control. Undead under another’s control gain a +2 to this save. Undead captured by 
this ability must make a new save after each 24 hours that pass. If the save succeeds, they 
break free, otherwise, they are under your control for another 24 hours. You can use this 
ability to extend control of any undead within 30 feet of you that you currently command 
by 24 hours. 


Undead Fortitude 
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At 10th level, undead created by you have 2 extra hit points per hit die. In addition, you 
can spend magicka equal to the level of the spell whenever you cast a damage dealing 
spell to change all damage dealt into necrotic damage. 


Necromantic Mastery 


At 14th level, when you kill a creature with necrotic damage, it raises as a zombie under 
your control. If the spell was 5th level, it becomes a ghoul instead, if it was a humanoid, 
and if it was a spell of 8th or 9th level, it becomes an undead copy of the original 
creature, raised with maximum hit points. 
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Mysticism 
You focus on magic that brings things into existence or draws them from other 
dimensions. 





Mysticism mage 0 1 2 

| Alteration 1 1 4 a 10 13 16 19 - - 
Conjuration 1 1 4 ql 10 13 16 19 - - 
Destruction 1 1 3 5 a 9 Wl 13 #15 = «17 
Restoration 1 1 {5 10 15 20 - - - - 
Necromancy 1 1 |5 10 15 20 - - - - 
Mysticism 1 1 |2 3 4 5) 7 9 12 /|15 
Illusion 1 1 4 7 10 13 16 19 - - 
Enchantment 1 1 3 5 af 9 Mm #|13 «|15 «6(|17 


Mystic Savant 


At 2nd level, the time and gold needed to learn and copy a Mysticism spell into your 
spellbook is halved. 


Portent 


Beginning at 2nd level, you gain a pool of die rolls that can be used at any time. Each 
time you take a long rest, roll 2 d20s. Store these rolls for later. At any time, you may 
replace the roll of any creature you can see (on any d20 check/save/attack) with one of 
these rolls. Once used, the roll is gone from the pool. You gain an additional d20 in this 
pool when you reach 15th level. 


Mystic Knowledge 


At 6th level, you can spend 10 magicka to instantly succeed (as if a natural 20 was rolled) 
on any skill check to gather information about a subject. You may also may cast any spell 
of the Mysticism school as if it had a magicka cost of a spell 2 levels lower than it is 
(minimum cantrip). 


Arcane Insight 


At 10th level, all spells you cast have an effective level of 1 higher than they otherwise 
would be. This does not increase the level of a spell for purposes of magicka cost 
(including Mystic Knowledge ability), but instead simply count all level-dependent 
effects as if one higher. You also gain a permanent +1 to the DC of any spell you cast. 
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The Third Eye 


At 14th level, you can see perfectly, ignoring illusions of all kinds, and operating as if 
under the See Invisibility, Truesight, and Darkvision spells, as well as being able to 
perceive into the astral and ethereal planes (and thus target creatures you can see with 
spells that require line of sight, but not damage dealing spells that have physical 
manifestations) 
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CHAPTER 4: BACKGROUNDS 


Birthsigns 
The Apprentice 


Those born under the sign of The Apprentice have increased Magicka, but also have 
a weakness to it. 

You gain extra magicka equal to twice your level. 

You have disadvantage on all saving throws against magical effects. 


The Atronach 


Those born under the sign of The Atronach cannot regenerate Magicka quickly, but 
absorb a portion of any magic cast at them. 

You gain extra magicka equal to three times your level. 

You regain magicka at 4 regular rate, and never after a short rest, but instead regain 
magicka equal to the spell’s level+1. 

You take half damage from spells of a certain damage type, chosen when you select 
this sign. 


The Lady 


Those born under the sign of The Lady have increased Wisdom and Constitution. 
Your wisdom and constitution both increase by 2. 


The Lord 
Those born under the sign of The Lord can regenerate Health, but are vulnerable to 


fire. 

Once per day, you can use the Blood of the North, regaining 1 hit point per level, per 
round, for 5 rounds. It ceases to function if you reach 0 hit points. 

You take damage equal to your proficiency modifier whenever you take fire damage. 


The Lover 


Those born under the sign of The Lover can paralyze others with a kiss. 

Once per short rest, you can make a touch attack, embracing and kissing the target. If 
you succeed, the opponent is paralyzed until the end of your next turn. If you miss, 
this power is not expended. 


The Poet 


Those born under the sign of The Poet have increased Intelligence and Charisma. 
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Your intelligence and charisma both increase by 2. 


The Mage 


Those born under the sign of The Mage have increased Magicka. 
You gain one additional magicka at every level. 


The Serpent 


Those born under the sign of The Serpent can poison others at the cost of 
exhaustion. 

You gain the Touch of the Serpent, which deals 1d4 poison damage each round for 1 
minute on touch, as well as curing yourself of the poisoned condition and dispelling 
all magic affecting you. You can use this ability once per long rest, and when you do, 
you gain a level of exhaustion. 


The Shadow 


Those born under the sign of The Shadow can make themselves invisible. 

You gain the moonshadow power. Once per day, you can use a bonus action to turn 
invisible for 1 hour or until you attack, cast a spell, or interact with an object you are 
not currently holding. Opening doors does not count as interacting with an object for 
this purpose. You regain this power at midnight. 


The Steed 


Those born under the sign of The Steed can move faster. 
Your movement speed increases by 15 ft. 


The Thief 


Those born under the sign of The Thief have increased Dexterity, Speed, and Luck. 
Your movement speed increases by 5 ft. 

Your dexterity score increases by 2. 

When you roll a | on any d20 roll, reroll the die, but you must use the new result. 


The Tower 


Those born under the sign of The Tower can unlock doors magically, and the Tower 
Warden power protects you from damage. 

Once per day, you can use the Knock spell. 

You can use the Tower Warden 
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The Warrior 


Those born under the sign of The Warrior have increased Strength and Endurance. 
Your strength and constitution both increase by 2. 
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Province of Origin 


Skyrim 

Skyrim, the northernmost province of Tamriel, is a cold and mountainous region also 
known as the Old Kingdom, Mereth, or the Fatherland, or Keizaal in the dragon tongue. 
Nordic Endurance: You have advantage on saving throws to resist the effects of cold 
weather. 

Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Ancient Nordic: You can read and write Ancient Nord (Dovahzul). 


High Rock 


High Rock is the northwestern-most region of the Empire of Tamriel. It borders 
Hammerfell to the southeast and Skyrim to the east. It is mainly populated by the Bretons. 
Mountaineer: You can ignore levels of exhaustion up to your constitution modifier for 
traversing mountainous terrain (minimum 1). 

Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Orcish: You get along well with orcs, and can speak, read, and write Orcish. 


Hammerfell 


Hammerfell, once known as Hegathe, the Deathland, and Volenfell, is a province in the 
west of Tamriel, bordering Skyrim, Cyrodiil, and High Rock. This province is dominated 
by the wasteland of the Alik'r desert. It is inhabited by the human race of Redguards, who 
fled to Tamriel after their home, Yokuda, was destroyed. 

Desert Nomad: You have advantage on saving throws to resist the ill effects of heat 
exhaustion. 

Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Dwemer Historian: You may add your proficiency bonus on top of your regular bonuses 
to Lore skill checks made to recall or gather information pertaining to the Dwemer. 
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Cyrodiil 

Cyrodiil, also known as the Imperial Province, Dragon Empire, Starry Heart of Nirn, and 
Seat of Sundered Kings, and Cyrod in Ayleid, is a province in the south-central region of 
Tamriel, and the home of a humanoid race known as Imperials. The center of their 
Empire and seat of governance, Cyrodiil is also known as "the Heartland". The capital of 
Cyrodiil, and of the whole empire, the Imperial City, is located on City Isle in the center 
of the province, which bears the location of White-Gold Tower, possibly the most 
renowned monument of Tamriel. Despite some accounts describing Cyrodiil as a jungle, 
it primarily has a temperate climate. 

Voice of the Emperor: You may, once per day, gain advantage on a Persuade skill check. 
Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

History of the Empire: You know all of the ins and outs of the Empire’s history and 
inner workings. 


Morrowind 


Morrowind, previously named Dwemereth, Veloth, Resdayn, and Dunmereth, is the 
province in the northeast corner of Tamriel, and the home of the Dunmer. It is dominated 
by the large island of Vvardenfell and its centerpiece, the ash-spewing Red Mountain, but 
also includes territory on the continental mainland. The Inner Sea separates Vvardenfell 
from the mainland, and the Sea of Ghosts lies to the province's north. A short time ago, 
the Red Mountain erupted, sending Morrowind into disarray. 

Hardy Lungs: You have advantage on saving throws against the effects of inhaled toxins 
and pollution. 

Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Dunmeri: You learn to read, write, and speak Dunmeri, which uses the Daedric alphabet. 


Black Marsh 


Black Marsh, also known as Argonia and the Garbage Heap of Tamriel, is one of the nine 
provinces of Tamriel. It is the home of the Argonians, the reptilian natives of this 
swampland rainforest. The province is filled with "great inland waterways and 
impenetrable swamps." 

Disease Resistance: You have advantage on saving throws to resist diseases. 
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Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Mashland Medic: You gain knowledge of all ingredients that grant poison resistance or 
cure disease. 


Elsweyr 


"Elsweyr is an arid land of deserts and rocky canyons, where the sun shines warmly, 
always." There is also an area of tropics in Elsweyr. 

Caravan Insider: You may add your proficiency bonus on top of your regular bonuses 
when you interact with traveling merchants, or when you try to sell something to an 
“Adventurer’’. 

Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Heat Resistance: You have advantage on saving throws to resist the ill effects of heat 
exhaustion. 


Valenwood 


Valenwood is a south-western province of Tamriel, and home to the Bosmer, or Wood 
Elves. It lies west of Elsweyr, south-west of Cyrodiil, and east of the Abecean Sea. 

Jungle Traveler: You may move freely through thickly forested terrain. 

Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Natural Tracker: You have advantage on Perception and Survival checks to track a 
beast. 


Summerset Isles 


"The Summerset Isle is a green and pleasant land of fertile farmlands, woodland parks, 
and ancient towers and manors. Most settlements are small and isolated, and dominated 
by ruling seats of the local wizard or warlord. The Isle has few good natural ports, and 
the natives are unwelcoming to foreigners, so the ancient, chivalric high culture of the 
Aldmer is little affected by modern Imperial mercantilism." 

Arcane Knowledge: You may add your proficiency bonus on top of your regular bonuses 
to Lore and Arcana skill checks made to recall or gather information on Magic. 
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Local Culture: You may add your proficiency bonus on top of your regular bonuses to 
Lore skill checks made to recall or gather information pertaining to the History and 
Culture of the land of your origin. 

Healthy: You have resistance on saving throws against diseases and ailments. You last 
twice as long without food. 
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Backgrounds 
Acolyte 


You have spent your life in the service of a temple to a specific god or several gods. You 
act as an intermediary between the realm of the holy and the mortal world, performing 
sacred rites and offering sacrifices in order to conduct worshipers into the presence of the 
divine. 

Skills: You gain Lore and either Insight or Medicine. 

Saving Throw: Wisdom or Charisma 

Tools and Languages: Daedric, and Calligrapher's Supplies or Herbalism Kit 
Equipment: A holy symbol (a gift to you when you entered the priesthood), a prayer 
book or prayer wheel, 5 sticks of incense, vestments, a set of common clothes, and a belt 
pouch containing 15 gp 

Shelter of the Faithful 

As an acolyte, you command the respect of those who share your faith, and you can 
perform the religious ceremonies of your deity. You and your adventuring companions 
can expect to receive free healing and care at a temple, shrine, or other established 
presence of your faith, though you must provide any material components needed for 
spells. Those who share your religion will support you (but only you) at a modest 
lifestyle. 

You might also have ties to a specific temple dedicated to your chosen deity or pantheon, 
and you have a residence there. This could be the temple where you used to serve, or a 
temple where you have found a new home. While near your temple, you can call upon the 
priests for assistance, provided the assistance you ask for is not hazardous and you 
remain in good standing with your temple. 


Suggested Characteristics 


D8 _ Personality Trait 

1. I idolize a particular hero of my faith, and constantly refer to that person’s deeds and 
example. 

2. Ican find common ground between the fiercest enemies, empathizing with them and 
always working towards peace. 

3. I see omens in every event and action. The gods try to speak to us, we just need to 
listen 

4. Nothing can shake my optimistic attitude. 

5. I quote (or misquote) sacred texts and proverbs in almost every situation. 

6. I am tolerant (or intolerant) of other faiths and respect (or condemn) the worship of 
other gods. 
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ANEW 


D6 


NNR WN Fe 


I've enjoyed fine food, drink, and high society among my temple’s elite. Rough living 
grates on me. 

I’ve spent so long in the temple that I have little practical experience dealing with 
people in the outside world. 


D6 Ideals 

Tradition. The ancient traditions of worship and sacrifice must be preserved and 
upheld. (Lawful) 

Charity. I always try to help those in need, no matter what the personal cost. (Good) 
Change. We must help bring about the changes the gods are constantly working in the 
world. (Chaotic) 

Power. I hope to one day rise to the top of my faith’s religious hierarchy. (Lawful) 
Faith. I trust that my deity will guide my actions, I have faith that if I work hard, 
things will go well. (Lawful) 

Aspiration. I seek to prove myself worthy of my god’s favor by matching my actions 
against his or her teachings. (Any) 


Bond 
I would die to recover an ancient relic of my faith that was lost long ago. 
I will someday get revenge on the corrupt temple hierarchy who branded me a 
heretic. 
I owe my life to the priest who took me in when my parents died. 
Everything I do is for the common people. 
I will do anything to protect the temple where I served. 
I seek to preserve a sacred text that my enemies consider heretical and seek to 
destroy. 


Flaw 
I judge others harshly, and myself even more severely. 
I put too much trust in those who wield power within my temple’s hierarchy. 
My piety sometimes leads me to blindly trust those that profess faith in my god. 
I am inflexible in my thinking. 
I am suspicious of strangers and expect the worst of them. 
Once I pick a goal, I become obsessed with it to the detriment of everything else in 
my life. 
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Caravan Specialist 


You are used to life on the road. You pride yourself at having traveled every major trade 
way in the region, including the best back roads and shortcuts. When traveling these 
roads, you know where the best inns, campsites, and water sources are located, as well as 
potential locations of danger such as ambush. Having worked the roads as long as you 
have, you have made many acquaintances and find it easy to pick up information and 
rumors floating from town to town. You are skilled with beasts of burden and handling 
and repairing wagons of all kinds. 

Skills: You gain Animal Handling and either Persuade or Survival. 

Saving Throw: Constitution or Wisdom 

Tools and Languages: Any one language or Carpenter’s Tools, and Vehicles(land) 
Equipment: A whip, a tent, a regional map, a set of traveling clothes, and a belt pouch 
containing 10 gp. 

Wagonmaster 

You are used to being in charge of the operation and your reputation for reliability has 
you on a short list when the job is critical. Experience has taught you to rely on your gut. 
Others recognize this and look to you for direction when a situation gets serious. You are 
able to identify the most defensible locations for camping. If you are part of a caravan 
outfit, you are able to attract two additional workers that are loyal to you based on your 
reputation. You have an excellent memory for maps and geography and can always 
determine your cardinal directions while traveling. 


Suggested Characteristics 


d8 ~~ Personality Trait 

1. Any group is only as strong as its weakest link. Everyone has to pull their own 

weight. 

There's always someone out there trying to take what I've got. Always be vigilant. 

Anything can be learned if you have the right teacher. Most folks just need a chance. 

Early to bed and early to rise; this much at least is under my control. 

You can listen to me or don't and wish you had. Everyone ends up on one side of that 

fence. 

6. Eventually my hard work will be rewarded. Maybe that time has finally come. 

7. Astrong ox or horse is more reliable than most people I've met. 

8. I never had time for books, but wish I had. I admire folks who have taken the time to 
learn. 


nae wWhd 


d6 Ideal 
1. Service: Using my talents to help others is the best way of helping myself. (Good) 
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NNR WN Fe 


Selfish: What people don't know WILL hurt them, but why is that my problem? (Evil) 
Wanderer: I go where the road takes me. Sometimes that's a good thing... (Chaotic) 
Fittest: On the open road, the law of nature wins. Victims are the unprepared. 
(Lawful) 

Focused: I simply have a job to do, and I'm going to do it. (Neutral) 

Motivated: There's a reason I'm good at what I do, I pay attention to the details. 
(Any) 


Bond 
My brother has a farm in a town nearby and I've helped him and his neighbors move 
their goods to the nearest hold capital and other surrounding towns. Those are good 
people. 
A caravan I lead was attacked by bandits and many innocents died. I swear that I will 
avenge them by killing any bandits I encounter. 
The Soldiery are mostly good guys who understand the importance of protecting the 
roads. The City Watch is who you have to look out for. If they are inspecting your 
goods, get ready to pay a fine. 
The new commander of the town guard, understands the importance of safe roads. 
He's hired me for several jobs and I'm grateful. 
There's always a road I haven't traveled before. I'm always looking for new places to 
explore. 
Wealth and power mean little without the freedom to go where and when you want. 


Flaw 
I have trouble trusting people I've just met. 
I enjoy the open road. Underground and tight spaces make me very nervous. 
I expect others to heed my orders and have little respect or sympathy if they don’t. 
I am very prideful and have trouble admitting when I'm wrong. 
Once I decide on a course of action, I do not waiver. 
I like to explore, and my curiosity will sometimes get me into trouble. 
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City Watch 


You have served the community where you grew up, standing as its first line of defense 
against crime. You aren't a soldier, directing your gaze outward at possible enemies. 
Instead, your service to your hometown was to help police its populace, protecting the 
citizenry from lawbreakers and malefactors of every stripe. 

Skills: Perception or Insight, and Athletics or Investigation 

Saving Throw: Strength or Wisdom 

Tools and Languages: One type of gaming set, and smithing or carpentry tools. 
Equipment: A uniform in the style of your unit and indicative of your rank, a horn with 
which to summon help, a set of manacles, and a pouch containing 10 gp 

Watcher’s Eye 

Your experience in enforcing the law, and dealing with lawbreakers, gives you a feel for 
local laws and criminals. You can easily find the local outpost of the watch or a similar 
organization, and just as easily pick out the dens of criminal activity in a community, 
although you're more likely to be welcome in the former locations rather than the latter. 


Suggested Characteristics 


D8 Personality Trait 

I'm always polite and respectful. 

I’m haunted by memories of war. I can’t get the images of violence out of my mind. 
I’ve lost too many friends, and I’m slow to make new ones. 

I’m full of inspiring and cautionary tales from my military experience relevant to 
almost every combat situation. 

I can stare down a hell hound without flinching. 

I enjoy being strong and like breaking things. 

I have a crude sense of humor. 

I face problems head-on. A simple, direct solution is the best path to success. 
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D6 Ideal 

Greater Good. Our lot is to lay down our lives in defense of others. (Good) 
Responsibility. I do what I must and obey just authority. (Lawful) 

Independence. When people follow orders blindly, they embrace a kind of tyranny. 
(Chaotic) 

4. Might. In life as in war, the stronger force wins. (Evil) 

5. Live and Let Live. Ideals aren’t worth killing over or going to war for. (Neutral) 

6. Nation. My city, nation, or people are all that matter. (Any) 


OW Ne 
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D6 ~~ Bond 

1. I would still lay down my life for the people I served with. 
Someone saved my life on the battlefield. To this day, I will never leave a friend 
behind. 

3. My honor is my life. 

4. I'll never forget the crushing defeat my company suffered or the enemies who dealt 
it. 

5. Those who fight beside me are those worth dying for. 

6. I fight for those who cannot fight for themselves. 


D6 —~—Flaw 

1. The monstrous enemy we faced in battle still leaves me quivering with fear. 

2. Ihave little respect for anyone who is not a proven warrior. 

3. I made a terrible mistake in battle that cost many lives—and I would do anything to 
keep that mistake secret. 

4. My hatred of my enemies is blind and unreasoning. 

5. I obey the law, even if the law causes misery. 

6. Id rather eat my armor than admit when I’m wrong. 
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Charlatan 


You have always had a way with people. You know what makes them tick, you can tease 
out their hearts' desires after a few minutes of conversation, and with a few leading 
questions you can read them like they were children's books. It’s a useful talent, and one 
that you’re perfectly willing to use for your advantage. You know what people want and 
you deliver, or rather, you promise to deliver. Common sense should steer people away 
from things that sound too good to be true, but common sense seems to be in short supply 
when you’re around. 

Skills: You gain Deceive and either Insight or Sleight of Hand. 

Saving Throw: Dexterity or Charisma 

Tools and Languages: Disguise Kit and Forgery Kit 

Equipment: A set of fine clothes, a disguise kit, tools of the con of your choice (ten 
stoppered bottles filled with colored liquid, a set of weighted dice, a deck of marked 
cards, or a signet ring of an imaginary duke), and a belt pouch containing 15 gp 

False Identity 

You have created a second identity that includes documentation, established 
acquaintances, and disguises that allow you to assume that persona. 

Additionally, you can forge documents including official papers and personal letters, as 
long as you have seen an example of the kind of document or the handwriting you are 
trying to copy. 


Suggested Characteristics 


D8 Personality Trait 

I fall in and out of love easily, and am always pursuing someone. 

I have a joke for every occasion, especially occasions where humor is inappropriate. 
Flattery is my preferred trick for getting what I want. 

I’m a born gambler who can't resist taking a risk for a potential payoff. 

I lie about almost everything, even when there’s no good reason to. 

Sarcasm and insults are my weapons of choice. 

I keep multiple holy symbols on me and invoke whatever deity might come in useful 
at any given moment. 

8. I pocket anything I see that might have some value. 
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D6 Ideals 

1. Independence. I am a free spirit— no one tells me what to do. (Chaotic) 

2. Fairness. I never target people who can’t afford to lose a few coins. (Lawful) 

3. Charity. I distribute the money I acquire to the people who really need it. (Good) 
4. Creativity. I never run the same con twice. (Chaotic) 
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Friendship. Material goods come and go. Bonds of friendship last forever. (Good) 
Aspiration. I’m determined to make something of myself. (Any) 


Bond 
I fleeced the wrong person and must work to ensure that this individual never crosses 
paths with me or those I care about. 
I owe everything to my mentor—a horrible person who’s probably rotting in jail 
somewhere. 
Somewhere out there, I have a child who doesn’t know me. I’m making the world 
better for him or her. 
I come from a noble family, and one day I’ll reclaim my lands and title from those 
who stole them from me. 
A powerful person killed someone I love. Some day soon, I’ll have my revenge. 
I swindled and ruined a person who didn’t deserve it. I seek to atone for my misdeeds 
but might never be able to forgive myself. 


Flaw 
I can’t resist a pretty face. 
I'm always in debt. I spend my ill-gotten gains on decadent luxuries faster than I 
bring them in. 
I’m convinced that no one could ever fool me the way I fool others. 
I’m too greedy for my own good. I can’t resist taking a risk if there’s money 
involved. 
I can’t resist swindling people who are more powerful than me. 
I hate to admit it and will hate myself for it, but I'll run and preserve my own hide if 
the going gets tough. 
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Cloistered Scholar 


As a child, you were inquisitive when your playmates were possessive or raucous. In 
your formative years, you found your way to one of Tamriel’s great institutes of learning, 
where you were apprenticed and taught that knowledge is a more valuable treasure than 
gold or gems. Now you are ready to leave your home, not to abandon it, but to quest for 
new lore to add to its storehouse of knowledge. 

Skills: You gain Lore and either Alchemy or Arcana. 

Saving Throw: Intelligence or Wisdom 

Tools and Languages: One language and Calligrapher’s Tools or Cartographer’s Tools 
Equipment: The scholar's robes of your cloister, a writing kit (small pouch with a quill, 
ink, folded parchment, and a small penknife), a borrowed book on the subject of your 
current study, and a pouch containing 10 gp 

Scholar Specialization: 

To determine the nature of your scholarly training, roll a d8 or choose from the options in 
the table below. 

d8 ~— Specialty 

Alchemist 

Astronomer 

Discredited academic 

Librarian 

Professor 

Researcher 

Wizard’s apprentice 

Scribe 
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Library Access 

Though others must often endure extensive interviews and significant fees to gain access 
to even the most common archives in your library, you have free and easy access to the 
majority of the library, though it might also have repositories of lore that are too valuable, 
magical, or secret to permit anyone immediate access. You have a working knowledge of 
your cloister's personnel and bureaucracy, and you know how to navigate those 
connections with some ease. Additionally, you are likely to gain preferential treatment at 
other libraries across the Provinces, as professional courtesy shown to a fellow scholar. 
Alternative Feature: Researcher 

When you attempt to learn or recall a piece of lore, if you do not know that information, 
you often know where and from whom you can obtain it. Usually, this information comes 
from a library, scriptorium, university, or a sage or other learned person or creature. Your 
DM might rule that the knowledge you seek is secreted away in an almost inaccessible 
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place, or that it simply cannot be found. Unearthing the deepest secrets of the multiverse 
can require an adventure or even a whole campaign. 


Suggested Characteristics 


D8 Personality Trait 

I use polysyllabic words that convey the impression of great erudition. 

I've read every book in the world’s greatest libraries —or I like to boast that I have. 

I'm used to helping out those who aren’t as smart as I am, and I patiently explain 

anything and everything to others. 

4. There’s nothing I like more than a good mystery. 

5. I’m willing to listen to every side of an argument before I make my own judgment. 

6. I...speak ... slowly ... when talking .. . to idiots,... which... almost... 
everyone ...is ...compared...to me. 

7. Iam horribly, horribly awkward in social situations. 

8. I’m convinced that people are always trying to steal my secrets. 


WN 


D6 Ideal 

1. Knowledge. The path to power and self-improvement is through knowledge. 
(Neutral) 

2. Beauty. What is beautiful points us beyond itself toward what is true. (Good) 

3. Logic. Emotions must not cloud our logical thinking. (Lawful) 

4. No Limits. Nothing should fetter the infinite possibility inherent in all existence. 
(Chaotic) 

5. Power. Knowledge is the path to power and domination. (Evil) 

6. Self-Improvement. The goal of a life of study is the betterment of oneself. (Any) 


D6 ~_— Bond 

1. Itis my duty to protect my students. 

2. I have an ancient text that holds terrible secrets that must not fall into the wrong 
hands. 

3. I work to preserve a library, university, scriptorium, or monastery. 

4. My life’s work is a series of tomes related to a specific field of lore. 

5. I've been searching my whole life for the answer to a certain question. 

6. Isold my soul for knowledge. I hope to do great deeds and win it back. 


D6 —~Flaw 

1. Iam easily distracted by the promise of information. 
Most people scream and run when they see a demon. I stop and take notes on its 
anatomy. 

3. Unlocking an ancient mystery is worth the price of a civilization. 
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4. loverlook obvious solutions in favor of complicated ones. 
5. I speak without really thinking through my words, invariably insulting others. 
6. I can’t keep a secret to save my life, or anyone else’s. 
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Criminal 


You are an experienced criminal with a history of breaking the law. You have spent a lot 
of time among other criminals and still have contacts within the criminal underworld. 
You’re far closer than most people to the world of murder, theft, and violence that 
pervades the underbelly of civilization, and you have survived up to this point by flouting 
the rules and regulations of society. 

Skills: You gain Stealth and either Sleight of Hand or Deception. 

Saving Throw: Intelligence or Dexterity 

Tools and Languages: Thieves’ Tools and one gaming set. 

Equipment: A crowbar, a set of dark common clothes including a hood, and a belt pouch 
containing 15 gp. 

Criminal Specialization: 

Choose the role you played in your criminal life, or roll on the table below. 

D8 Specialty 

Blackmailer 

Burglar 

Enforcer 

Fence 

Highway Robber 

Hired Killer 

Pickpocket 

Smuggler 
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Criminal Contact 

You have a reliable and trustworthy contact who acts as your liaison to a network of other 
criminals. You know how to get messages to and from your contact, even over great 
distances; specifically, you know the local messengers, corrupt caravan masters, and 
seedy sailors who can deliver messages for you. 


Suggested Characteristics 


D8 Personality Trait 

1. I always have a plan for what to do when things go wrong. 
I am always calm, no matter what the situation. I never raise my voice or let my 
emotions control me. 

3. The first thing I do in a new place is note the locations of everything valuable-or 
where such things could be hidden. 

4. I would rather make a new friend than a new enemy. 

5. Iam incredibly slow to trust. Those who seem the fairest often have the most to hide. 
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6. I don't pay attention to the risks in a situation. Never tell me the odds. 
7. The best way to get me to do something is to tell me I can't do it. 
8. I blow up at the slightest insult. 


D6 Ideals 

1. Honor. I don’t steal from others in the trade. (Lawful) 

Freedom. Chains are meant to be broken, as are those who would forge them. 

(Chaotic) 

Charity. I steal from the wealthy so that I can help people in need. (Good) 

Greed. I will do whatever it takes to become wealthy. (Evil) 

5. People. I’m loyal to my friends, not to any ideals, and everyone else can take a trip 
down the Styx for all I care. (Neutral) 

6. Redemption. There’s a spark of good in everyone. (Good) 


RW 


D6 ~~ Bond 

1. I’m trying to pay off an old debt I owe to a generous benefactor. 

2. My ill-gotten gains go to support my family. 

3. Something important was taken from me, and I aim to steal it back. 

4. I will become the greatest thief that ever lived. 

5. I’m guilty of a terrible crime. I hope I can redeem myself for it. 

6. Someone I loved died because of a mistake I made. That will never happen again. 


D6 —~Flaw 

1. When I see something valuable, I can’t think about anything but how to steal it. 

2. When faced with a choice between money and my friends, I usually choose the 
money. 

If there’s a plan, I'll forget it. If I don’t forget it, Pll ignore it. 

I have a “tell” that reveals when I'm lying. 

I turn tail and run when things look bad. 

An innocent person is in prison for a crime that I committed. I’m okay with that. 


DAARY 
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Entertainer 


You thrive in front of an audience. You know how to entrance them, entertain them, and 
even inspire them. Your poetics can stir the hearts of those who hear you, awakening grief 
or joy, laughter or anger. Your music raises their spirits or captures their sorrow. Your 
dance steps captivate, your humor cuts to the quick. Whatever techniques you use, your 
art is your life. 

Skills: You gain Performance and Acrobatics or Athletics 

Saving Throw: Dexterity or Charisma 

Tools and Languages: One musical instrument and Disguise kit 

Equipment: A musical instrument (one of your choice), the favor of an admirer (love 
letter, lock of hair, or trinket), a costume, and a belt pouch containing 15 gp 

Entertainer Routine: 

D10 Entertainer Routines 


1 Actor 6 Instrumentalist 
Z Dancer 7 Poet 

3 Fire-eater 8 Singer 

4 Jester 9 Storyteller 

5 Juggler 10 Tumbler 

By Popular Demand 


You can always find a place to perform, usually in an inn or tavern but possibly with a 
circus, at a theater, or even in a noble’s court. At such a place, you receive free lodging 
and food of a modest or comfortable standard (depending on the quality of the 
establishment), as long as you perform each night. In addition, your performance makes 
you something of a local figure. When strangers recognize you in a town where you have 
performed, they typically take a liking to you. 

Alternative Routine: Gladiator 

A gladiator is as much an entertainer as any minstrel or circus performer, trained to make 
the arts of combat into a spectacle the crowd can enjoy. This kind of flashy combat is 
your entertainer routine, though you might also have some skills as a tumbler or actor. 
Using your By Popular Demand feature, you can find a place to perform in any place that 
features combat for entertainment—perhaps a gladiatorial arena or secret pit fighting 
club. You can replace the musical instrument in your equipment package with an 
inexpensive but unusual weapon, such as a trident or net. 


Suggested Characteristics 


D8 Personality Trait 
1. I know a story relevant to almost every situation. 


Contents Index 105 





onan 


D6 
iF 


RW 


a ei eal 


D6 


OW Ne 


Whenever I come to a new place, I collect local rumors and spread gossip. 

I’m a hopeless romantic, always searching for that “special someone.” 

Nobody stays angry at me or around me for long, since I can defuse any amount of 
tension. 

I love a good insult, even one directed at me. 

I get bitter if I’m not the center of attention. 

I'll settle for nothing less than perfection. 

I change my mood or my mind as quickly as I change key in a song. 


Ideal 
Beauty. When I perform, I make the world better than it was. (Good) 
Tradition. The stories, legends, and songs of the past must never be forgotten, for 
they teach us who we are. (Lawful) 
Creativity. The world is in need of new ideas and bold action. (Chaotic) 
Greed. I’m only in it for the money and fame. (Evil) 
People. I like seeing the smiles on people’s faces when I perform. That’s all that 
matters. (Neutral) 
Honesty. Art should reflect the soul; it should come from within and reveal who we 
really are. (Any) 


Bond 
My instrument is my most treasured possession, and it reminds me of someone I 
love. 
Someone stole my precious instrument, and someday I'll get it back. 
I want to be famous, whatever it takes. 
I idolize a hero of the old tales and measure my deeds against that person’s. 
I will do anything to prove myself superior to my hated rival. 
I would do anything for the other members of my old troupe. 


Flaw 
I'll do anything to win fame and renown. 
I’m a sucker for a pretty face. 
A scandal prevents me from ever going home again. That kind of trouble seems to 
follow me around. 
I once satirized a noble who still wants my head. It was a mistake that I will likely 
repeat. 
I have trouble keeping my true feelings hidden. My sharp tongue lands me in trouble. 
Despite my best efforts, I am unreliable to my friends. 
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Far Traveler 


Almost all of the common people and other folk that one might encounter among the 
many regions of Tamriel have one thing in common: they live out their lives without ever 
traveling more than a few miles from where they were born. You aren't one of those folk. 
You are from a distant place, one so remote that few of the common folk at your current 
destination realize that it exists, and chances are good that even if some people you meet 
have heard of your homeland, they know merely the name and perhaps a few outrageous 
stories. 

Skills: You gain Perception and either Insight or Survival 

Saving Throw: Constitution or Wisdom 

Tools and Languages: One game or musical instrument specific to your culture, and one 
language 

Equipment: One set of traveler's clothes, any one musical instrument or gaming set you 
are proficient with, poorly wrought maps from your homeland that depict where you are 
in Tamriel, a small piece of jewelry worth 10 gp in the style of your homeland's 
craftsmanship, and a pouch containing 5 gp 

Reason For Travelling: d6 Reason 

1 Emissary 

2 Exile 

3 Wanderer 

4 Pilgrim 

5 Sightseer 

6 Fugitive 

All Eyes on You 

Your accent, mannerisms, figures of speech, and perhaps even your appearance all mark 
you as foreign. Curious glances are directed your way wherever you go, which can be a 
nuisance, but you also gain the friendly interest of scholars and others intrigued by far-off 
lands, to say nothing of everyday folk who are eager to hear stories of your homeland. 
You can parlay this attention into access to people and places you might not otherwise 
have, for you and your traveling companions. Noble lords, scholars, and merchant 
princes, to name a few, might be interested in hearing about your distant homeland and 
people. 


Suggested Characteristics 


D6 Personality Trait 

1. Ihave different assumptions from those around me concerning personal space. 

2. I have my own ideas about what is and is not food, and I find the eating habits of 
those around me fascinating, confusing, or revolting. 
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3. Ihave a strong code of honor or sense of propriety that others don't comprehend. 

4. lexpress affection or contempt in ways that are unfamiliar to others. 

5. I honor my deities through practices that are foreign to this land . 

6. I begin or end my day with small traditional rituals that are unfamiliar to those 
around me. 

D6 Ideal 

1. Open. I have much to learn from the kindly folk I meet along my way. (Good) 

2. Reserved. As someone new to these strange lands, I am cautious and respectful in my 
dealings. (Lawful) 

3. Adventure. I'm far from home, and everything is strange and wonderful! (Chaotic) 

4. Cunning. Though I may not know their ways, neither do they know mine, which can 
be to my advantage. (Evil) 

5. Inquisitive. Everything is new, but I have a thirst to learn. (Neutral) 

6. Suspicious. I must be careful, for I have no way of telling friend from foe here. (Any) 

D6 Bond 

1. So long as I have this token from my homeland, I can face any adversity in this 
strange land. 

2. The gods of my people are a comfort to me so far from home. 

3. Ihold no greater cause than my service to my people. 

4. My freedom is my most precious possession. I' Il never let anyone take it from me 
again. 

5. I'm fascinated by the beauty and wonder of this new land. 

6. Though I had no choice, I lament having to leave my loved one(s) behind. I hope to 
see them again one day. 

D6 Flaw 

1. Iam secretly (or not so secretly) convinced of the superiority of my own culture over 
that of this foreign land. 

2. I pretend not to understand the local language in order to avoid interactions I would 
rather not have. 

3. Ihave a weakness for the new intoxicants and other pleasures of this land. 

4. I don't take kindly to some actions and motivations of the people of this land, because 
these folk are different from me. 

5. I consider the adherents of other gods to be deluded innocents at best, or ignorant 
fools at worst. 

6. Ihave a weakness for the exotic beauty of the people of these lands. 
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Folk Hero 


You come from a humble social rank, but you are destined for so much more. Already the 
people of your home village regard you as their champion, and your destiny calls you to 
stand against the tyrants and monsters that threaten the common folk everywhere. 

Skills: Animal Handling, and Survival or Athletics 

Saving Throw: Strength or Constitution 

Tools and Languages: One type of artisans’ tools, and vehicles(land) 

Equipment: A set of artisan’s tools (one of your choice), a shovel, an iron pot, a set of 
common clothes, and a belt pouch containing 10 gp 

Defining Event 

D10_ Defining Event 

1. I stood up to a tyrant’s agents. 


2. Isaved people during a natural disaster. 

3. I stood alone against a terrible monster. 

4. Istole from a corrupt merchant to help the poor. 

5. Ileda militia to fight off an invading army. 

6. I broke into a tyrant’s castle and stole weapons to arm the people. 

7. I trained the peasantry to use farm implements as weapons against a tyrant’s soldiers. 

8. A lord rescinded an unpopular decree after I led a symbolic act of protest against it. 

9. Adaedra, god, or similar creature gave me a blessing or revealed my secret origin. 

10. Recruited into a lord’s army, I rose to leadership and was commended for my 
heroism. 

Rustic Hospitality 


Since you come from the ranks of the common folk, you fit in among them with ease. 
You can find a place to hide, rest, or recuperate among other commoners, unless you have 
shown yourself to be a danger to them. They will shield you from the law or anyone else 
searching for you, though they will not risk their lives for you. 


Suggested Characteristics 


D8 Personality Trait 

I judge people by their actions, not their words. 

If someone is in trouble, I’m always ready to lend help. 

When I set my mind to something, I follow through no matter what gets in my way. 

I have a strong sense of fair play and always try to find the most equitable solution to 
arguments. 

5. I’mconfident in my own abilities and do what I can to instill confidence in others. 

6. Thinking is for other people. I prefer action. 
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7. I misuse long words in an attempt to sound smarter. 
8. I get bored easily. When am I going to get on with my destiny? 


D6 Ideal 

1. Respect. People deserve to be treated with dignity and respect. (Good) 

2. Fairness. No one should get preferential treatment before the law, and no one is 
above the law. (Lawful) 


3. Freedom. Tyrants must not be allowed to oppress the people. (Chaotic) 

4. Might. If I become strong, I can take what I want— what I deserve. (Evil) 

5. Sincerity. There’s no good in pretending to be something I’m not. (Neutral) 

6. Destiny. Nothing and no one can steer me away from my higher calling. (Any) 

D6 ~~ Bond 

1. Ihave a family, but I have no idea where they are. One day, I hope to see them again. 
2. I worked the land, I love the land, and I will protect the land. 

3. A proud noble once gave me a horrible beating, and I will take my revenge on any 


bully I encounter. 

4. My tools are symbols of my past life, and I carry them so that I will never forget my 
roots. 

5. I protect those who cannot protect themselves. 

6. I wish my childhood sweetheart had come with me to pursue my destiny. 


D6 —~Flaw 

1. The tyrant who rules my land will stop at nothing to see me killed. 
I’m convinced of the significance of my destiny, and blind to my shortcomings and 
the risk of failure. 

3. The people who knew me when I was young know my shameful secret, so I can 
never go home again. 

4. Ihave a weakness for the vices of the city, especially hard drink. 

5. Secretly, I believe that things would be better if I were a tyrant lording over the land. 

6. Ihave trouble trusting in my allies. 
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Guild Artisan 


You are a member of an artisan’s guild, skilled in a particular field and closely associated 
with other artisans. You are a well-established part of the mercantile world, freed by 
talent and wealth from the constraints of a feudal social order. You learned your skills as 
an apprentice to a master artisan, under the sponsorship of your guild, until you became a 
master in your own right 

Skills: Persuasion, and Insight or Alchemy (suitable only for alchemists) 

Saving Throw: Intelligence or Charisma 

Tools and Languages: One type of artisans’ tools, and a language 

Equipment: A set of artisan’s tools (one of your choice), a letter of introduction from 
your guild, a set of traveler’s clothes, and a belt pouch containing 15 gp 

Guild Business 

d20 Guild Business 


1 Alchemists and apothecaries 11 Leatherworkers, skinners 

2 Armorers, locksmiths, and finesmiths 12 Masons and stonecutters 

3 Brewers, distillers, and vintners 13 Painters, limners, and sign-makers 
4 Calligraphers, scribes, and scriveners 14 Potters and tile-makers 

5 Carpenters, roofers, and plasterers 15. — Shipwrights and sailmakers 

6 Cartographers, surveyors, chart-makers 16 Smiths and metal-forgers 

7 Cobblers and shoemakers 17 Tinkers, pewterers, and casters 

8 Cooks and bakers 18 = Wagon-makers and wheelwrights 
9 Glassblowers and glaziers 19 Weavers and dyers 

10 Jewelers and gemcutters 20 Woodcarvers, coopers, and 
bowyers 

Guild Membership 


As an established and respected member of a guild, you can rely on certain benefits that 
membership provides. Your fellow guild members will provide you with lodging and 
food if necessary, and pay for your funeral if needed. In some cities and towns, a 
guildhall offers a central place to meet other members of your profession, which can be a 
good place to meet potential patrons, allies, or hirelings. Guilds often wield tremendous 
political power. If you are accused of a crime, your guild will support you if a good case 
can be made for your innocence or the crime is justifiable. You can also gain access to 
powerful political figures through the guild, if you are a member in good standing. Such 
connections might require the donation of money or magic items to the guild’s coffers. 
You must pay dues of 5 gp per month to the guild. If you miss payments, you must make 
up back dues to remain in the guild’s good graces. 
Alternate Feature: Guild Merchant 
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Instead of an artisans’ guild, you might belong to a guild of traders, caravan masters, or 
shopkeepers. You don’t craft items yourself but earn a living by buying and selling the 
works of others (or the raw materials artisans need to practice their craft). Your guild 
might be a large merchant consortium (or family) with interests across the region. 
Perhaps you transported goods from one place to another, by ship, wagon, or caravan, or 
bought them from traveling traders and sold them in your own little shop. In some ways, 
the traveling merchant’s life lends itself to adventure far more than the life of an artisan. 
Instead of Alchemy, you may choose Lore. Rather than proficiency with artisan’s tools, 
you might be proficient with navigator’s tools or an additional language. And instead of 
artisan’s tools, you can start with a mule and a cart. 


Suggested Characteristics 


D8 Personality Trait 

1. I believe that anything worth doing is worth doing right. I can’t help it— I'ma 

perfectionist. 

I’m asnob who looks down on those who can’t appreciate fine art. 

I always want to know how things work and what makes people tick. 

I’m full of witty aphorisms and have a proverb for every occasion. 

I’m rude to people who lack my commitment to hard work and fair play. 

I like to talk at length about my profession. 

I don’t part with my money easily and will haggle tirelessly to get the best deal 

possible. 

8. I’m well known for my work, and I want to make sure everyone appreciates it. I'm 
always taken aback when people haven’t heard of me. 


NYDN FW WD 


D6 Ideal 

1. Community. It is the duty of all civilized people to strengthen the bonds of 
community and the security of civilization. (Lawful) 

2. Generosity. My talents were given to me so that I could use them to benefit the world. 
(Good) 

3. Freedom. Everyone should be free to pursue his or her own livelihood. (Chaotic) 

4. Greed. I’m only in it for the money. (Evil) 

5. People. I’m committed to the people I care about, not to ideals. (Neutral) 

6. Aspiration. I work hard to be the best there is at my craft. 


D6‘ Bond 
1. The workshop where I learned my trade is the most important place in the world to 
me. 
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I created a great work for someone, and then found them unworthy to receive it. ’m 
still looking for someone worthy. 

I owe my guild a great debt for forging me into the person I am today. 

I pursue wealth to secure someone’s love. 

One day I will return to my guild and prove that I am the greatest artisan of them all. 
I will get revenge on the evil forces that destroyed my place of business and ruined 
my livelihood. 


Flaw 
I'll do anything to get my hands on something rare or priceless. 
I’m quick to assume that someone is trying to cheat me. 
No one must ever learn that I once stole money from guild coffers. 
I’m never satisfied with what I have— I always want more. 
I would kill to acquire a noble title. 
I’m horribly jealous of anyone who can outshine my handiwork. Everywhere I go, 
I’m surrounded by rivals. 
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Hermit 


You lived in seclusion—either in a sheltered community such as a monastery, or entirely 
alone—for a formative part of your life. In your time apart from the clamor of society, 
you found quiet, solitude, and perhaps some of the answers you were looking for. 

Skills: Lore, and Medicine or Insight 

Saving Throw: Constitution or Intelligence 

Tools and Languages: Herbalism kit and one language 

Equipment: A scroll case stuffed full of notes from your studies or prayers, a winter 
blanket, a set of common clothes, a herbalism kit, and 5 gp 

Life of Seclusion: 

D8 Life of Seclusion 

1. I was searching for spiritual enlightenment. 

2. I was partaking of communal living in accordance with the dictates of a religious 
order. 

I was exiled for a crime I didn’t commit. 

I retreated from society after a life-altering event. 

I needed a quiet place to work on my art, literature, music, or manifesto. 

I needed to commune with nature, far from civilization. 

I was the caretaker of an ancient ruin or relic. 

I was a pilgrim in search of a person, place, or relic of spiritual significance. 
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Discovery 

The quiet seclusion of your extended hermitage gave you access to a unique and powerful 
discovery. The exact nature of this revelation depends on the nature of your seclusion. It 
might be a great truth about the cosmos, the deities, the powerful beings of the outer 
planes, or the forces of nature. It could be a site that no one else has ever seen. You might 
have uncovered a fact that has long been forgotten, or unearthed some relic of the past 
that could rewrite history. It might be information that would be damaging to the people 
who or consigned you to exile, and hence the reason for your return to society. Work with 
your DM to determine the details of your discovery and its impact on the campaign. 


Suggested Characteristics 


D8 Personality Trait 

1. DVve been isolated for so long that I rarely speak, preferring gestures and the 
occasional grunt. 

2. Iam utterly serene, even in the face of disaster. 

3. The leader of my community had something wise to say on every topic, and I am 
eager to share that wisdom. 
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I feel tremendous empathy for all who suffer. 

I’m oblivious to etiquette and social expectations. 

I connect everything that happens to me to a grand, cosmic plan. 

I often get lost in my own thoughts and contemplation, becoming oblivious to my 
surroundings. 

I am working on a grand philosophical theory and love sharing my ideas. 


Ideal 
Greater Good. My gifts are meant to be shared with all, not used for my own benefit. 
(Good) 
Logic. Emotions must not cloud our sense of what is right and true, or our logical 
thinking. (Lawful) 
Free Thinking. Inquiry and curiosity are the pillars of progress. (Chaotic) 
Power. Solitude and contemplation are paths toward mystical or magical power. 
(Evil) 
Live and Let Live. Meddling in the affairs of others only causes trouble. (Neutral) 
Self-Knowledge. If you know yourself, there’s nothing left to know. (Any) 


Bond 
Nothing is more important than the other members of my hermitage, order, or 
association. 
I entered seclusion to hide from the ones who might still be hunting me. I must 
someday confront them. 
I’m still seeking the enlightenment I pursued in my seclusion, and it still eludes me. 
I entered seclusion because I loved someone I could not have. 
Should my discovery come to light, it could bring ruin to the world. 
My isolation gave me great insight into a great evil that only I can destroy. 


Flaw 
Now that I've returned to the world, I enjoy its delights a little too much. 
I harbor dark, bloodthirsty thoughts that my isolation and meditation failed to quell. 
I am dogmatic in my thoughts and philosophy. 
I let my need to win arguments overshadow friendships and harmony. 
I’d risk too much to uncover a lost bit of knowledge. 
I like keeping secrets and won’t share them with anyone. 
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Noble 


You understand wealth, power, and privilege. You carry a noble title, and your family 
owns, collects taxes, and wields significant political influence. You might be a pampered 
aristocrat unfamiliar with work or discomfort, a former merchant just elevated to the 
nobility, or a disinherited scoundrel with a disproportionate sense of entitlement. Or you 
could be an honest, hard-working landowner who cares deeply about the people who live 
and work on your land, keenly aware of your responsibility to them. 

Skills: Lore, and one other appropriate Intelligence, Charisma, or Wisdom skill 

Saving Throw: Strength or Charisma 

Tools and Languages: One type of gaming set and one language 

Equipment: A set of fine clothes, a signet ring, a scroll of pedigree, and a purse 
containing 25 gp 


Position of Privilege 

Thanks to your noble birth, people are inclined to think the best of you. You are welcome 
in high society, and people assume you have the right to be wherever you are. The 
common folk and merchants make every effort to accommodate you and avoid your 
displeasure, and other people of high birth treat you as a member of the same social 
sphere. You can secure an audience with a local noble if you need to. 

Alternate Noble: Knight 

A knighthood is among the lowest noble titles in most societies, but it can be a path to 
higher status. If you wish to be a knight, choose the Retainers feature (see below) instead 
of the Position of Privilege feature. One of your commoner retainers is replaced by a 
noble who serves as your squire, aiding you in exchange for training on his or her own 
path to knighthood. Your two remaining retainers might include a groom to care for your 
horse and a servant who polishes your armor (and even helps you put it on). As an 
emblem of chivalry and the ideals of courtly love, you might include among your 
equipment a banner or other token from a noble lord or lady to whom you have given 
your heart—in a chaste sort of devotion. 

Alternate Noble Feature: Retainers 

If your character has a noble background, you may select this background feature instead 
of Position of Privilege. You have the service of three retainers loyal to your family. 
These retainers can be attendants or messengers, and one might be a majordomo. Your 
retainers are commoners who can perform mundane tasks for you, but they do not fight 
for you, will not follow you into obviously dangerous areas (such as dungeons), and will 
leave if they are frequently endangered or abused. 
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Personality Trait 
My eloquent flattery makes everyone I talk to feel like the most wonderful and 
important person in the world. 
The common folk love me for my kindness and generosity. 
No one could doubt by looking at my regal bearing that I am a cut above the 
unwashed masses. 
I take great pains to always look my best and follow the latest fashions. 
I don’t like to get my hands dirty, and I won’t be caught dead in unsuitable 
accommodations. 
Despite my noble birth, I do not place myself above other folk. We all have the same 
blood. 
My favor, once lost, is lost forever. 
If you do me an injury, I will crush you, ruin your name, and salt your fields. 


Ideal 
Respect. Respect is due to me because of my position, but all people regardless of 
station deserve to be treated with dignity. (Good) 
Responsibility. It is my duty to respect the authority of those above me, just as those 
below me must respect mine. (Lawful) 
Independence. I must prove that I can handle myself without the coddling of my 
family. (Chaotic) 
Power. If I can attain more power, no one will tell me what to do. (Evil) 
Family. Blood runs thicker than water. (Any) 
Noble Obligation. It is my duty to protect and care for the people beneath me. (Good) 


Bond 
I will face any challenge to win the approval of my family. 
My house’s alliance with another noble family must be sustained at all costs. 
Nothing is more important than the other members of my family. 
I am in love with the heir of a family that my family despises. 
My loyalty to my sovereign is unwavering. 
The common folk must see me as a hero of the people. 


Flaw 
I secretly believe that everyone is beneath me. 
I hide a truly scandalous secret that could ruin my family forever. 
I too often hear veiled insults and threats in every word addressed to me, and I’m 
quick to anger. 
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4. Ihave an insatiable desire for carnal pleasures. 
5. In fact, the world does revolve around me. 
6. By my words and actions, I often bring shame to my family. 


Contents Index 118 





Outlander 


You grew up in the wilds, far from civilization and the comforts of town and technology. 
You’ve witnessed the migration of herds larger than forests, survived weather more 
extreme than any city-dweller could comprehend, and enjoyed the solitude of being the 
only thinking creature for miles in any direction. The wilds are in your blood, whether 
you were a nomad, an explorer, a recluse, a hunter-gatherer, or even a marauder. Even in 
places where you don’t know the specific features of the terrain, you know the ways of 
the wild. 

Skills: Survival, and either Athletics or Alchemy 

Saving Throw: Dexterity or Wisdom 

Tools and Languages: One type of musical instrument, and an appropriate artisan tool 
Equipment: A staff, a hunting trap, a trophy from an animal you killed, a set of traveler’s 
clothes, and a belt pouch containing 10 gp 


Origin 

D10_ Origin 

1. Forester 

2. Trapper 

3. Homesteader 

4. Guide 

5. Bounty hunter 
6. Exile or outcast 
7. Pilgrim 

8. Tribal nomad 
9. Hunter-gatherer 


10. Tribal marauder 


Wanderer 

You have an excellent memory for maps and geography, and you can always recall the 
general layout of terrain, settlements, and other features around you. In addition, you can 
find food and fresh water for yourself and up to five other people each day, provided that 
the land offers berries, small game, water, and so forth. 


Suggested Characteristics 


D8 Personality Trait 

I’m driven by a wanderlust that led me away from home. 

I watch over my friends as if they were a litter of newborn pups. 

I once ran twenty-five miles without stopping to warn to my clan of an approaching 
orc horde. I’d do it again if I had to. 


OW Ne 


Contents Index 119 





8. 


D6 


RW 


Se es 


D6 


OW Ne 


I have a lesson for every situation, drawn from observing nature. 

I place no stock in wealthy or well-mannered folk. Money and manners won’t save 
you from a hungry bear. 

I’m always picking things up, absently fiddling with them, and sometimes 
accidentally breaking them. 

I feel far more comfortable around animals than people. 

I was, in fact, raised by wolves. 


Ideal 
Change. Life is like the seasons, in constant change, and we must change with it. 
(Chaotic) 
Greater Good. It is each person’s responsibility to make the most happiness for the 
whole tribe. (Good) 
Honor. If I dishonor myself, I dishonor my whole clan. (Lawful) 
Might. The strongest are meant to rule. (Evil) 
Nature. The natural world is more important than all the constructs of civilization. 
(Neutral) 
Glory. I must earn glory in battle, for myself and my clan. (Any) 


Bond 
My family, clan, or tribe is the most important thing in my life, even when they are 
far from me. 
An injury to the unspoiled wilderness of my home is an injury to me. 
I will bring terrible wrath down on the evildoers who destroyed my homeland. 
I am the last of my tribe, and it is up to me to ensure their names enter legend. 
I suffer awful visions of a coming disaster and will do anything to prevent it. 
It is my duty to provide children to sustain my tribe. 


Flaw 
I am too enamored of ale, wine, and other intoxicants. 
There’s no room for caution in a life lived to the fullest. 
I remember every insult I’ve received and nurse a silent resentment toward anyone 
who’s ever wronged me. 
I am slow to trust members of other races, tribes, and societies. 
Violence is my answer to almost any challenge. 
Don’t expect me to save those who can’t save themselves. It is nature’s way that the 
strong thrive and the weak perish. 
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Sailor 


You sailed on a seagoing vessel for years. In that time, you faced down mighty storms, 
monsters of the deep, and those who wanted to sink your craft to the bottomless depths. 
Your first love is the distant line of the horizon, but the time has come to try your hand at 
something new. Discuss the nature of the ship you previously sailed with your Dungeon 
Master. Was it a merchant ship, a naval vessel, a ship of discovery, or a pirate ship? How 
famous (or infamous) is it? Is it widely traveled? Is it still sailing, or is it missing and 
presumed lost with all hands? What were your duties on board—boatswain, captain, 
navigator, cook, or some other position? Who were the captain and first mate? Did you 
leave your ship on good terms with your fellows, or on the run? 

Skills: Perception and Athletics 

Saving Throw: Strength or Dexterity 

Tools and Languages: Navigator’s Tools, Vehicles(water) 

Equipment: A belaying pin (club), 50 feet of silk rope, a lucky charm such as a rabbit 
foot or a small stone with a hole in the center (or you may roll for a random trinket on the 
Trinkets table in chapter 5), a set of common clothes, and a belt pouch containing 10 gp 


Ship’s Passage 

When you need to, you can secure free passage on a sailing ship for yourself and your 
adventuring companions. You might sail on the ship you served on, or another ship you 
have good relations with (perhaps one captained by a former crewmate). Because you’re 
calling in a favor, you can’t be certain of a schedule or route that will meet your every 
need. Your Dungeon Master will determine how long it takes to get where you need to 
go. In return for your free passage, you and your companions are expected to assist the 
crew during the voyage. 


Suggested Characteristics 


D8 Personality Trait 

My friends know they can rely on me, no matter what. 

I work hard so that I can play hard when the work is done. 

I enjoy sailing into new ports and making new friends over a flagon of ale. 
I stretch the truth for the sake of a good story. 

To me, a tavern brawl is a nice way to get to know a new city. 

I never pass up a friendly wager. 

My language is as foul as an CliffRacers nest. 

I like a job well done, especially if I can convince someone else to do it. 


CANIN MNB WN Ke 
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D6 Ideal 

1. Respect. The thing that keeps a ship together is mutual respect between captain and 
crew. (Good) 

2. Fairness. We all do the work, so we all share in the rewards. (Lawful) 

3. Freedom. The sea is freedom—the freedom to go anywhere and do anything. 
(Chaotic) 

4. Mastery. I’m a predator, and the other ships on the sea are my prey. (Evil) 

5. People. I’m committed to my crewmates, not to ideals. (Neutral) 

6. Aspiration. Someday [ll own my own ship and chart my own destiny. (Any) 


D6 ~_— Bond 

1. I’m loyal to my captain first, everything else second. 

2. The ship is most important—crewmates and captains come and go. 

3. Vl always remember my first ship. 

4. Inaharbor town, I have a paramour whose eyes nearly stole me from the sea. 

5. Iwas cheated out of my fair share of the profits, and I want to get my due. 

6. Ruthless pirates murdered my captain and crewmates, plundered our ship, and left me 
to die. Vengeance will be mine. 


D6 —~Flaw 

1. I follow orders, even if I think they’re wrong. 

2. Ill say anything to avoid having to do extra work. 

3. Once someone questions my courage, I never back down no matter how dangerous 


the situation. 
4. Once I start drinking, it’s hard for me to stop. 
5. Ican’t help but pocket loose coins and other trinkets I come across. 
6. My pride will probably lead to my destruction. 
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Soldier 


War has been your life for as long as you care to remember. You trained as a youth, 
studied the use of weapons and armor, learned basic survival techniques, including how 
to stay alive on the battlefield. You might have been part of a standing national army or a 
mercenary company, or perhaps a member of a local militia who rose to prominence 
during a recent war. When you choose this background, work with your DM to determine 
which military organization you were a part of, how far through its ranks you progressed, 
and what kind of experiences you had during your military career. Was it a standing army, 
a town guard, or a village militia? Or it might have been a noble’s or merchant’s private 
army, or a mercenary company. 

Skills: Athletics and either Intimidation or Medicine 

Saving Throw: Strength or Constitution 

Tools and Languages: One type of gaming set, vehicles (land) 

Equipment: An insignia of rank, a trophy taken from a fallen enemy (a dagger, broken 
blade, or piece of a banner), a set of bone dice or deck of cards, a set of common clothes, 
and a belt pouch containing 10 gp 


Specialty 

1. d8Specialty 

2. Officer 

3. Healer 

4. Scout 

5. Quartermaster 

6. Infantry 

7. Standard bearer 

8. Cavalry 

9. Support staff (cook, blacksmith, or the like) 


Military Rank 

You have a military rank from your career as a soldier. Soldiers loyal to your former 
military organization still recognize your authority and influence, and they defer to you if 
they are of a lower rank. You can invoke your rank to exert influence over other soldiers 
and requisition simple equipment or horses for temporary use. You can also usually gain 
access to friendly military encampments and fortresses where your rank is recognized. 


Suggested Characteristics 


D8 Personality Trait 
1. I'm always polite and respectful. 
2. I’m haunted by memories of war. I can’t get the images of violence out of my mind. 
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I’ve lost too many friends, and I’m slow to make new ones. 

I’m full of inspiring and cautionary tales from my military experience relevant to 
almost every combat situation. 

I can stare down a hell hound without flinching. 

I enjoy being strong and like breaking things. 

I have a crude sense of humor. 

I face problems head-on. A simple, direct solution is the best path to success. 


Ideal 
Greater Good. Our lot is to lay down our lives in defense of others. (Good) 
Responsibility. I do what I must and obey just authority. (Lawful) 
Independence. When people follow orders blindly, they embrace a kind of tyranny. 
(Chaotic) 
Might. In life as in war, the stronger force wins. (Evil) 
Live and Let Live. Ideals aren’t worth killing over or going to war for. (Neutral) 
Nation. My city, nation, or people are all that matter. (Any) 


Bond 
I would still lay down my life for the people I served with. 
Someone saved my life on the battlefield. To this day, I will never leave a friend 
behind. 
My honor is my life. 
I’ll never forget the crushing defeat my company suffered or the enemies who dealt 
its 
Those who fight beside me are those worth dying for. 
I fight for those who cannot fight for themselves. 


Flaw 
The monstrous enemy we faced in battle still leaves me quivering with fear. 
I have little respect for anyone who is not a proven warrior. 
I made a terrible mistake in battle that cost many lives—and I would do anything to 
keep that mistake secret. 
My hatred of my enemies is blind and unreasoning. 
I obey the law, even if the law causes misery. 
I’d rather eat my armor than admit when I’m wrong. 
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Urchin 


You grew up on the streets alone, orphaned, and poor. You had no one to watch over you 
or to provide for you, so you learned to provide for yourself. You fought fiercely over 
food and kept a constant watch out for other desperate souls who might steal from you. 
You slept on rooftops and in alleyways, exposed to the elements, and endured sickness 
without the advantage of medicine or a place to recuperate. You’ve survived despite all 
odds, and did so through cunning, strength, speed, or some combination of each. You 
begin your adventuring career with enough money to live modestly but securely for at 
least ten days. How did you come by that money? What allowed you to break free of your 
desperate circumstances and embark on a better life? 

Skills: Sleight of Hand and Stealth 

Saving Throw: Dexterity or Constitution 

Tools and Languages: Disguise kit, thieves’ tools 

Equipment: A small knife, a map of the city you grew up in, a pet mouse, a token to 
remember your parents by, a set of common clothes, and a belt pouch containing 10 gp 


City Secrets 

You know the secret patterns and flow to cities and can find passages through the urban 
sprawl that others would miss. When you are not in combat, you (and companions you 
lead) can travel between any two locations in the city twice as fast as your speed would 
normally allow. 


Suggested Characteristics 


D8 Personality Trait 

I hide scraps of food and trinkets away in my pockets. 

I ask a lot of questions. 

I like to squeeze into small places where no one else can get to me. 

I sleep with my back to a wall or tree, with everything I own wrapped in a bundle in 
my arms. 

I eat like a pig and have bad manners. 

I think anyone who’s nice to me is hiding evil intent. 

I don’t like to bathe. 

I bluntly say what other people are hinting at or hiding. 
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D6 Ideal 

1. Respect. All people, rich or poor, deserve respect. (Good) 

2. Community. We have to take care of each other, because no one else is going to do it. 
(Lawful) 
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3. Change. The low are lifted up, and the high and mighty are brought down. Change is 
the nature of things. (Chaotic) 

4. Retribution. The rich need to be shown what life and death are like in the gutters. 
(Evil) 

5. People. I help the people who help me—that’s what keeps us alive. (Neutral) 

6. Aspiration. I'm going to prove that I'm worthy of a better life. 


D6 ~~_— Bond 

1. My town or city is my home, and I'll fight to defend it. 

2. I sponsor an orphanage to keep others from enduring what I was forced to endure. 
3. [owe my survival to another urchin who taught me to live on the streets. 

4. lowe a debt I can never repay to the person who took pity on me. 

5. Iescaped my life of poverty by robbing an important person, and I’m wanted for it. 
6. No one else should have to endure the hardships I’ve been through. 


D6 —~Flaw 

If I'm outnumbered, I will run away from a fight. 

Gold seems like a lot of money to me, and I'll do just about anything for more of it. 
I will never fully trust anyone other than myself. 

I’d rather kill someone in their sleep than fight fair. 

It’s not stealing if I need it more than someone else. 

People who can't take care of themselves get what they deserve. 
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CHAPTER 5D: EQUIPMENT 


Weapons 


Other polearms exist, but they are too numerous to list here. All are martial weapons. 


The longsword can be used to deal any type of damage by half-swording. All require two 
hands. A claymore, bastard sword, katana, and arming sword count as a longsword for 
weapon proficiency purposes. 


Simple Melee 
Weapons Cost | Damage Weight | Properties 
Club 1 sp 1d4 2 |b. Light 
bludgeoning 
Dagger 2 gp 1d4 piercing 1 lb. Finesse, light, thrown 
(range 20/60) 
Greatclub 2 sp 1d8 10 Ib. Two-handed 
bludgeoning 


Handaxe 5gp | 1d6 slashing 2 |b. Light, finesse, thrown 
(range 20/60) 


Light hammer 2gp | 1d6 ; Light, finesse, thrown 
bludgeoning (range 20/60) 

Mace S5gp | 1d8 
bludgeoning 

Quarterstaff 2 sp 1d6 
bludgeoning 
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l gp | 1d8 piercing 3 Ib. Thrown (range 20/60), 
versatile (1d10), Semi- 
Finesse 
Simple Ranged 
Weapons Cost Damage Weight | Properties 


Crossbow, light 25 gp | 1d8 piercing oi lloy Ammunition (range 
80/320), loading, two- 
handed 

Dart 5 cp 1d4 piercing 1/4 lb. Finesse, thrown (range 
20/60) 

Shortbow 25 gp Ammunition (range 
80/320), two-handed 


Sling 1d4 Ammunition (range 
bludgeoning 30/120) 


Martial Melee 
Weapons 


1d8 
bludgeoning 


Heavy, reach, two- 
handed 
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Two-handed, Half- 
Swording 


Versatile (1d10), Half- 


Claymore 30 gp 1d10 slashing, 
bludgeoning, 
or piercing 
Bastard Sword 30 gp 1d8 slashing, 
bludgeoning, Swording, minimum str 
or piercing 14 
Katana 50 gp 1d8 slashing Versatile (1d10), 
Finesse, min str 12 


Heavy, reach, two- 
handed 


Halberd 20 gp 1d10 slashing 


10 gp 1d12 piercing Reach, special 
Arming Sword 15 gp 1d8 slashing 


Ib. 
Ib. 
Ib 
6 |b. 
6 |b. 
Ib. 
2d6 Heavy, two-handed 
bludgeoning 
or 
bludgeoning 
handed 
forme |e [owownin [ef 
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Warhammer 15 gp 1d8 
bludgeoning 


Martial Ranged 
Weapons 
Blowgun 


Crossbow, hand 


Crossbow, heavy 


Longbow 


1d6 piercing 
1d10 piercing 18 lb. 


50 gp 1d8 piercing 
ae 





Masterwork Weapons 


Masterwork weapons cost 3 times as much as regular weapons of the same kind. A 
normal weapon can be made masterwork by paying the difference+10gp. A masterwork 
weapon receives a +1 bonus to hit, but not to damage, and is not considered magical. 
Magical weapons, however, are always masterwork. 
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Versatile (1d10) 


Ammunition (range 
25/100), loading 


Ammunition (range 
30/120), light, loading 


Ammunition (range 
100/400), heavy, 
loading, two-handed 


Ammunition (range 
150/600), heavy, two- 
handed 


Special, thrown (range 
5/15) 


131 


Silver Weapons 


Silver weapons cost 4 times as much as regular weapons of the same kind, or 50gp, 
whichever is more. A silver weapon receives a -2 to hit and damage unless the target of 
the attack is weak to silver weapons, or is resistant to non-silvered weapons. When used 
against such creatures, a weapon operates as a +1 magical weapon. Only metallic 
weapons can be made silver. Silver ammunition costs 3 gp per arrow. 


Weapon Materials 


Cost: factor multiplied by cost. 
Weight: Multiplier 

Dam: Damage bonus 

Hit: to hit bonus 

Metal: yes (Y), no (N), or n/a (-) 


Finesse, Light 





Weapon Properties 


Many weapons have special properties related to their use, as shown in the Weapons 

table. 

¢ Ammunition. You can use a weapon that has the ammunition property to make a 
ranged attack only if you have ammunition to fire from the weapon. Each time you 
attack with the weapon, you expend one piece of ammunition. Drawing the ammunition 
from a quiver, case, or other container is part of the attack (you need a free hand to load 
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a one-handed weapon). At the end of the battle, you can recover half your expended 
ammunition by taking a minute to search the battlefield. 

e If you use a weapon that has the ammunition property to make a melee attack, you treat 
the weapon as an improvised weapon. A sling must be loaded to deal any damage when 
used in this way. 

e Finesse. When making an attack with a finesse weapon, you use your choice of your 
Strength or Dexterity modifier for the attack and damage rolls. You must use the same 
modifier for both rolls. 

¢ Heavy. Small creatures have disadvantage on attack rolls with heavy weapons. A heavy 
weapon's size and bulk make it too large for a Small creature to use effectively. 

e Light. A light weapon is small and easy to handle, making it ideal for use when fighting 
with two weapons. 

e Loading. Because of the time required to load this weapon, you can fire only one piece 
of ammunition from it when you use an action, bonus action, or reaction to fire it, 
regardless of the number of attacks you can normally make. 

e Range. A weapon that can be used to make a ranged attack has a range in parentheses 
after the ammunition or thrown property. The range lists two numbers. The first is the 
weapon's normal range in feet, and the second indicates the weapon's long range. When 
attacking a target beyond normal range, you have disadvantage on the attack roll. You 
can't attack a target beyond the weapon's long range. 

e Reach. This weapon adds 5 feet to your reach when you attack with it, as well as when 
determining your reach for opportunity attacks with it. 

e Special. A weapon with the special property has unusual rules governing its use, 
explained in the weapon's description (see “Special Weapons” later in this section). 

¢ Thrown. If a weapon has the thrown property, you can throw the weapon to make a 
ranged attack. If the weapon is a melee weapon, you use the same ability modifier for 
that attack roll and damage roll that you would use for a melee attack with the weapon. 
For example, if you throw a handaxe, you use your Strength, but if you throw a dagger, 
you can use either your Strength or your Dexterity, since the dagger has the finesse 
property. 

e Two-Handed. This weapon requires two hands when you attack with it. 

e Versatile. This weapon can be used with one or two hands. A damage value in 
parentheses appears with the property—the damage when the weapon is used with two 
hands to make a melee attack. 

e Vicious. weapon has an improved critical threat range (19-20 base) 
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Armor 


Light armor is usable by all characters 

Heavy armor is useable by any character with the Heavy Armor Proficiency. Wearing 
heavy armor negates the penalty for negative dexterity. 

Shields use is unchanged, though stats are changed 

Touch AC is 13+Dex 

Wearing armor without a proficiency imposes disadvantage on all strength and 
dexterity checks, and spells with somatic components fail 

Not actively threatening with a melee weapon or defending with a shield gives any 
opponent advantage on melee attacks against you. Touch spells and monks' fists count 
as weapons for this purpose. 

When not wearing armor, if a character is proficient in perception or acrobatics, he/she 
may add | to AC (for each of the two). If the character has expertise, this increases to 
+2. An additional +1 is gained at 11th level and higher 

When wearing armor you are proficient with, you halve the weight. 

All armor has a minimum strength value. Without this, speed is reduced to 20 ft. 
Shields cannot be used if the character does not meet strength requirements. 
Masterwork- 1.5x, or +50 gp cost (whatever is more), reduces strength requirement by 
2 and reduces weight by 25% when worn (so someone proficiency with plate armor 
wearing a masterwork brigandine, costing 375 gp, would have its effective weight 
reduced to 11 Ib) . Armor and shields must be masterwork to be enhanced magically. 
When wearing armor that has a max dex, this also applies to missile attacks and finesse 
weapon attacks. (Max +2 to bow attacks while wearing brigandine) Damage rolls 
remain unchanged 
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Armors 


Name Cost Typ | AC Value Stealth | Weight | Strength 
€ 
“ _ a 


Heavy Clothing/ 
Robes 


14+Dex 


Mail Shirt 15+Dex (max 

Mail 16+Dex (max 
3) 

Breastplate 16+Dex (max 
3) 

Brigandine 17+Dex (max 
2) 

Half Plate 18+Dex (max 
2) 

Field Plate 19+Dex (max 

Full Plate 


Light Shield 25 gp 13+Dex or +1 


14+Dex or +2 


N 
) 


— 
— 





a 

= 

= 

= 
al 

Dis 

a 

Dis 

Dis 

Dis 

Dis 

_ 

La 
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Armor Materials 


Cost: factor multiplied by cost. 

Type: Changes all armor to given type, or unchanged 

AC: Modifier to base AC 

Stealth: U = unchanged, - = no disadvantage, dis = disadvantage 
Weight: Multiplier 

Dex: Change to max dex mod. Cannot be negative 

Str: Change to minimum str requirement 

Metal: yes (Y), no (N), or n/a (-) 


Material Cost Type Stealth Weight Dex Str Metal 


cimdaet (usa fo oe i Ds da 
fume fos ae >» | af 
fom fo fe [+ fas [on [s fy 
feet fees 


few fs | fa fo fos | fy 
ows fo fe [a [om fs [f= fy 
fees da | de 
umm fa [es 
fone [ve [ws [ow [ise |o [y_ 
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Wealth 


Currency Copper Silver Gold Platinum 
Conversion 


The rows are equal to 1 of that currency type. The columns are how 
much of the one currency translates into the other. 

e 10 copper makes one silver 

e 10 silver makes one gold 

e 100 gold makes one platinum 
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Equipment Packs 


The starting equipment you get from your class includes a collection of useful 
adventuring gear, put together in a pack. The contents of these packs are listed here. If 
you are buying your starting equipment, you can purchase a pack for the price shown, 
which might be cheaper than buying the items individually. 


Burglar's Pack (16 gp). Includes a backpack, a bag of 1,000 ball bearings, 10 feet of 
string, a bell, 5 candles, a crowbar, a hammer, 10 pitons, a hooded lantern, 2 flasks of 
oil, 5 days rations, a tinderbox, and a waterskin. The pack also has 50 feet of hempen 
rope strapped to the side of it. 

Diplomat's Pack (39 gp). Includes a chest, 2 cases for maps and scrolls, a set of fine 
clothes, a bottle of ink, an ink pen, a lamp, 2 flasks of oil, 5 sheets of paper, a vial of 
perfume, sealing wax, and soap. 

Dungeoneer's Pack (12 gp). Includes a backpack, a crowbar, a hammer, 10 pitons, 10 
torches, a tinderbox, 10 days of rations, and a waterskin. The pack also has 50 feet of 
hempen rope strapped to the side of it. 

Entertainer's Pack (40 gp). Includes a backpack, a bedroll, 2 costumes, 5 candles, 5 
days of rations, a waterskin, and a disguise kit. 

Explorer's Pack (10 gp). Includes a backpack, a bedroll, a mess kit, a tinderbox, 10 
torches, 10 days of rations, and a waterskin. The pack also has 50 feet of hempen rope 
strapped to the side of it. 

Priest's Pack (19 gp). Includes a backpack, a blanket, 10 candles, a tinderbox, an alms 
box, 2 blocks of incense, a censer, vestments, 2 days of rations, and a waterskin. 
Scholar's Pack (40 gp). Includes a backpack, a book of lore, a bottle of ink, an ink pen, 
10 sheets of parchment, a little bag of sand, and a small knife. 
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Tools 


A tool helps you to do something you couldn't otherwise do, such as craft or repair an 
item, forge a document, or pick a lock. Your race, class, background, or feats give you 
proficiency with certain tools. Proficiency with a tool allows you to add your proficiency 
bonus to any ability check you make using that tool. Tool use is not tied to a single 
ability, since proficiency with a tool represents broader knowledge of its use. For 
example, the GM might ask you to make a Dexterity check to carve a fine detail with 
your woodcarver’s tools, or a Strength check to make something out of particularly hard 
wood. 


Item Cost Weight 


Artisan’s tools 


Alchemist’s supplies 50 gp 8 Ib. 
Brewer’s supplies 20 gp 9 Ib. 
Calligrapher's Supplies 10 gp 5 Ib. 
Carpenter’s tools 8 gp 6 lb. 
Cartographer’s tools 15 gp. 6 Ib. 
Cobbler’s tools 5 gp S18. 
Cook’s utensils 1 gp 8 Ib. 
Glassblower’s tools 30 gp a: 
Jeweler’s tools 25 gp 2 |b. 
Leatherworker’s tools 5 gp alla 
Mason’s tools 10 gp 8 Ib. 
Painter’s supplies 10 gp 5 Ib. 
Potter’s tools 10 gp 3 Ib. 
Smith’s tools 20 gp 8 Ib. 
Tinker’s tools 50 gp 10 Ib. 
Weaver’s tools 1 gp Sullen 
Woodcarver’s tools 1 gp 5 |b. 
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Gaming sets 
Dice set 1 sp — 
Playing card set 5 sp — 


Musical instruments 


Bagpipes 30 gp 6 Ib. 
Drum 6 gp 3 Ib. 
Dulcimer 25 gp 10 Ib. 
Flute 2 gp 1 lb. 
Lute 35 gp 2 |b. 
Lyre 30 gp ZB 
Horn 3 gp 2 |b. 
Pan flute 12 gp 2 |b. 
Shawm 2 gp 1 Ib. 
Viol 30 gp 1 lb. 
Navigator’s tools 25 gp Zale 
Thieves’ tools 25 gp 1 lb. 
See Mounts See Mounts 


Ventas [ents Gar io) and Vehicles and Vehicles 


Kits & Tools 


Artisan’s Tools: These Special tools include the items needed to pursue a craft or trade. 
The table shows examples of the most common types of tools, each providing items 
related to a single craft. Proficiency with a set of artisan’s tools lets you add your 
proficiency bonus to any Ability Checks you make using the tools in your craft. Each type 
of artisan’s tools requires a separate proficiency. 


Disguise kit: This pouch of cosmetics, hair dye, and small props lets you create disguises 


that change your physical appearance. Proficiency with this kit lets you add your 
proficiency bonus to any Ability Checks you make to create a visual disguise. 
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Forgery kit: This small box contains a variety of papers and parchments, pens and inks, 
seals and Sealing wax, gold and silver leaf, and other supplies necessary to create 
convincing forgeries of physical documents. Proficiency with this kit lets you add your 
proficiency bonus to any Ability Checks you make to create a physical forgery of a 
document. 


Gaming Set: This item encompasses a wide range of game pieces, including dice and 
decks of cards (for games such as Three-Dragon Ante). A few common examples appear 
on the Tools table, but other kinds of gaming sets exist. If you are proficient with a 
gaming set, you can add your proficiency bonus to Ability Checks you make to play a 
game with that set. Each type of gaming set requires a separate proficiency. 


Herbalism kit: This kit contains a variety of instruments such as clippers, mortar and 
pestle, and pouches and vials used by herbalists to create remedies and potions. 
Proficiency with this kit lets you add your proficiency bonus to any Ability Checks you 
make to Identify or apply herbs. Also, proficiency with this kit is required to create 
Antitoxin and potions of Healing. 


Musical Instrument: Several of the most common types of musical instruments are 
shown on the table as examples. If you have proficiency with a given musical instrument, 
you can add your proficiency bonus to any Ability Checks you make to play music with 
the instrument. A bard can use a musical instrument as a spellcasting focus. Each type of 
musical instrument requires a separate proficiency. 


Navigator’s Tools: This set of instruments is used for navigation at sea. Proficiency with 
Navigator's Tools lets you chart a ship's course and follow navigation charts. In addition, 
these tools allow you to add your proficiency bonus to any ability check you make to 
avoid getting lost at sea. 


Poisoner’s Kit: A poisoner’s kit includes the vials, chemicals, and other Equipment 
necessary for the Creation of Poisons. Proficiency with this kit lets you add your 
proficiency bonus to any Ability Checks you make to craft or use Poisons. 


Thieves’ Tools: This set of tools includes a small file, a set of lock picks, a small mirror 
mounted on a metal handle, a set of narrow-bladed scissors, and a pair of pliers. 
Proficiency with these tools lets you add your proficiency bonus to any Ability Checks 
you make to disarm traps or open locks. 
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Mounts and Vehicles 


A good mount can help you move more quickly through The Wilderness, but its primary 
purpose is to carry the gear that would otherwise slow you down. The Mounts and Other 
Animals table shows each animal’s speed and base carrying capacity. 


An animal pulling a carriage, cart, chariot, sled, or wagon can move weight up to five 
times its base carrying capacity, including the weight of the vehicle. If multiple animals 
pull the same vehicle, they can add their carrying capacity together. 


Mounts other than those listed here are available in fantasy gaming worlds, but they are 
rare and not normally available for purchase. These include flying mounts (pegasi, 
egriffons, hippogriffs, and similar animals) and even aquatic mounts (giant sea horses, for 
example). Acquiring such a mount often means securing an egg and raising the creature 
yourself, making a bargain with a powerful entity, or negotiating with the mount itself. 


Barding: Barding is armor designed to protect an animal’s head, neck, chest, and body. 
Any type of armor shown on the Armor table can be purchased as barding. The cost is 
four times the equivalent armor made for humanoids, and it weighs twice as much. 
Saddles: A military saddle braces the rider, helping you keep your seat on an active 
mount in battle. It gives you advantage on any check you make to remain mounted. An 
exotic saddle is required for riding any aquatic or flying mount. 


Vehicle Proficiency: If you have proficiency with a certain kind of vehicle (land or 
water), you can add your proficiency bonus to any check you make to control that kind of 
vehicle in difficult circumstances. 


Rowed Vessels: Keelboats and rowboats are used on lakes and rivers. If going 
downstream, add the speed of the current (typically 3 miles per hour) to the speed of the 
vehicle. These vehicles can’t be rowed against any significant current, but they can be 
pulled upstream by draft animals on the shores. A rowboat weighs 100 pounds, in case 
adventurers carry it over land. 


Mounts and Other Animals 





Capacity 
Camel 50 gp 50 ft. 480 Ib. 
Donkey or mule 8 gp 40 ft. 420 Ib. 
Elephant 200 gp = 40 ft. 1,320 lb. 
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Horse, draft 50 gp AO ft. 540 Ib. 
Horse, riding 75 gp 60 ft. 480 Ib. 
Mastiff 25 gp AO ft. 195 1b: 
Pony 30 gp AO ft. 22.5. 1b; 
Warhorse 400 gp _— 60 ft. 540 Ib. 
Tack, Harness, and Drawn Vehicles 

Item Cost Weight 
Barding x4 x2 

Bit and bridle 2 gp 1 lb. 
Carriage 100 gp 600 Ib. 
Cart 15 gp 200 Ib. 
Chariot 250 gp _—-100 Ib. 
Animal Feed (per day) 5 cp 10 Ib. 
Saddle, Exotic 60 gp 40 lb. 
Saddle, Military 20 gp 30 Ib. 
Saddle, Pack 5 gp 15 lb. 
Riding 10 gp 25 Ib: 
Saddlebags 4 gp 8 Ib. 
Sled 20 gp 300 Ib. 
Stabling (per day) 5 sp = 
Wagon 35 gp 400 Ib. 
Waterborne Vehicles 

Vehicle Cost Speed 

Galley 30,000 gp 4 mph 

Keelboat 3,000 gp 1 mph 

Longship 10,000 gp 3 mph 
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Rowboat 50 gp 1% mph 
Sailing ship 10,000 gp 2 mph 
Warship 25,000 gp 2% mph 
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Trinkets 


1. Note of Beleidigungen: A magical 
piece of paper that insults the reader in a 
language that they don't understand. 


2. The Unround Peg: A rectangular 
prism about the radius of a cup that you 
feel the urge to stick into circular spaces 
of a similar size. 


3. Rose Purse: A dark blue coin purse 
that holds more coins than you would 
expect it to. 


4. Key of Off-Key: A metal key that 
makes nearby bards sing the occasional 
wrong note. 


5. Dragon's Marble: An orange marble 
with 1d7 red stars inside of it. 


6. Platinum Coin’ of Inherent 
Worthlessness: A platinum coin that that 
people refuse to take, seemingly out of 
fear. 


7. Cowardly Dagger: A dagger that, 
when thrown, stops halfway towards its 
target and returns to the thrower. 


8. Eye of the Stunted Scamp: A 
preserved eyeball that somehow seems 
more excited when it is near a fire. 


9. Hand of Glory: A preserved hand that 


sheds light equal to a candle, but only to 
the person holding it. 


Contents 


10. Stone of True Accuracy: A small 
stone that always hits its target when 
thrown, assuming the throw could have 
conceivably hit the target. 


11. The History Stick: A magical talking 
walking stick that is well versed in history. 


12. Warhorn of the Minotaur: A war 
horn made from the horn of a Minotaur. 


13. Scroll of Summon Scroll of Summon 
Scroll: A scroll that, when used, 
summons another Scroll of Summon 
Scroll of Summon Scroll. The original 
disappears. 


14. Meadskin of Only Mead: A 
waterskin that only holds mead. Any 
other liquid stored in it is spit out after a 
while. 


15. Unreadably Accurate Map: A map 
that accurately depicts the current region, 
but anyone reading it loses track of where 
they are on the map. 


16. Puzzle Cube: A cube with each face 
divided into a 3x3 grid of a different color. 
Once turned, few can return the colors to 
their respective places. 


17. “Voorch for Emperor’: A set of 
documents that lay out a plan for putting a 
goblin into a position of high power by 
overthrowing the Emperor bloodline of 
the time... but this plan never left its 
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development stage. 


18. Spyglass of the Shivering Isles: A 
spyglass that acts as a portal to a random 
place in the Shivering Isles, though 
nothing can pass through it. 


19. Uplifting Riekling Head: A 
shrunken Riekling head that to encourage 
its owner (in the owner's language) when 
the owner is sad. 


20. Map of Useless Markings: A map 
that accurately shows places of particular 
disinterest. 


21. Groovy Centaur: A small 
mechanical centaur that dances when 
music is around, but is otherwise 
motionless. 


22. Unpatched Quest Book: A book that 
always tells you to do something that 
you've already done. The cover could use 
some patch work. 


23. Picky Weapon Rack: A portable 
weapon rack that makes any displayed 
weapon look amazing. However, it is 
very picky about which weapons it holds, 
will drop any weapon it doesn't like, and 
does not seem to have any consistent 
pattern for determining what it likes and 
dislikes. 


24. LockingBox: An _ unbreakable 
lockbox with an adept lock that can only 
be opened by picking it. Automatically 
locks when closed. 
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25. Pythagorean Cup: A chalice that 
dumps all of its liquid out the bottom if it 
is filled above a certain point. 


26. Ugly Mustache: A fake mustache 
that makes onlookers make a DC 8 
Constitution Saving Throw or feel 
nauseous. 


27. Ten Foot Pole: A small pole, about 
arm's length, that has ten little feet 
engraved into it. 


28. Prop Knife: A normal looking 
dagger, but the blade is ethereal. 


29. Kagrenac’s Toothpick: <A _ small 
Dwarven toothpick that always get that 
exact spot to dislodge any food stuck 
between teeth. 


30. Dream Catcher: A small butterfly 
net that keeps bad dreams away from the 
owner, but gives bad dreams to the nearest 
sleeping person when the owner is awake. 


31. Astrological Fortune: A small slip of 
paper that reads, “Shoot for Masser. Even 
if you miss, you'll land among Aetherius”’. 


32. Thinking Cap: A small hat that helps 
the wearer focus on their writing just a 
little bit better. 


33. Gourmet Cookbook: A book that 
seems to have recipes in it, but you only 
ever seem interested in the section titled, 
"What Ingredients NOT to put in Potage 
Le Magnifique". 
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34. Multi-Utensil: A small handle, 
containing fold-out versions of a fork, a 
spoon, and a dull knife. 


35. Core Rulebook: A book that 
occasionally tells you why you can't do 
something. Otherwise, it just reads "Your 
Life is a Lie". 


36. Dwarven Key of Locking: A key of 
Dwarven metal that locks any lock, but 
unlocks none. 


37. Miniature Mimic: A miniature tame 
mimic. 


38. Sun Glasses: A pair of spectacles that 
temporarily blinds the wearer with a 
bright flash of light. 


39. Cup of Half: 
entirely full nor 
philosophical debates. 


A cup that, if not 
empty, sparks 


40. Quill of Mistake Correction: A pink 
quill that makes ink disappear instead of 
writing. 


41. Dagger of Healing: A dagger that 
heals the same amount of health that it 
damages as soon as it exits a wound. 


42. Newt of the Necromancer: An 
undead newt that once belonged to a 
powerful necromancer. Now, it is simply 
a pet. 


44. Butterfly Token: A small token that 
turns into a Blue Butterfly at will. The 
butterfly follows the owner. If the 
butterfly is ever captured or killed, it turns 
back into the token. 


45. Ring of Cheap Trick: A ring that 
disappears when stored. To find it, simply 
reach behind the nearest person’s ear. 


46. Staff of Disgruntled Mage Hand: A 
wand that casts a visible hand, 
controllable by the caster. The hand can 
only be controlled to demonstrate 
offensive hand gestures towards someone. 
Holds 8 charges, and gains 1d4 charges 
on long rest. 


47. Questionable Astronomy Journal: 
A scientific journal depicting a “Magnus- 
Centric Solar System". In the back, the 
author provides a DIY Mini-Orrery guide. 


48. String of Cannot Knot: 20’ of string 
that acts ethereal to itself. 


49. Mini Ooze: 
ooze. 


A miniature alchemic 


50. Immovable Cup: A cup that cannot 
be moved from where it is set unless there 
is no liquid in it. 


51. Flute of Distant Calling: A flute that 
always sounds like it is being played 20 
feet farther away than it really is. 


43. String of Unbreaking: A _ 10’ 52. Frost Dagger of Pacifism: A dagger 
unbreakable string. that radiates frost magic. However, the 

dagger becomes temporarily immovable 
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when it is used in combat. Good for 
chilling drinks. 


53. Boots of Blinding Speed: Magical 
boots that allow the wearer to sprint 
forward double their movement rate. 
However, the wearer becomes blinded 
once their normal movement speed is 
crossed. 


54. Dish of Holding: A serving dish that 
causes anything that fits on top of it to act 
weightless. Great for busy taverns. 


55. Soap of Relative Hygiene: A bar of 
soap that just makes people around you 
smell worse. 


56. Leaf of Leaving: A rainbow colored 
leaf that always somehow appears to be 
going farther away from you, though it is 
always close enough to notice. 


57. Spying-Glass: A small spyglass that 
shows the viewer what it would look like 
if their view started half of an inch ahead 
of the lens. This does allow one to see 
through very thin solid material, assuming 
the lens is close to the object. 


58. Unpickable Lock: An indestructible 
padlock that cannot be be opened with 
lock picks. However, most any key 
inserted into the lock will unlock it. 


59. Keg of the Brewmaster: A portable 


keg that converts anything sealed inside of 
it into craft ale after 24 hours. 
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60. Cup and String: A small cup with a 
few inches of string hanging out the 
bottom of it. It appears that the string was 
cut at some point. If you put it up to your 
ear, you can usually hear a grown man 
being reprimanded by his mother. 


61. Glasses of Seaing: A pair of 
spectacles that really seem to help with 
seasickness. 


62. Silt Strider Statue: A small, well 
carved wooden statue of a silt strider. 


63. World’s Best Joke Book, Vol. 1: A 
book rumored to contain the most 
hilarious jokes ever told. However, it 
appears that all of the punchlines were 
stored in a second volume of the book, 
which is nowhere to be found. 


64. Potion of Quench Thirst: A magical 
bottle that turns fresh water into a potion 
that quenches your thirst, almost as if you 
just drank water. 


65. Amulet of Somewhat Translating: A 
small amulet that can relay your words to 
another creature in a language that you do 
not speak. However, it sometimes adds 
random words that completely change the 
meaning of the statement. The amulet 
does not translate the other creature’s 
dialogue to the wearer. 


66. The Weight of Stress: A _ small 
weight that seems to get heavier the more 
stressed the owner is. 
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67. Support Group Pamphlet: An 
advertisement for some kind of support 
group called “Felldew’ds Anonymous”. 


68. Wisp Repellant: An oil that claims to 
drive away Will-o-the-Wisps. Results 
may vary. 


69. Potted Spriggan: A permanently 
small spriggan partially stuck in a pot of 
soil. It doesn’t do much except for 
dancing to music. 


70. DIY Dwemer Guide: A book with 
instructions on how to build something 
called “Numidium’’, but there are a few 
missing pages that seem to have been 
important. 


71. “The Carbonizer”: A bottle that 
carbonates any liquid put into it. 


72. Woodcutter’s Axe of Single 
Purpose: An axe that only cuts wood. It 
just bounces harmlessly off of anything 
else. 


73. Can of Others’ Treasure: A box and 
lid that you put junk in. When you close 
the lid, it redistributes the junk to random 
people in the area, hoping that they might 
call them treasures. 


74. Scabbard of Routine Maintenance: 
A scabbard that magically cleans the 
blade that is sheathed into it. 


75. Lute of the Flute: A lute that sounds 
like a flute. 
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76. Liquid Ice Wraith: A vial that seems 
to contain a live ice wraith in liquid form. 
It shakes excitedly when the temperature 
starts to drop. 


77. Aetherium Ring of Returning: A 
ring made with Aetherium. The magic 
returning effect is so strong that you 
literally cannot remove it from your 
person. The ring just teleports to 
somewhere else on your person. You can 
store it in your pockets, but the ring 
teleports back to you if you take off what 
it is stored in. 


78. Empty Pastry Box: A box that once 
held a sweetroll. The sweetroll was stolen 
before you had a chance to eat it. 
Looking at the box fills you with a desire 
for vengeance. 


79. Cup of Retained Fluids: A cup that 
is nearly impossible to get liquid out of 
once it is filled, but spills itself at random 
inopportune times. 


80. Key Chain: A short chain that jingles 
at different pitches depending on which 
link you're holding. 


81. Not So Empty Box: A small box that 
occasionally holds a red-petalled flower... 
But not all of the time. 


82. Worthless Guild Membership: A set 
of papers that prove you to be a member 
of a guild that does not exist. Though you 
were tricked into paying for it, you 
haven’t got the will to get rid of it. 
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83. Minotaur Figurine: A tiny minotaur 
figurine carved from a minotaur horn. 
Weighs a little more than it looks. 


84. Flask of the Perpetual Alcoholic: A 
flask that appears in the owner's pocket 
any time they reach for it. It retains the 
liquid inside of it. 


85. Book of Magical Lyrics: A book that 
generates lyrics to a new bard song every 
once in awhile, but the rhyme scheme 
always seems to be ruined in the last line. 


86. Back Sheath: A sheath that allows 
you to store a sword on your back. You 
don’t quite know how it works, but the 
blade seems to pass through the material 
when you draw it. 


87. Back Quiver: A quiver that 
conveniently stores arrows on your back. 
You seem able to pull an arrow out of it 
effortlessly, as if it passes through the 
material of the quiver. 


88. Gauntlets of Holding Your Hand: A 
pair of gauntlets that always feel as if they 
are holding your hands in a comforting 
manner. 


89. Shrouded Gloves of Like Metal: A 
pair of shrouded gloves that sound like 
they are metal, but really aren’t. 


90. Bracelet of Sound Levels: A silver 
bracelet with a black band around the 
center. The band grows wider the more 
sound that is around. 
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91. Illustrated ‘“‘Treasure Maps”: A few 
treasure maps that you acquired a while 
back, but the maps seen to have been 
illustrated by children and aren’t very 
credible. 


92. Locket of Important Memory: A 
locket that you stored a really important 
note in so that you wouldn’t forget what 
was on it. You can’t really remember 
what it was, though, and the locket seems 
jammed shut. 


93. Red Carpet: A small roll of red 
fabric that you carry around. Walking 
across it, especially when entering places, 
makes you feel special. 


94. Dwarven Thing: A little thing made 
of some things. It’s Dwemer technology, 
but that’s about all you know. 


95. Shrunken Goblin Head: A shrunken 
goblin head that seems to make faces at 
you when your back is turned. 


96. Book of Advice: A book that usually 
gives you advice on your current 
situations. Sometimes, the advice is good. 
Other times, the advice is really bad. The 
problem is, you can’t ever really tell the 
difference between the two. 


97. Mysterious Journal: A blank journal 
that seems to absorb anything you write in 
it, and occasionally writes back. 


98. Fabulous Trousers: A pair of pants 
that never fail to look absolutely fabulous. 
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99. Javerrang: A javelin that usually 
flies in a wide arc before flying back 
around to the thrower. You’d better catch 
well. 


100. Nerd Caltrops: A bag of triangular 


caltrops that seem to have the numbers 
printed on each of the four points. 
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CHAPTER 6: CUSTOMIZATION 
OPTIONS 


Character Advancement 


Experience Points Level — Proficiency Bonus 


0 1 +2 
300 2 +2 
900 3 +2 
2,700 4 +2 
6,500 5 +3 
14,000 6 +3 
23,000 ij +3 
34,000 8 +3 
48,000 9 +4 
64,000 10 +4 
85,000 ial +4 
100,000 12 +4 
120,000 13 +5 
140,000 14 45 
165,000 15 +5 
195,000 16 +5 
225,000 17 +6 
265,000 18 +6 
305,000 19 +6 
355,000 20 +6 


Contents Index 








Feats 


Actor 


Skilled at mimicry and dramatics, you gain the following benefits: 

e Increase your Charisma score by 1, to a maximum of 20. 

e You have an advantage on Charisma (Deception) and Charisma (Performance) checks 
when trying to pass yourself off as a different person. 

e You can mimic the speech of another person or the sounds made by other creatures. 
You must have heard the person speaking, or heard the creature make the sound, for at 
least 1 minute. A successful Wisdom (Insight) check contested by your Charisma 
(Deception) check allows a listener to determine that the effect is faked. 


Acrobat 


You become more nimble, gaining the following benefits: 

e Increase your Dexterity score by 1, to a maximum of 20. 

e You gain proficiency in the Acrobatics skill. If you are already proficient in the skill, 
you add double your proficiency bonus to checks you make with it. 

e As a bonus action, you can make a DC 15 Dexterity (Acrobatics) check. If you 
succeed, difficult terrain doesn’t cost you extra movement until the end of the current 
turn 


Alchemist 


You have studied the secrets of alchemy and are an expert in its practice, gaining the 

following benefits: 

e You may remove one effect from a potion you created 

e You gain proficiency with alchemist’s supplies. If you are already proficient with them, 
you double your proficiency bonus to checks you make with them. 

e As an action, you can identify one potion within 5 feet of you, as if you had tasted it. 
You must see the liquid for this benefit to work. 

¢ when identifying an ingredient you learn both the primary and secondary effects 


Alert 


Always on the lookout for danger, you gain the following benefits: 

e You can’t be surprised while you are conscious. 

e You gain a +5 bonus to initiative. 

e Other creatures don’t gain advantage on attack rolls against you as a result of being 
hidden from you 
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Animal Handler 


You master the techniques needed to train and handle animals. You gain the following 
benefits: 

Increase your Wisdom score by 1, to a maximum of 20. 

You gain proficiency in the Animal Handling skill. If you are already proficient in the 
skill, you add double your proficiency bonus to checks you make with it. 

You can use a bonus action on your turn to command one friendly beast within 60 feet 
of you that can hear you and that isn’t currently following the command of someone 
else. You decide now what action the beast will take and where it will move during its 
next turn, or you issue a general command that lasts for 1 minute, such as to guard a 
particular area. 


Arcanist 


You study the arcane arts, gaining the following benefits: 

e Increase your Intelligence score by 1, to a maximum of 20. 

e You gain proficiency in the Arcana skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 

e You learn the prestidigitation and detect magic spells. You can cast detect magic once 
without expending a spell slot, and you regain the ability to do so when you finish a 
long rest 


Athlete 


You have undergone extensive physical training to gain the following benefits: 

e Increase your Strength or Dexterity score by 1, toa maximum of 20. 

e When you are prone, standing up uses only 5 feet of your movement. 

¢ Climbing doesn’t cost you extra movement. 

e You can make a running long jump or a running high jump after moving only 5 feet on 
foot, rather than 10 feet. 


Barbed Hide 


Prerequisite: Argonian 

One of your ancestors was a barbed devil or other spiky fiend. Barbs protrude from your 

head. You gain the following benefits: 

e Increase your Constitution or Charisma score by 1, up to a maximum of 20. 

e As a bonus action, you can cause small barbs to protrude all over your body or cause 
them to retract. At the start of each of your turns while the barbs are out, you deal 1d6 
piercing damage to any creature grappling you or any creature grappled by you. 

e You gain proficiency in the Intimidation skill. If you’re already proficient in it, your 
proficiency bonus is doubled for any check you make with it. 


Blade Mastery 
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You master the shortsword, longsword, scimitar, rapier, and greatsword. You gain the 

following benefits when using any of them: 

e You gain a +1 bonus to attack rolls you make with the weapon. 

e On your turn, you can use your reaction to assume a parrying stance, provided you 
have the weapon in hand. Doing so grants a +1 bonus to your AC until the start of your 
next turn or until you're not holding the weapon. 

e When you make an opportunity attack with the weapon, you have advantage on the 
attack roll. 


Bountiful Luck 


Prerequisite: Imperal 

Whenever an ally you can see within 30 feet of you rolls a 1 on the d20 for an attack roll, 
an ability check, or a saving throw, you can use your reaction to let the ally reroll the die. 
The ally must use the new roll. 


Brawny 


You become stronger, gaining the following benefits: 

e Increase your Strength score by 1, to a maximum of 20. 

e You gain proficiency in the Athletics skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 

e You count as if you were one size larger for the purpose of determining your carrying 
capacity 


Burglar 


You pride yourself on your quickness and your close study of certain clandestine 

activities. You gain the following benefits: 

e Increase your Dexterity score by 1, to a maximum of 20. 

e You gain proficiency with thieves’ tools. If you are already proficient with them, you 
add double your proficiency bonus to checks you make with them. 


Charger 


When you use your action to Dash, you can use a bonus action to make one melee 
weapon attack or to shove a creature. If you move at least 10 feet in a straight line 
immediately before taking this bonus action, you either gain a +5 bonus to the attack’s 
damage roll (if you chose to make a melee attack and hit) or push the target up to 10 feet 
away from you (if you chose to shove and you succeed). 


Critter Friend 


Prerequisite: wood elf 

Your friendship with animals mystically deepens. You gain the following benefits: 

e You gain proficiency in the Animal Handling skill. If you’re already proficient in it, 
your proficiency bonus is doubled for any check you make with it. 
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You learn the speak with animals spell and can cast it at will, without expending a spell 
slot. You also learn the animal friendship spell, and you can cast it once with this feat, 
without expending a spell slot. You regain the ability to cast it in this way when you 
finish a long rest. Wisdom is your spellcasting ability for these spells. 


Crossbow Expert 


Thanks to extensive practice with the crossbow, you gain the following benefits: 

e You ignore the loading quality of crossbows with which you are proficient. 

e Being within 5 feet of a hostile creature doesn’t impose disadvantage on your ranged 
attack rolls. 

e When you use the Attack action and attack with a one handed weapon, you can use a 
bonus action to attack with a hand crossbow you are holding. 


Defensive Duelist 


Prerequisite: Dexterity 13 or higher 

When you are wielding a finesse weapon with which you are proficient and another 
creature hits you with a melee attack, you can use your reaction to add your proficiency 
bonus to your AC for that attack, potentially causing the attack to miss you. 


Diplomat 

You master the arts of diplomacy, gaining the following benefits: 

Increase your Charisma score by 1, to a maximum of 20. 

You gain proficiency in the Persuasion skill. If you are already proficient in this skill, 
you add double your proficiency bonus to checks you make with it. 

If you spend | minute talking to someone who can understand what you say, you can 
make a Charisma (Persuasion) check contested by the creature’s Wisdom (Insight) 
check. If you or your companions are fighting the creature, your check automatically 
fails. If your check succeeds, the target is charmed by you as long as it remains within 
60 feet of you and for 1 minute thereafter. 


Dragon Hide 


You inherited the might and majesty of Dragons. You gain the following benefits: 

e Increase your Strength or Charisma score by 1, up to a maximum of 20. 

e You grow retractable claws from the tips of your fingers. Extending or retracting the 
claws requires no action. The claws are natural weapons, which you can use to make 
unarmed strikes. If you hit with them, you deal slashing damage equal to 1d4 + your 
Strength modifier, instead of the bludgeoning damage normal for an unarmed strike. 

e Your scales harden; you gain a +1 bonus to AC while you aren’t wearing armor. 


High Elf Magic 


Prerequisite: High elf 
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You learn more of the spells typical for your people. You learn detect magic and can cast 
it at will, without expending a spell slot. You also learn levitate and dispel magic, each of 
which you can cast once without magicka. You regain the ability to cast the spell in this 
way when you finish a long rest. Charisma is your spellcasting ability for these spells. 


Dual Wielder 


You master fighting with two weapons, gaining the following benefits: 

e You gain a +1 bonus to AC while you are wielding a separate melee weapon in each 
hand. 

e You can use two-weapon fighting even when the one handed melee weapons you are 
wielding aren’t light. 

e You can draw or stow two one-handed weapons when you would normally be able to 
draw or stow only one. 


Dungeon Delver 


Alert to the hidden traps and secret doors found in many dungeons, you gain the 

following benefits: 

¢ You have advantage on Wisdom (Perception) and Intelligence (Investigation) checks 
made to detect the presence of secret doors. 

e You have advantage on saving throws made to avoid or resist traps. 

e You have resistance to the damage dealt by traps. 

e You can search for traps while traveling at a normal pace, instead of only at a slow 
pace. 


Durable 


Hardy and resilient, you gain the following benefits: 

e Increase your Constitution score by 1, to a maximum of 20. 

e When you roll a Hit Die to regain hit points, the minimum number of hit points you 
regain from the roll equals twice your Constitution modifier (minimum of 2). 


Elemental Adept 


When you gain this feat, choose one of the following damage types: acid, cold, fire, 
lightning, or thunder. 

Spells you cast ignore resistance to damage of the chosen type. In addition, when you roll 
damage for a spell you cast that deals damage of that type, you can treat any 1 on a 
damage die as a 2. 

You can select this feat multiple times. Each time you do so, you must choose a different 
damage type 


Elven Accuracy 


Prerequisite: wood Elf or dark-elf 
You have uncanny aim. You gain the following benefits: 
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e Increase your Dexterity score by 1, to a maximum of 20. 
e Whenever you have advantage on an attack roll, you can re-roll one of the dice once. 


Empathic 

You possess keen insight into how other people think and feel. You gain the following 
benefits: 

Increase your Wisdom score by 1, toa maximum of 20. 

You gain proficiency in the Insight skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 

You can use your action to try to get uncanny insight about one humanoid you can see 
within 30 feet of you. Make a Wisdom (Insight) check contested by the target's 
Charisma (Deception) check. If your check succeeds, you have advantage on attack 
rolls and ability checks against the target until the end of your next turn. 


Everybody’s Friend 


Prerequisite: breton 

You develop your magnetic personality to ease your way through the world. You gain the 

following benefits: 

e Increase your Charisma score by 1, up to a maximum of 20. 

e You gain proficiency in the Deception and Persuasion skills. If you’re already proficient 
in either skill, your proficiency bonus is doubled for any check you make with that 
skill. 


Fade Away 

Prerequisite: high-elf 

You can draw on your magical heritage to escape danger. You gain the following benefits: 

e Increase your Intelligence score by 1, up to a maximum of 20. 

e When you take damage, you can use a reaction to magically become invisible until the 
end of your next turn or until you attack, deal damage, or force someone to make a 
saving throw. Once you use this ability, you can’t do so again until you finish a short or 
long rest. 


Fell Handed 


You master the handaxe, battleaxe, greataxe, warhammer, and maul. You gain the 

following benefits when using any of them: 

e You gain a +1 bonus to attack rolls you make with the weapon. 

e Whenever you have advantage on a melee attack roll you make with the weapon and 
hit, you can knock the target prone if the lower of the two d20 rolls would also hit the 
target. 

e Whenever you have disadvantage on a melee attack roll you make with the weapon, the 
target takes bludgeoning damage equal to your Strength modifier (minimum of 0) if the 
attack misses but if the higher of the two d20 rolls would have hit. 
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If you use the Help action to aid an ally’s melee attack while you’re wielding the 
weapon, you knock the target’s shield aside momentarily. In addition to the ally gaining 
advantage on the attack roll, the ally gains a +2 bonus to the roll if the target is using a 
shield 


Divine Teleportation 

Prerequisite: Elf (high) 

Drawing on your divine ancestry, you have learned how to teleport. You gain the 

following benefits: 

e Increase your Intelligence score by 1, to a maximum of 20. 

e You learn the misty step spell and can cast it once without expending a spell slot. You 
regain the ability to cast it in this way when you finish a short or long rest. Intelligence 
is your spellcasting ability for this spell. 


Flail Mastery 


The flail is a tricky weapon to use, but you have spent countless hours mastering it. You 

gain the following benefits. 

e You gain a +1 bonus to attack rolls you make with the weapon. 

e As a bonus action on your turn, you can prepare yourself to extend your flail to sweep 
over targets’ shields. Until the end of this turn, your attack rolls with a flail gain a +2 
bonus against any target using a shield. 

e When you hit with an opportunity attack using a flail, the target must succeed on a 
Strength saving throw (DC 8 + your proficiency bonus + your Strength modifier) or be 
knocked prone. 


Flames of tribunal 


Prerequisite: dark elf 

You learn to call on ashfire to serve your commands. You gain the following benefits: 

e Increase your Intelligence or Charisma score by 1, to a maximum of 20. 

When you roll fire damage for a spell you cast, you can reroll any roll of 1 on the fire 
damage dice, but you must use the new roll, even if it is another 1. 

Whenever you cast a spell that deals fire damage, you can cause flames to wreathe you 
until the end of your next turn. The flames don’t harm you or your possessions, and 
they shed bright light out to 30 feet and dim light for an additional 30 feet. While the 
flames are present, any creature within 5 feet of you that hits you with a melee attack 
takes 1d4 fire damage. 


Gourmand 


You have mastered a variety of special recipes, allowing you to prepare exotic dishes 
with useful effects. You gain the following benefits: 
e Increase your Constitution score by 1, to a maximum of 20. 


Contents Index 160 





e You gain proficiency with cook’s utensils. If you are already proficient with them, you 
add double your proficiency bonus to checks you make with them. 

e As an action, you can inspect a drink or plate of food within 5 feet of you and 
determine whether it is poisoned, provided that you can see and smell it. 

e During a long rest, you can prepare and serve a meal that helps you and your allies 
recover from the rigors of adventuring, provided you have suitable food, cook’s 
utensils, and other supplies on hand. The meal serves up to six people, and each person 
who eats it regains two additional Hit Dice at the end of the long rest. In addition, those 
who partake of the meal have advantage on Constitution saving throws against disease 
for the next 24 hours. 


Grappler 


Prerequisite: Strength 13 or higher 

You’ve developed the skills necessary to hold your own in close-quarters grappling. You 

gain the following benefits: 

e You have advantage on attack rolls against a creature you are grappling. 

e You can use your action to try to pin a creature grappled by you. To do so, make 
another grapple check. If you succeed, you and the creature are both restrained until the 
grapple ends. 


Great Weapon Master 


You’ve learned to put the weight of a weapon to your advantage, letting its momentum 

empower your strikes. You gain the following benefits: 

e On your turn, when you score a critical hit with a melee weapon or reduce a creature to 
0 hit points with one, you can make one melee weapon attack as a bonus action. 

¢ Before you make a melee attack with a heavy weapon that you are proficient with, you 
can choose to take a -5 penalty to the attack roll. If the attack hits, you add +10 to the 
attack’s damage. 


Grudge-Bearer 


Prerequisite: nord 

You have a deep hatred for a particular kind of creature. Choose your foes, a type of 

creature to bear the burden of your wrath: aberrations, beasts, celestials, constructs, 

dragons, elementals, fey, fiends, giants, monstrosities, oozes, plants, or undead. 

Alternatively, you can choose two races of humanoid (such as gnolls and orcs). You gain 

the following benefits: 

e Increase your Strength, Constitution, or Wisdom score by 1, to a maximum of 20. 

¢ During the first round of any combat against your chosen foes, your attack rolls against 
any of them have advantage. 

e When any of your chosen foes makes an opportunity attack against you, it makes the 
attack roll with disadvantage. 
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e Whenever you make an Intelligence (Arcana, History, Nature, or Religion) check to 
recall information about your chosen foes, you add double your proficiency bonus to 
the check, even if you’re not normally proficient 


Healer 


You are an able physician, allowing you to mend wounds quickly and get your allies back 

in the fight. You gain the following benefits: 

e When you use a healer’s kit to stabilize a dying creature, that creature also regains | hit 
point. 

e As an action, you can spend one use of a healer’s kit to tend to a creature and restore 
1d6 + 4 hit points to it, plus additional hit points equal to the creature’s maximum 
number of Hit Dice. The creature can’t regain hit points from this feat again until it 
finishes a short or long rest. 


Heavily Armored 


You have trained to master the use of heavy armor, gaining the following benefits: 
e Increase your Strength score by 1, to a maximum of 20. 
e You gain proficiency with heavy armor. 


Heavy Armor Master 


Prerequisite: Proficiency with heavy armor 

You can use your armor to deflect strikes that would kill others. You gain the following 

benefits: 

e Increase your Strength score by 1, to a maximum of 20. 

e While you are wearing heavy armor, bludgeoning, piercing, and slashing damage that 
you take from non magical weapons is reduced by 3. 

Historian 

Your study of history rewards you with the following benefits: 

Increase your Intelligence score by 1, to a maximum of 20. 

You gain proficiency in the History skill. If you are already proficient in the skill, you 

add double your proficiency bonus to checks you make with it. 

When you take the Help action to aid another creature's ability check, you can make a 

DC 15 Intelligence (History) check. On a success, that creature's check gains a bonus 

equal to your proficiency bonus, as you share pertinent advice and historical examples. 

To receive this bonus, the creature must be able to understand what you're saying. 


Human Determination 
Prerequisite: Human 
You are filled with a determination that can draw the unreachable within your reach. You 


gain the following benefits: 
e Increase one ability score of your choice by 1, to a maximum of 20. 
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e When you make an attack roll, an ability check, or a saving throw, you can do so with 
advantage. Once you use this ability, you can’t use it again until you finish a short or 
long rest. 


Infernal Constitution 


Prerequisite: argonian 

Fiendish blood runs strong in you. You gain the following benefits: 
e Increase your Constitution score by 1, up to a maximum of 20. 

e You have resistance to cold and poison damage. 

e You have advantage on saving throws against being poisoned. 


Inspiring Leader 


Prerequisite: Charisma 13 or higher 

You can spend 10 minutes inspiring your companions, shoring up their resolve to fight. 

When you do so, choose up to six friendly creatures (which can include yourself) within 

30 feet of you who can see or hear you and who can understand you. 

e Each creature can gain temporary hit points equal to your level + your Charisma 
modifier. 

e A creature can't gain temporary hit points from this feat again until it has finished a 
short or long rest. 


Investigator 

You have an eye for detail and can pick out the smallest clues. You gain the following 

benefits: 

e Increase your Intelligence score by 1, to a maximum of 20. 

e You gain proficiency in the Investigation skill. If you are already proficient in the skill, 
you add double your proficiency bonus to checks you make with it. 

e You can take the Search action as a bonus action. 


Keen Mind 


You have a mind that can track time, direction, and detail with uncanny precision. You 
gain the 

following benefits. 

e Increase your Intelligence score by 1, to a maximum of 20. 

¢ You always know which way is north. 

e You always know the number of hours left before the next sunrise or sunset. 

e You can accurately recall anything you have seen or heard within the past month. 


Linguist 

You have studied languages and codes, gaining the following benefits: 
e Increase your Intelligence score by 1, to a maximum of 20. 

e You learn three languages of your choice. 
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e You can ably create written ciphers. Others can’t decipher a code you create unless you 
teach them, they succeed on an Intelligence check (DC equal to your Intelligence score 
+ your proficiency bonus), or they use magic to decipher it. 


Lucky 


You have inexplicable luck that seems to kick in at just the right moment. 

You have 3 luck points. Whenever you make an attack roll, an ability check, or a saving 
throw, you can spend one luck point to roll an additional d20. You can choose to spend 
one of your luck points after you roll the die, but before the outcome is determined. You 
choose which of the d20s is used for the attack roll, ability check, or saving throw. 

You can also spend one luck point when an attack roll is made against you. Roll a d20, 
and then choose whether the attack uses the attacker’s roll or yours. 

If more than one creature spends a luck point to influence the outcome of a roll, the points 
cancel each other out; no additional dice are rolled. You regain your expended luck points 
when you finish a long rest. 


Mage Slayer 


You have practiced techniques useful in melee combat against spell casters, gaining the 

following benefits: 

e When a creature within 5 feet of you casts a spell, you can use your reaction to make a 
melee weapon attack against that creature. 

e When you damage a creature that is concentrating on a spell, that creature has 
disadvantage on the saving throw it makes to maintain its concentration. 

e You have advantage on saving throws against spells cast by creatures within 5 feet of 
you. 


Magic Initiate 

Choose a class: bard, cleric, druid, sorcerer, warlock, or wizard. You learn two cantrips of 
your choice from that class’s spell list. 

In addition, choose one Ist-level spell from that same list. You learn that spell and can 
cast it at its lowest level. Once you cast it, you must finish a long rest before you can cast 
it again. 

Your spellcasting ability for these spells depends on the class you chose: Charisma for 
bard, sorcerer, or warlock; Wisdom for cleric or druid; or Intelligence for wizard. 


Martial Adept 


You have martial training that allows you to perform special combat maneuvers. You gain 

the following benefits: 

e You learn two maneuvers of your choice from among those available to the Battle 
Master archetype in the fighter class. If a maneuver you use requires your target to 
make a saving throw to resist the maneuver’s effects, the saving throw DC equals 8 + 
your proficiency bonus + your Strength or Dexterity modifier (your choice). 
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If you already have superiority dice, you gain one more; otherwise, you have one 
superiority dice, which is a d6. These dice are used to fuel your maneuvers. A 
superiority die is expended when you use it. You regain your expended superiority dice 
when you finish a short or long rest. 


Master of Disguise 


You have honed your ability to shape your personality and to read the personalities of 

others. You gain the following benefits: 

e Increase your Charisma score by 1, to a maximum of 20. 

e You gain proficiency with the disguise kit. If you are already proficient with it, you add 
double your proficiency bonus to checks you make with it. 

e If you spend 1 hour observing a creature, you can then spend 8 hours crafting a 
disguise you can quickly don to mimic that creature. Making the disguise requires a 
disguise kit. You must make checks as normal to disguise yourself, but you can assume 
the disguise as an action. 


Medic 


You master the physician's arts, gaining the following benefits: 

Increase your Wisdom score by 1, to a maximum of 20. 

You gain proficiency in the Medicine skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 

During a short rest, you can clean and bind the wounds of up to six willing beasts and 
humanoids. Make a DC 15 Wisdom (Medicine) check for each creature. On a success, 
if a creature spends a Hit Die during this rest, that creature can forgo the roll and 
instead regain the maximum number of hit points the die can restore. A creature can do 
so only once per rest, regardless of how many Hit Dice it spends. 


Menacing 

You become fearsome to others, gaining the following benefits: 

e Increase your Charisma score by 1, to a maximum of 20. 

You gain proficiency in the Intimidation skill. If you are already proficient in the skill, 
you add double your proficiency bonus to checks you make with it. 

When you take the Attack action on your turn, you can replace one attack with an 
attempt to demoralize one humanoid you can see within 30 feet of you that can see and 
hear you. Make a Charisma (Intimidation) check contested by the target's Wisdom 
(Insight) check. If your check succeeds, the target is frightened until the end of your 
next turn. If your check fails, the target can't be frightened by you in this way for 1 
hour. 


Mobile 


You are exceptionally speedy and agile. You gain the following benefits: 
e Your speed increases by 10 feet. 
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e When you use the Dash action, difficult terrain doesn’t cost you extra movement on 
that turn. 

e When you make a melee attack against a creature, you don’t provoke opportunity 
attacks from that creature for the rest of the turn, whether you hit or not. 


Mounted Combatant 


You are a dangerous foe to face while mounted. While you are mounted and aren’t 

incapacitated, you gain the following benefits: 

e« You have advantage on melee attack rolls against any unmounted creature that is 
smaller than your mount. 

e You can force an attack targeted at your mount to target you instead. 

e If your mount is subjected to an effect that allows it to make a Dexterity saving throw 
to take only half damage, it instead takes no damage if it succeeds on the saving throw, 
and only half damage if it fails. 


Naturalist 


Your extensive study of nature rewards you with the following benefits: 

e Increase your Intelligence score by 1, to a maximum of 20. 

e You gain proficiency in the Nature skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 

e You learn the druidcraft, detect poison and disease spells. You can cast detect poison 
and disease once without expending a spell slot, and you regain the ability to do so 
when you finish a long rest. 


Observant 


Quick to notice details of your environment, you gain the following benefits: 

e Increase your Intelligence or Wisdom score by 1, to a maximum of 20. 

e If you can see a creature’s mouth while it is speaking a language you understand, you 
can interpret what it’s saying by reading its lips. 

e You have a +5 bonus to your passive Wisdom (Perception) and passive Intelligence 
(Investigation) scores. 


Orcish Aggression 


Prerequisite: orc 
As a bonus action, you can move up to your speed toward an enemy of your choice that 
you can see or hear. You must end this move closer to the enemy than you started. 


Orcish Fury 


Prerequisite: orc 
Your fury burns tirelessly. You gain the following benefits: 
e Increase your Strength or Constitution score by 1, up to a maximum of 20. 
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e When you hit with an attack made with a simple or martial weapon, you can roll one of 
the weapon’s damage dice an additional time and add it as extra damage of the 
weapon’s damage type. Once you use this ability, you can’t use it again until you finish 
a short or long rest. 

e Immediately after you use your Relentless Endurance trait, you can use your reaction to 
make one weapon attack. 


Perceptive 


You hone your senses until they become razor sharp. You gain the following benefits: 

e Increase your Wisdom score by 1, to a maximum of 20. 

e You gain proficiency in the Perception skill. If you are already proficient in the skill, 
you add double your proficiency bonus to checks you make with it. 

¢ Being in a lightly obscured area doesn’t impose disadvantage on your Wisdom 
(Perception) checks if you can both see and hear. 


Performer 


You master performance so that you can command any stage. You gain the following 

benefits: 

e Increase your Charisma score by 1, to a maximum of 20. 

e You gain proficiency in the Performance skill. If you are already proficient in the skill, 
you add double your proficiency bonus to checks you make with it. 

e While performing, you can try to distract one humanoid you can see who can see and 
hear you. Make a Charisma (Performance) check contested by the humanoid’s Wisdom 
(Insight) check. If your check succeeds, you grab the humanoid’s attention enough that 
it makes Wisdom (Perception) and Intelligence (Investigation) checks with 
disadvantage until you stop performing. 


Polearm Master 


You can keep your enemies at bay with reach weapons. You gain the following benefits: 

e When you take the Attack action and attack with only a glaive, halberd, pike, or 
quarterstaff, you can use a bonus action to make a melee attack with the opposite end of 
the weapon. This attack uses the same ability modifer as the primary weapon. The 
weapon’s damage die for this attack is a d4, and the attack deals bludgeoning damage. 

e While you are wielding a glaive, halberd, pike, or quarterstaff, other creatures provoke 
an opportunity attack from you when they enter the reach you have with that weapon. 


Prodigy 

Prerequisite: Breton or human 

You have a knack for learning new things. You gain the following benefits: 

e Increase one ability score of your choice by 1, to a maximum of 20. 

e You gain one skill proficiency of your choice, one tool proficiency of your choice, and 
fluency in one language of your choice. 
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Quick-Fingered 


Your nimble fingers and agility let you perform sleight of hand. You gain the following 
benefits: 

Increase your Dexterity score by 1, to a maximum of 20. 

You gain proficiency in the Sleight of Hand skill. If you are already proficient in the 
skill, you add double your proficiency bonus to checks you make with it. 

As a bonus action, you can make a Dexterity (Sleight of Hand) check to plant 
something on someone else, conceal an object on a creature, lift a purse, or take 
something from a pocket. 


Quicksmithing 


Prerequisite: Intelligence 13 or higher 

You have mastered the art of on-the-fly invention, improvement, and jury-rigging. You 
can use your talents to create immediate, short-term magical effects similar to spells, 
given time and an adequate supply of aether. 

When you choose this feat, you master two magical effects, each of which recreates the 
effect of a 1st-level spell that has the ritual tag. These spells can come from any class list, 
but Intelligence is your spellcasting ability for them. 

If you come across a schematic geared toward quicksmithing or study with another 
quicksmith, you might be able to add another spell to the effects you have mastered. The 
spell’s level can be no higher than half your level (rounded up), and it must have the 
ritual tag. The process of mastering the spell takes 2 hours per level of the spell, and costs 
50 gp per level. The cost represents aether you use as you experiment with the spell effect 
to master it. 

In addition, you have proficiency with artisan’s tools (quicksmith’s tools). Using those 
tools, you can spend | hour and 10 gp worth of materials to construct a Tiny clockwork 
device (AC 5, | hp). The device ceases to function after 24 hours unless you spend | hour 
repairing it to keep it functioning. You can use your action to dismantle the device, at 
which point you can reclaim the materials used to create it. You can have up to three such 
devices active at a time. 

When you create a device, choose one of the following options: 

e Clockwork Toy. This toy is a clockwork animal, monster, or person, such as a frog, 
mouse, bird, dragon, or soldier. When placed on the ground, the toy moves 5 feet across 
the ground on each of your turns in a random direction. It makes noises as appropriate 
to the creature it represents. 

Fire Starter. This device produces a miniature flame, which you can use to light a 
candle, torch, or campfire. Using the device requires your action. 

Music Box. When opened, this music box plays a single song at a moderate volume. 
The box stops playing when it reaches the song’s end or when it is closed. 
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Resilient 
Choose one ability score. You gain the following benefits: 


e Increase the chosen ability score by 1, to a maximum of 20. 
e You gain proficiency in saving throws using the chosen ability. 


Ritual Caster 


Prerequisite: Intelligence or Wisdom 13 or higher 

You have learned a number of spells that you can cast as rituals. These spells are written 
in a ritual book, which you must have in hand while casting one of them. 

When you choose this feat, you acquire a ritual book holding two Ist-level spells of your 
choice. Choose one of the following classes: bard, cleric, druid, sorcerer, warlock, or 
wizard. You must choose your spells from that class’s spell list, and the spells you choose 
must have the ritual tag. The class you choose also determines your spellcasting ability 
for these spells: Charisma for bard, sorcerer, or warlock; Wisdom for cleric or druid; or 
Intelligence for wizard. 

If you come across a spell in written form, such as a magical spell scroll or a wizard’s 
spellbook, you might be able to add it to your ritual book. The spell must be on the spell 
list for the class you chose, the spell’s level can be no higher than half your level 
(rounded up), and it must have the ritual tag. The process of copying the spell into your 
ritual book takes 2 hours per level of the spell, and costs 50 gp per level. The cost 
represents material components you expend as you experiment with the spell to master it, 
as well as the fine inks you need to record it. 


Savage Attacker 


Once per turn when you roll damage for a melee weapon attack, you can reroll the 

weapon’s damage dice and use either total. 

Second Chance 

Prerequisite: imperial 

Fortune favors you. You gain the following benefits: 

e Increase your Dexterity, Constitution, or Charisma score by 1, to a maximum of 20. 

e When a creature you can see hits you with an attack roll, you can use your reaction to 
force that creature to reroll. Once you use this ability, you can’t do so again until you 
finish a short or long rest 


Sentinel 


You have mastered techniques to take advantage of every drop in any enemy’s guard, 

gaining the following benefits: 

e When you hit a creature with an opportunity attack, the creature’s speed becomes 0 for 
the rest of the turn. 
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e Creatures provoke opportunity attacks from you even if they take the Disengage action 
before leaving your reach. 

e When a creature within melee range of you makes an attack against a target other than 
you (and that target doesn’t have this feat), you can use your reaction to make a melee 
weapon attack against the attacking creature. 


Dwarven Servo Crafting 


Prerequisite: Intelligence 13 or higher 

You are skilled in the creation of servos—tiny constructs that function as personal 
assistants. You can cast the find familiar spell as a ritual, creating a servo to serve as your 
familiar instead of an animal. A servo’s statistics appear in the “Artifact Creatures” 
section of this document. In every other way, a servo familiar functions as described in 
the find familiar spell. 

You can communicate telepathically with your servo familiar and perceive through its 
senses as long as you are on the same plane of existence. You can speak through your 
servo in your Own Voice. 

Additionally, when you take the Attack action, you can forgo one of your own attacks to 
allow your servo familiar to make one attack of its own. 


Servo 


Tiny construct, unaligned 

Armor Class 11 (natural armor) 

Hit Points 10 (3d4 + 3) 

Speed 20 ft. 

STR 4 (—3) DEX 11 (+0) CON 12 (+1) INT 3 (-4) WIS 10 (+0) CHA 7 (-2) 
Damage Immunities poison 

Condition Immunities charmed, poisoned 

Senses passive Perception 10 

Languages — 

Challenge 0 (10 XP) 

Actions 

Claw. Melee Weapon Attack: +0 to hit, reach 5 ft., one target. Hit: 1 slashing damage. 


Sharpshooter 


You have mastered ranged weapons and can make shots that others find impossible. You 

gain the following benefits: 

e Attacking at long range doesn't impose disadvantage on your ranged weapon attack 
rolls. 

e Your ranged weapon attacks ignore half cover and three-quarters cover. 
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¢ Before you make an attack with a ranged weapon that you are proficient with, you can 
choose to take a -5 penalty to the attack roll. If the attack hits, you add +10 to the 
attack’s damage. 


Shield Master 


You use shields not just for protection but also for offense. You gain the following 
benefits while you are wielding a shield: 

If you take the Attack action on your turn, you can use a bonus action to try to shove a 
creature within 5 feet of you with your shield. 

If you aren’t incapacitated, you can add your shield’s AC bonus to any Dexterity saving 
throw you make against a spell or other harmful effect that targets only you. 

If you are subjected to an effect that allows you to make a Dexterity saving throw to 
take only half damage, you can use your reaction to take no damage if you succeed on 
the saving throw, interposing your shield between yourself and the source of the effect. 


Silver-Tongued 

You develop your conversational skill to better deceive others. You gain the following 
benefits: 

Increase your Charisma score by 1, to a maximum of 20. 

You gain proficiency in the Deception skill. If you are already proficient in the skill, 
you add double your proficiency bonus to checks you make with it. 

When you take the Attack action on your turn, you can replace one attack with an 
attempt to deceive one humanoid you can see within 30 feet of you that can see and 
hear you. Make a Charisma (Deception) check contested by the target’s Wisdom 
(Insight) check. If your check succeeds, your movement doesn’t provoke opportunity 
attacks from the target and your attack rolls against it have advantage; both benefits last 
until the end of your next turn or until you use this ability on a different target. If your 
check fails, the target can’t be deceived by you in this way for | hour. 


Skilled 
You gain proficiency in any combination of 3 skills or tools of your choice. 


Skulker 


Prerequisite: Dexterity 13 or higher 

You are expert at slinking through shadows. You gain the following benefits: 

e You can try to hide when you are lightly obscured from the creature from which you 
are hiding. 

¢ When you are hidden from a creature and miss it with a ranged weapon attack, making 
the attack doesn't reveal your position. 

¢ Dim light doesn’t impose disadvantage on your Wisdom (Perception) checks relying on 
sight. 
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Spear Mastery 


Though the spear is a simple weapon to learn, it rewards you for the time you have taken 
to master it. You gain the following benefits. 

You gain a +1 bonus to attack rolls you make with a spear. 

When you use a spear, its damage die changes from a d6 to a d8, and from a d8 to a d10 
when wielded with two hands. (This benefit has no effect if another feature has already 
improved the weapon’s die.) 

You can set your spear to receive a charge. As a bonus action, choose a creature you 
can see that is at least 20 feet away from you. If that creature moves within your spear’s 
reach on its next turn, you can make a melee attack against it with your spear as a 
reaction. If the attack hits, the target takes an extra 1d8 piercing damage, or an extra 
1d10 piercing damage if you wield the spear with two hands. You can’t use this ability 
if the creature used the Disengage action before moving. 

As a bonus action on your turn, you can increase your reach with a spear by 5 feet for 
the rest of your turn. 


Spell Sniper 


Prerequisite: The ability to cast at least one spell 

You have learned techniques to enhance your attacks with certain kinds of spells, gaining 
the following benefits: 

e When you cast a spell that requires you to make an attack roll, the spell’s range is 
doubled. 

Your ranged spell attacks ignore half cover and three-quarters cover. 

You learn one cantrip that requires an attack roll. Choose the cantrip from the bard, 
cleric, druid, sorcerer, warlock, or wizard spell list. Your spellcasting ability for this 
cantrip depends on the spell list you chose from: Charisma for bard, sorcerer, or 
warlock; Wisdom for cleric or druid; or Intelligence for wizard. 


Squat Nimbleness 


Prerequisite: cat, wood elf, or redguard 

You are uncommonly nimble for your race. You gain the following benefits: 

e Increase your Strength or Dexterity score by 1, to a maximum of 20. 

e Increase your walking speed by 5 feet. 

e You gain proficiency in the Acrobatics or Athletics skill. If you’re already proficient in 
the skill, your proficiency bonus is doubled for any check you make with it. 


Stealthy 


You know how best to hide. You gain the following benefits: 

e Increase your Dexterity score by 1, to a maximum of 20. 

e You gain proficiency in the Stealth skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 
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e If you are hidden, you can move up to 10 feet in the open without revealing yourself if 
you end the move in a position where you’re not clearly visible. 


Survivalist 


You master wilderness lore, gaining the following benefits: 

e Increase your Wisdom score by 1, to a maximum of 20. 

e You gain proficiency in the Survival skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 

e You learn the alarm spell. You can cast it once without expending a spell slot, and you 
regain the ability to do so when you finish a long rest. 


Tavern Brawler 


Accustomed to rough-and-tumble fighting using whatever weapons happen to be at hand, 

you gain the following benefits: 

e Increase your Strength or Constitution score by 1, to a maximum of 20. 

e You are proficient with improvised weapons. 

e Your unarmed strikes use a d4 for damage. 

¢ When you hit a creature with an unarmed strike or an improvised weapon on your turn, 
you can use a bonus action to attempt to grapple the target. 


Theologian 


Your extensive study of religion rewards you with the following benefits: 

e Increase your Intelligence score by 1, to a maximum of 20. 

e You gain proficiency in the Religion skill. If you are already proficient in the skill, you 
add double your proficiency bonus to checks you make with it. 

e You learn the thaumaturgy and detect evil and good spells. You can cast detect evil and 
good once without expending a spell slot, and you regain the ability to do so when you 
finish a long rest. 


Tough 


Your hit point maximum increases by an amount equal to twice your level when you gain 
this feat. Whenever you gain a level thereafter, your hit point maximum increases by an 
additional 2 hit points. 


War Caster 


Prerequisite: The ability to cast at least one spell 

You have practiced casting spells in the midst of combat, learning techniques that grant 

you the following benefits 

e You have advantage on Constitution saving throws that you make to maintain your 
concentration on a spell when you take damage. 

e You can perform the somatic components of spells even when you have weapons or a 
shield in one or both hands. 
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¢ When a hostile creature’s movement provokes an opportunity attack from you, you can 
use your reaction to cast a spell at the creature, rather than making an opportunity 
attack. The spell must have a casting time of | action and must target only that creature. 


Weapon Master 


You have practiced extensively with a variety of weapons, gaining the following benefits: 
e Increase your Strength or Dexterity score by 1, to a maximum of 20. 
e You gain proficiency with four simple or martial weapons of your choice. 


Wonder Maker 


Prerequisite: orc or nord 

You master the tinker techniques of your people. You gain the following benefits: 

e Increase your Dexterity or Intelligence score by 1, toa maximum of 20. 

e When you make a check using your proficiency with tinker’s tools, you add double 
your proficiency bonus to the check. 

e When you make a device with your Tinker trait, you have the following additional 
options for what you make: 

Alarm. This device senses when a creature moves to within 15 feet of it without speaking 

aloud a password chosen when you create it. One round after a creature moves into range, 

the alarm makes a shrill ringing that lasts for 1 minute and can be heard from up to 300 

feet away. 

Calculator. This device makes doing sums easy. 

Lifter. This device can be used as a block and tackle, allowing its user to hoist five times 

the weight the user can normally lift. 

Timekeeper. This pocket watch keeps accurate time. 

Weather Sensor. When used as an action, this device predicts weather conditions in a 1- 

mile radius over the next 4 hours, showing one symbol (clouds, sun/moon, rain, or snow) 

for each hour. 


Wood Elf Magic 


Prerequisite: Elf (wood) 

You learn the magic of the primeval woods. You learn one mysticism cantrip of your 
choice. You also learn /ongstrider and pass without trace, each of which you can cast 
once without expending a spell slot. You regain the ability to cast the spell in this way 
when you finish a long rest. Wisdom is your spellcasting ability for these spells. 
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CHAPTER 7: USING ABILITY 
SCORES 


Six ABILITIES PROVIDE A QUICK DESCRIPTION of every creature’s physical and 
mental characteristics: 

e Strength, measuring physical power 

e Dexterity, measuring agility 

¢ Constitution, measuring endurance 

¢ Intelligence, measuring reasoning and memory 

e Wisdom, measuring perception and insight 

¢ Charisma, measuring force of personality 

Is a character muscle-bound and insightful? Brilliant and charming? Nimble and hardy? 
Ability scores define these qualities —a creature’s assets as well 

as weaknesses. 

The three main rolls of the game—the ability check, the saving throw, and the attack roll 
—rely on the six ability scores. The book’s introduction describes the basic rule behind 
these rolls: roll a d20, add an ability modifier derived from one of the six ability scores, 
and compare the total to a target number. 

This chapter focuses on how to use ability checks and saving throws, covering the 
fundamental activities that creatures attempt in the game. Rules for attack rolls appear in 
chapter 9. 


Ability Scores and Modifiers 


Each of a creature’s abilities has a score, a number that defines the magnitude of that 
ability. An ability score is not just a measure of innate capabilities, but also encompasses 
a creature’s training and competence in activities related to that ability. 

A score of 10 or 11 is the normal human average, but adventurers and many monsters are 
a cut above average in most abilities. A score of 18 is the highest that a person usually 
reaches. Adventurers can have scores as high as 20, and monsters and divine beings can 
have scores as high as 30. 

Each ability also has a modifier, derived from the score and ranging from 5 (for an ability 
score of 1) to +10 (for a score of 30). The Ability Scores and Modifiers table notes the 
ability modifiers for the range of possible ability scores, from | to 30. 

To determine an ability modifier without consulting the table, subtract 10 from the ability 
score and then divide the total by 2 (round down). 

Because ability modifiers affect almost every attack roll, ability check, and saving throw, 
ability modifiers come up in play more often than their associated scores. 


Contents Index 176 








4-5 -3 
6-7 -2 
8-9 -1 
10-11 0 
12-13 +1 
14-15 +2 
16-17 +3 
18-19 +4 
20-21 +5 
22-23 +6 
24-25 +7 
26-27 +8 
28-29 +9 


Advantage and Disadvantage 


Sometimes a special ability or spell tells you that you have advantage or disadvantage on 
an ability check, a saving throw, or an attack roll. When that happens, you roll a second 
d20 when you make the roll. Use the higher of the two rolls if you have advantage, and 
use the lower roll if you have disadvantage. For example, if you have disadvantage and 
roll a 17 and a 5, you use the 5. If you instead have advantage and roll those numbers, 
you use the 17. 

If multiple situations affect a roll and each one grants advantage or im poses disadvantage 
on it, you don’t roll more than one additional d20. If two favorable situations grant 
advantage, for example, you still roll only one additional d20. 

If circumstances cause a roll to have both advantage and disadvantage, you are 
considered to have neither of them, and you roll one d20. This is true even if multiple 
circumstances impose disadvantage and only one grants advantage or vice versa. In such 
a situation, you have neither advantage nor disadvantage. 

When you have advantage or disadvantage and something in the game, such as the 
halfling’s Lucky trait, lets you reroll the d20, you can reroll only one of the dice. You 
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choose which one. For example, if a halfling has advantage on an ability check and rolls a 
1 and a 13, the halfling could use the Lucky trait to reroll the 1. 

You usually gain advantage or disadvantage through the use of special abilities, actions, 
or spells. Inspiration (see chapter 4) can also give a character advantage on checks related 
to the character’s personality, ideals, or bonds. The DM can also decide that 
circumstances influence a roll in one direction or the other and grant advantage or impose 
disadvantage as a result. 


Proficiency Bonus 


Characters have a proficiency bonus determined by level, as detailed in chapter 1. 
Monsters also have this bonus, which is incorporated in their stat blocks. The bonus is 
used in the rules on ability checks, saving throws, and attack rolls. 

Your proficiency bonus can’t be added to a single die roll or other number more than 
once. For example, if two different rules say you can add your proficiency bonus to a 
Wisdom saving throw, you nevertheless add the bonus only once when you make the 
save. 

Occasionally, your proficiency bonus might be multiplied or divided (doubled or halved, 
for example) before you apply it. For example, the rogue's Expertise feature doubles the 
proficiency bonus for certain ability checks. If a circumstance suggests that your 
proficiency bonus applies more than once to the same roll, you still add it only once and 
multiply or divide it only once. 

By the same token, if a feature or effect allows you to multiply your proficiency bonus 
when making an ability check that wouldn’t normally benefit from your proficiency 
bonus, you still don’t add the bonus to the check. For that check your proficiency bonus is 
0, given the fact that multiplying 0 by any number is still 0. For instance, if you lack 
proficiency in the History skill, you gain no benefit from a feature that lets you double 
your proficiency bonus when you make Intelligence (History) checks. 

In general, you don’t multiply your proficiency bonus for attack rolls or saving throws. If 
a feature or effect allows you to do so, these same rules apply. 


Ability Checks 


An ability check tests a character’s or monster’s innate talent and training in an effort to 
overcome a challenge. The DM calls for an ability check when a character or monster 
attempts an action (other than an attack) that has a chance of failure. When the outcome is 
uncertain, the dice determine the results. 

For every ability check, the DM decides which of the six abilities is relevant to the task at 
hand and the difficulty of the task, represented by a Difficulty Class. The more difficult a 
task, the higher its DC. The Typical Difficulty Classes table shows the most common 
DCs. 


Task Difficulty DC 
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Very easy 5 

Easy 10 

Medium 15 

Hard 20 

Very hard 25 

Nearly impossible 30 


To make an ability check, roll a d20 and add the relevant ability modifier. As with other 
d20 rolls, apply bonuses and penalties, and compare the total to the DC. If the total equals 
or exceeds the DC, the ability check is a success—the creature overcomes the challenge 
at hand. Otherwise, it’s a failure, which means the character or monster makes no 
progress toward the objective or makes progress combined with a setback determined by 
the DM. 


Contests 


Sometimes one character’s or monster’s efforts are directly opposed to another’s. This 
can occur when both of them are trying to do the same thing and only one can succeed, 
such as attempting to snatch up a magic ring that has fallen on the floor. This situation 
also applies when one of them is trying to prevent the other one from accomplishing a 
goal—for example, when a monster tries to force open a door that an adventurer 

is holding closed. In situations like these, the outcome is determined by a special form of 
ability check, called a contest. 

Both participants in a contest make ability checks appropriate to their efforts. They apply 
all appropriate bonuses and penalties, but instead of comparing the total to a DC, they 
compare the totals of their two checks. The participant with the higher check total wins 
the contest. That character or monster either succeeds at the action or prevents the other 
one from succeeding. 

If the contest results in a tie, the situation remains the same as it was before the contest. 
Thus, one contestant might win the contest by default. If two characters tie in a contest to 
snatch a ring off the floor, neither character grabs it. In a contest between a monster trying 
to open a door and an adventurer trying to keep the door closed, a tie means that the door 
remains shut. 


Skills 


Each ability covers a broad range of capabilities, including skills that a character or a 
monster can be proficient in. A skill represents a specific aspect of an ability score, and an 
individual’s proficiency in a skill demonstrates a focus on that aspect. (A character’s 
starting skill proficiencies are determined at character creation, and a monster’s skill 
proficiencies appear in the monster’s stat block.) 
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For example, a Dexterity check might reflect a character’s attempt to pull off an acrobatic 
stunt, to palm an object, or to stay hidden. Each of these aspects of Dexterity has an 
associated skill: Acrobatics, Sleight of Hand, and Stealth, respectively. So a character 
who has proficiency in the Stealth skill is particularly good at Dexterity checks related to 
sneaking and hiding. 

The skills related to each ability score are shown in the following list. (No skills are 
related to Constitution.) See an ability’s description in the later sections of this chapter for 
examples of how to use a skill associated with an ability. 

Strength 

e Athletics 

Dexterity 

¢ Acrobatics 

e Sleight of Hand 

e Stealth 

Intelligence 

e Alchemy 

e Arcana 

¢ Lore 

e Investigation 

Wisdom 

e Animal Handling 

¢ Insight 

e Medicine 

e Perception 

e Survival 

Charisma 

¢ Deception 

e Intimidation 

e Performance 

e Persuasion 


Sometimes, the DM might ask for an ability check using a specific skill—for example, 
“Make a Wisdom (Perception) check.” At other times, a player might ask the DM if 
proficiency in a particular skill applies to a check. In either case, proficiency in a skill 
means an individual can add his or her proficiency bonus to ability checks that involve 
that skill. Without proficiency in the skill, the individual makes a normal ability check. 
for example, if a character attempts to climb up a dangerous cliff, the Dungeon Master 
might ask for a Strength (Athletics) check. If the character is proficient in Athletics, the 
character’s proficiency bonus is added to the Strength check. If the character lacks that 
proficiency, he or she just makes a Strength check. 
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Variant:Skills with Different Abilities Normally, your proficiency in a skill applies only to 
a specific kind of ability check. Proficiency in Athletics, for example, usually applies to 
Strength checks. In some situations, though, your proficiency might reasonably apply to a 
different kind of check. In such cases, the DM might ask for a check using an unusual 
combination of ability and skill, or you might ask your DM if you can apply a proficiency 
to a different check. For example, if you have to swim from an offshore island to the 
mainland, your DM might call for a Constitution check to see if you have the stamina to 
make it that far. In this case, your DM might allow you to apply your proficiency in 
Athletics and ask for a Constitution (Athletics) check. So if you’re proficient in Athletics, 
you apply your proficiency bonus to the Constitution check just as you would normally 
do for a Strength (Athletics) check. Similarly, when your half-orc barbarian uses a 
display of raw strength to intimidate an enemy, your DM might ask for a Strength 
(Intimidation) check, even though Intimidation is normally associated with Charisma. 


Passive Checks 


A passive check is a special kind of ability check that doesn’t involve any die rolls. Such 
a check can represent the average result for a task done repeatedly, such as searching for 
secret doors over and over again, or can be used when the DM wants to secretly 
determine whether the characters succeed at something without rolling dice, such as 
noticing a hidden monster. 

Here’s how to determine a character’s total for a passive check: 

10 + all modifiers that normally apply to the check 

If the character has advantage on the check, add 5. For disadvantage, subtract 5. The 
game refers to a passive check total as a score. 

For example, if a 1st-level character has a Wisdom of 15 and proficiency in Perception, 
he or she has a passive 

Wisdom (Perception) score of 14. The rules on hiding in the “Dexterity” section below 
rely on passive checks, as do the exploration rules in chapter 8. 


Working Together 


Sometimes two or more characters team up to attempt a task. The character who’s leading 
the effort—or the one with the highest ability modifier—can make an ability check with 
advantage, reflecting the help provided by 

the other characters. In combat, this requires the Help action (see chapter 9). 

A character can only provide help if the task is one that he or she could attempt alone. For 
example, trying to open a lock requires proficiency with thieves’ tools, so a 

character who lacks that proficiency can’t help another character in that task. Moreover, a 
character can help only when two or more individuals working together would actually 
be productive. Some tasks, such as threading a needle, are no easier with help. 
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Group Checks When a number of individuals are trying to accomplish something as a 
group, the DM might ask for a group ability check. In such a situation, the characters who 
are skilled at a particular task help cover those who aren't. 

To make a group ability check, everyone in the group makes the ability check. If at least 
half the group succeeds, the whole group succeeds. Otherwise, the group fails. 

Group checks don’t com e up very often, and they’re most useful when all the characters 
succeed or fail as a group. For example, when adventurers are navigating a swamp, the 
DM might call for a group Wisdom (Survival) check to see if the characters can avoid the 
quicksand, sinkholes, and other natural hazards of the environment. If at least half the 
group succeeds, the successful characters are able to guide their companions out of 
danger. Otherwise, the group stumbles into one of these hazards. 


Using Each Ability 


Every task that a character or monster might attempt in the game is covered by one of the 
six abilities. This section explains in more detail what those abilities mean and the ways 
they are used in the game. 


Strength 


Strength measures bodily power, athletic training, and the extent to which you can exert 
raw physical force. 


Strength Checks 


A Strength check can model any attempt to lift, push, pull, or break something, to force 
your body through a space, or to otherwise apply brute force to a situation. The Athletics 
skill reflects aptitude in certain kinds of Strength checks. 

Athletics. Your Strength (Athletics) check covers difficult situations you encounter while 
climbing, 

jumping, or swimming. Examples include the following activities: 

e You attempt to climb a sheer or slippery cliff, avoid hazards while scaling a wall, or 
cling to a surface while something is trying to knock you off. 

e You try to jump an unusually long distance or pull off a stunt mid jump. 

e You struggle to swim or stay afloat in treacherous cur rents, storm-tossed waves, or 
areas of thick seaweed. Or another creature tries to push or pull you underwater or 
otherwise interfere with your swimming. 

Other Strength Checks. The DM might also call for a Strength check when you try to 
accomplish tasks like the following: 

Force open a stuck, locked, or barred door 

e Break free of bonds 

¢ Push through a tunnel that is too small 

¢ Hang on to a wagon while being dragged behind it 

¢ Tip over a statue 
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¢ Keep a boulder from rolling 
Attack Rolls and Damage 


You add your Strength modifier to your attack roll and your damage roll when attacking 
with a melee weapon such as a mace, a battleaxe, or a javelin. You use melee weapons to 
make melee attacks in hand-to-hand combat, and some of them can be thrown to make a 
ranged attack. 


Lifting and Carrying 

Your Strength score determines the amount of weight you can bear. The following terms 
define what you can lift or carry. 

Carrying Capacity. 

Your carrying capacity is your Strength score multiplied by 15. This is the weight (in 
pounds) that you can carry, which is high enough that most characters don’t usually have 
to worry about it. 

Push, Drag, or Lift. You can push, drag, or lift a weight in pounds up to twice your 
carrying capacity (or 30 times your Strength score). While pushing or dragging weight in 
excess of your carrying capacity, your speed drops to 5 feet. 

Size and Strength. Larger creatures can bear more weight, whereas Tiny creatures can 
carry less. For each size category above Medium, double the creature’s carrying capacity 
and the amount it can push, drag, or lift. For a Tiny creature, halve these weights. 


Variant : Encumbrance 


The rules for lifting and carrying are intentionally simple. Here is a variant if you are 
looking for more detailed rules for determining how a character is hindered by the weight 
of equipment. When you use this variant, ignore the Strength column of the Armor table 
in chapter 5. 

If you carry weight in excess of 5 times your Strength score, you are encumbered, which 
means your speed drops by 10 feet. 

If you carry weight in excess of 10 times your Strength score, up to your maximum 
carrying capacity, you are instead heavily encumbered, which means your speed drops by 
20 feet and you have disadvantage on ability checks, attack rolls, and saving throws that 
use Strength, Dexterity, or Constitution. 


Dexterity 
Dexterity measures agility, reflexes, and balance. 
Dexterity Checks 


A Dexterity check can model any attempt to move nimbly, quickly, or quietly, or to keep 
from falling on tricky footing. The Acrobatics, Sleight of Hand, and Stealth skills reflect 
aptitude in certain kinds of Dexterity checks. 
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Acrobatics. 


Your Dexterity (Acrobatics) check covers your attempt to stay on your feet in a tricky 
situation, such as when you’re trying to run across a sheet of ice, balance on a tightrope, 
or stay upright on a rocking ship’s deck. The DM might also call for a Dexterity 
(Acrobatics) check to see if you can perform acrobatic stunts, including dives, rolls, 
somersaults, and flips. 


Slight of hand 


Whenever you attempt an act of legerdemain or manual trickery, such as planting 
something on someone else or concealing an object on your person, make a Dexterity 
(Sleight of Hand) check. The DM might also call for a Dexterity (Sleight of Hand) check 
to determine whether you can lift a coin purse off another person or slip something out of 
another person’s pocket. 


Stealth. 


Make a Dexterity (Stealth) check when you attempt to conceal yourself from enemies, 
slink past guards, slip away without being noticed, or sneak up on someone without being 
seen or heard. 


Other Dexterity Checks. 


The DM might call for a Dexterity check when you try to accomplish tasks like the 
following: 

¢ Control a heavily laden cart on a steep descent ¢ Steer a chariot around a tight turn 

¢ Pick a lock 

¢ Disable a trap 

e Securely tie up a prisoner 

e Wriggle free of bonds 

e Play a stringed instrument 

¢ Craft a small or detailed object 


Attack Rolls and Damage 


You add your Dexterity modifier to your attack roll and your damage roll when attacking 
with a ranged weapon, such as a sling or a longbow. You can also add your Dexterity 
modifier to your attack roll and your damage roll when attacking 

with a melee weapon that has the finesse property, such as a dagger or a rapier. 

Hiding 

When you try to hide, make a Dexterity (Stealth) check. Until you are discovered or you 


stop hiding, that check’s total is contested by the Wisdom (Perception) check o f any 
creature that actively searches for signs of your presence. 
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You can’t hide from a creature that can see you, and if you make noise (such as shouting 
a warning or knocking over a vase), you give away your position. An invisible creature 
can’t be seen, so it can always try to hide. Signs of its passage might still be noticed, 
however, and it still has to stay quiet. 

In combat, most creatures stay alert for signs of danger all around, so if you come out of 
hiding and approach a creature, it usually sees you. However, under certain 
circumstances, the Dungeon Master might allow you to stay hidden as you approach a 
creature that is distracted, allowing you to gain advantage on an attack before you are 
seen. 


Passive Perception. 


When you hide, there’s a chance someone will notice you even if they aren't searching. 
To determine whether such a creature notices you, the DM compares your Dexterity 
(Stealth) check with that creature’s passive Wisdom (Perception) score, which equals 10 
+ the creature’s Wisdom modifier, as well as any other bonuses or penalties. If the 
creature has advantage, add 5. For disadvantage, subtract 5. 

For example, if a Ist-level character (with a proficiency bonus of+2) has aWisdom of15 
(a+2 modifier) and proficiency in Perception, he or she has a passive Wisdom 
(Perception) of 14. 

What Can You See? One o f the main factors in determining whether you can find a 
hidden creature or object is how well you can see in an area, which might be lightly or 
heavily obscured, as explained in chapter 8. 


Armor Class / Armor Rating 


Depending on the armor you wear, you might add some or all of your Dexterity modifier 
to your Armor Class, as described in chapter 5. 


Initiative 
At the beginning of every combat, you roll initiative by making a Dexterity check. 
Initiative determines the order of creatures’ turns in combat, as described in chapter 9. 


Constitution 


Constitution measures health, stamina, and vital force. 
Constitution Checks 


Constitution checks are uncommon, and no skills apply to Constitution checks, because 
the endurance this ability represents is largely passive rather than involving a specific 
effort on the part of a character or monster. 

A Constitution check can model your attempt to push beyond normal limits, however. 
The DM might call for a Constitution check when you try to accomplish tasks like the 
following: 

e Hold your breath 
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e March or labor for hours without rest 
e Go without sleep 

e Survive without food or water 

e Quaff an entire stein of ale in one go 


Hit Points 


Your Constitution modifier contributes to your hit points. Typically, you add your 
Constitution modifier to each Hit Die you roll for your hit points. 

If your Constitution modifier changes, your hit point maximum changes as well, as 
though you had the new modifier from Ist level. For example, if you raise your 
Constitution score when you reach 4th level and your Constitution modifier increases 
from +1 to +2, you adjust your hit point maximum as though the modifier had always 
been +2. So you add 3 hit points for your first three levels, and then roll your hit points 
for 4th level using your new modifier. Or if you’re 7th level and some effect lowers your 
Constitution score so as to reduce your Constitution modifier by 1, your hit point 
maximum is reduced by 7. 


Intelligence 


Intelligence measures mental acuity, accuracy of recall, and the ability to reason. 


Intelligence Checks 


An Intelligence check comes into play when you need to draw on logic, education, 
memory, or deductive reasoning. The Arcana, History, Investigation, Nature, and 
Religion skills reflect aptitude in certain kinds of Intelligence checks. 


Arcana. 


Your Intelligence (Arcana) check measures your ability to recall lore about spells, magic 
items, eldritch symbols, magical traditions, the planes of existence, and the inhabitants of 
those planes. 


Lore. 


Your Intelligence (History) check measures your ability to recall lore about historical 
events, Legendary people, ancient kingdoms, past disputes, recent wars, and lost 
civilizations. 


Investigation. 


When you look around for clues and make deductions based on those clues, you make an 
Intelligence (Investigation) check. You might deduce the location of a hidden object, 
discern from the appearance of a wound what kind of weapon dealt it, or determine the 
weakest point in a tunnel that could cause it to collapse. Poring through ancient scrolls in 
search of a hidden fragment of knowledge might also call for an Intelligence 
(Investigation) check. 
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Alchemy. 


Your Intelligence (Alchemy) check measures your ability to recall ingredients and their 
effects. 


OtherIntelligence Checks. 


The DM might call for an Intelligence check when you try to accomplish tasks like the 
following: 

¢ Communicate with a creature without using words ¢ Estimate the value of a precious 
item 

e Pull together a disguise to pass as a city guard 

e Forge a document 

¢ Recall lore about a craft or trade 

e Win a game of skill 

Spellcasting Ability 

Wizards use Intelligence as their spellcasting ability, which helps determine the saving 
throw DCs of spells they cast. 


Wisdom 


Wisdom reflects how attuned you are to the world around you and represents 
perceptiveness and intuition. 


Wisdom Checks 


A Wisdom check might reflect an effort to read body language, understand som eone’s 
feelings, notice things about the environment, or care for an injured person. The Animal 
Handling, Insight, Medicine, Perception, and Survival skills reflect aptitude in certain 
kinds of Wisdom checks. 


AnimalHandling. 


When there is any question whether you can calm down a domesticated animal, keep a 
mount from getting spooked, or intuit an animal’s intentions, the DM might call for a 
Wisdom (Animal Handling) check. You also make a W isdom (Animal Handling) check 
to control your mount when you attempt a risky maneuver. 


Insight. 


Your Wisdom (Insight) check decides whether you can determine the true intentions of a 
creature, such as when searching out a lie or predicting someone’s next move. Doing so 
involves gleaning clues from body language, speech habits, and changes in mannerisms. 


Medicine. 


A Wisdom (Medicine) check lets you try to stabilize a dying companion or diagnose an 
illness. Perception. YourWisdom (Perception)checklets 
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you spot, hear, or otherwise detect the presence of something. It measures your general 
awareness of your surroundings and the keenness of your senses. 


Finding a Hidden Object 


When your character searches for a hidden object such as a secret door or a trap, the DM 
typically asks you to make a Wisdom (Perception) check. Such a check can be used to 
find hidden details or other information and clues that you might otherwise overlook. 

In most cases, you need to describe where you are looking in order for the DM to 
determine your chance of success. For example, a key is hidden beneath a set o f folded 
clothes in the top drawer of a bureau. Ifyou tell the DM that you pace around the room, 
looking at the walls and furniture for clues, you have no chance o f finding the key, 
regardless o f your Wisdom (Perception) check result. You would have to specify that you 
were opening the drawers or searching the bureau in order to have any chance of success. 
For example, you might try to hear a conversation through a closed door, eavesdrop 
under an open window, or hear monsters moving stealthily in the forest. Or you might try 
to spot things that are obscured or easy to miss, whether they are orcs lying in ambush on 
a road, thugs hiding in the shadows of an alley, or candlelight under a closed secret door. 
Survival. The DM might ask you to make a Wisdom (Survival) check to follow tracks, 
hunt wild game, guide your group through frozen wastelands, identify signs that owlbears 
live nearby, predict the weather, or avoid quicksand and other natural hazards. 

Other Wisdom Checks. The DM might call for a Wisdom check when you try to 
accomplish tasks like the following: 

e Get a gut feeling about what course of action to follow 

e Discern whether a seemingly dead or living creature is undead 

Spellcasting Ability 

Clerics, druids, and rangers use Wisdom as their spellcasting ability, which helps 
determine the saving throw DCs of spells they cast. 


Charisma 


Charisma measures your ability to interact effectively with others. It includes such factors 
as confidence and eloquence, and it can represent a charming or commanding personality. 


Charisma Checks 


A Charisma check might arise when you try to influence or entertain others, when you try 
to make an impression or tell a convincing lie, or when you are navigating a tricky social 
situation. The Deception, Intimidation, Performance, and Persuasion skills reflect 
aptitude in certain kinds of Charisma checks. 


Deception. 


Your Charisma (Deception) check determines whether you can convincingly hide the 
truth, either verbally or through your actions. This deception can encompass everything 
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from misleading others through ambiguity to telling outright lies. Typical situations 
include trying to fast-talk a guard, con a merchant, earn money through gambling, pass 
yourself off in a disguise, dull someone’s suspicions with false assurances, or maintain a 
straight face while telling a blatant lie. 


Intimdation. 


When you attempt to influence someone through overt threats, hostile actions, and 
physical violence, the DM might ask you to make a Charisma (Intimidation) check. 
Examples include trying to pry information out of a prisoner, convincing street thugs 

to back down from a confrontation, or using the edge of a broken bottle to convince a 
sneering vizier to reconsider a decision. 


Performance. 


Your Charisma (Performance) check determines how well you can delight an audience 
with music, dance, acting, storytelling, or some other form of entertainment. 
Persuasion. When you attempt to influence someone or a group of people with tact, social 
graces, or good nature, the DM might ask you to make a Charisma (Persuasion) check. 
Typically, you use persuasion when acting in good faith, to foster friendships, make 
cordial requests, or exhibit proper etiquette. Examples of persuading others include 
convincing a chamberlain to let your party see the king, negotiating peace between 
watring tribes, or inspiring a crowd of townsfolk. 
Other Charisma Checks. The DM might call for a Charisma check when you try to 
accomplish tasks like the following: 
e Find the best person to talk to for news, rumors, and gossip 
e Blend into a crowd to get the sense of key topics of conversation 

Spellcasting Ability 
Bards, paladins, sorcerers, and warlocks use Charisma as their spellcasting ability, which 
helps determine the saving throw DCs of spells they cast. 


Saving Throws 


A saving throw—also called a save—represents an attempt to resist a spell, a trap, a 
poison, a disease, or a similar threat. You don’t normally decide to make a saving throw; 
you are forced to make one because your character or monster is at risk of harm. 

To make a saving throw, roll a d20 and add the appropriate ability modifier. For example, 
you use your Dexterity modifier for a Dexterity saving throw. A saving throw can be 
modified by a situational bonus or penalty and can be affected by advantage and 
disadvantage, as determined by the DM. Each class gives proficiency in at least two 
saving throws. The wizard, for example, is proficient 

in Intelligence saves. As with skill proficiencies, proficiency in a saving throw lets a 
character add his or her proficiency bonus to saving throws made using a particular 
ability score. Some monsters have saving throw proficiencies as well. 
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The Difficulty Class for a saving throw is determined by the effect that causes it. For 
example, the DC for a saving throw allowed by a spell is determined by the caster’s 
spellcasting ability and proficiency bonus. 

The result of a successful or failed saving throw is also detailed in the effect that allows 
the save. Usually, a successful save means that a creature suffers no harm, or reduced 
harm, from an effect. 
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CHAPTER 8: ADVENTURING 


This chapter covers the basics of the adventuring life, from the mechanics of movement 
to the complexities of social interaction. The rules for resting are also in this chapter, 
along with a discussion of the activities your character might pursue between adventures. 
Whether adventurers are exploring a dusty dungeon or the complex relationships of a 
royal court, the game follows a natural rhythm, as outlined in the book’s introduction: 

1. The DM describes the environment. 

2. The players describe what they want to do. 3. The DM narrates the results of their 
actions. 

Typically, the DM uses a map as an outline of the adventure, tracking the characters’ 
progress as they explore dungeon corridors or wilderness regions. 

The DM’s notes, including a key to the map, describe what the adventurers find as they 
enter each new area. Sometimes, the passage of time and the adventurers’ actions 
determine what happens, so the DM might use a timeline or a flowchart to track their 
progress instead of a map. 


Movement 


Swimming across a rushing river, sneaking down a dungeon corridor, scaling a 
treacherous mountain slope- all sorts of movement play a key role in D&D adventures. 
The DM can summarize the adventurers’ movement without calculating exact distances 
or travel times: “You travel through the forest and find the dungeon entrance late in the 
evening of the third day.” Even in a dungeon, particularly a large dungeon or a cave 
network, the DM can summarize movement between encounters: “After killing the 
guardian at the entrance to the ancient dwarven stronghold, you consult your map, which 
leads you through miles of echoing corridors to a chasm bridged by a narrow stone arch.” 
Sometimes it’s important, though, to know how long it takes to get from one spot to 
another, whether the answer is in days, hours, or minutes. The rules for determining travel 
time depend on two factors: the speed and travel pace of the creatures moving and the 
terrain they're moving over. 


Speed 


Every character and monster has a speed, which is the distance in feet that the character 
or monster can walk in | round. This number assumes short bursts of energetic movement 
in the midst of a life- threatening situation. 

The following rules determine how far a character or monster can move in a minute, an 
hour, or a day. 
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Travel Pace 


While traveling, a group of adventurers can move at a normal, fast, or slow pace, as 
shown on the Travel Pace 

Time 

In situations where keeping track of the passage of time is important, the DM determines 
the time a task requires. The DM might use a different time scale depending on the 
context of the situation at hand. In a dungeon environment, the adventurers’ movement 
happens on a scale of minutes. It takes them about a minute to creep down a long 
hallway, another minute to check for traps on the door at the end of the hall, and a good 
ten minutes to search the chamber beyond for anything interesting or valuable. 

In a city or wilderness, a scale of hours is often more appropriate. Adventurers eager to 
reach the lonely tower at the heart of the forest hurry across those fifteen miles in just 
under four hours’ time. 

For long journeys, a scale of days works best. 

In combat and other fast-paced situations, the game relies on rounds, a 6-second span of 
time described in chapter 9. 


TravelPace 


While traveling, a group of adventurers can move at a normal, fast, or slow pace, as 
shown on the Travel Pace table, table. The table states how far the party can move in a 
period of time and whether the pace has any effect. A fast pace makes characters less 
perceptive, while a slow pace makes it possible to sneak around and to search an area 
more carefully (see the “Activity While Traveling” section later in this chapter for more 
information). 

Forced March. The Travel Pace table assumes that characters travel for 8 hours in day. 
They can push on beyond that limit, at the risk of exhaustion. 

For each additional hour of travel beyond 8 hours, 

the characters cover the distance shown in the Hour column for their pace, and each 
character must make a Constitution saving throw at the end of the hour. The DC is 10 + 1 
for each hour past 8 hours. On a failed saving throw, a character suffers one level of 
exhaustion. 

Mounts and Vehicles. For short spans of time (up to an hour), many animals move much 
faster than humanoids. A mounted character can ride at a gallop for about an hour, 
covering twice the usual distance for a fast pace. If fresh mounts are available every 8 to 
10 miles, characters can cover larger distances at this pace, but this is very rare except in 
densely populated areas. 
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Characters in wagons, carriages, or other land vehicles choose a pace as normal. 
Characters in a waterborne vessel are limited to the speed of the vessel (see chapter 5), 
and they don’t suffer penalties for a fast pace or gain benefits from a slow pace. 
Depending on the vessel and the size of the crew, ships might be able to travel for up to 
24 hours per day. 

Certain special mounts, such as a pegasus or griffon, or special vehicles, such as a carpet 
offlying, allow you to travel more swiftly. 





Effect 

Fast 400 feet 4 miles 30 miles -5 penalty to 
passive Wisdom 
(Perception) 
scores 

Normal 300 feet 3 miles 24 miles - 

Slow 200 feet 2 miles 18 miles Able to use 
stealth 


DC 10 Strength (Athletics) check to clear a low obstacle (no taller than a quarter of the 
jump’s distance), such as a hedge or low wall. Otherwise, you hit it. 

When you land in difficult terrain, you must succeed on a DC 10 Dexterity (Acrobatics) 
check to land on your feet. Otherwise, you land prone. 

HighJump. When you make a high jump, you leap into the air a number of feet equal to 3 
+ your Strength modifier if you move at least 10 feet on foot immediately before the 
jump. When you make a standing high jump, you can jump only half that distance. Either 
way, each foot you clear on the jump costs a foot of movement. In some circumstances, 
your DM might allow you to make a Strength (Athletics) check to jump higher than you 
normally can. 

You can extend your arms halfyour height above yourself during the jump. Thus, you can 
reach above you a distance equal to the height of the jump plus 11/2 times your height. 
ActivityWhile Traveling 

As adventurers travel through a dungeon or the wilderness, they need to remain alert for 
danger, and some characters might perform other tasks to help the group’s journey. 


Marching Order 


The adventurers should establish a marching order. A marching order makes it easier to 
determine which characters are affected by traps, which ones can spot hidden enemies, 
and which ones are the closest to those enemies when a fight breaks out. 
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A character might occupy the front rank, one or more middle ranks, or the back rank. 
Characters in the front and back ranks need enough room to travel side by side with 
others in their rank. When space is too tight, the marching order must change, usually by 
moving characters to a middle rank. 

Fewer Than Three Ranks. If an adventuring party arranges its marching order with only 
two ranks, they are a front rank and a back rank. If there’s only one rank, it’s considered a 
front rank. 


Stealth 


While traveling at a slow pace, the characters can move stealthily. As long as they’re not 
in the open, they can try to surprise or sneak by other creatures they encounter. See the 
rules for hiding in chapter 7. 


Noticing Threats 


Use the passive Wisdom (Perception) scores of the characters to determine whether 
anyone in the group notices a hidden threat. The DM might decide that a threat can be 
noticed only by characters in a particular rank. For example, as the characters are 
exploring a maze of tunnels, the DM might decide that only those characters in the back 
rank have a chance to hear or spot a stealthy creature following the group, while 
characters in the front and middle ranks cannot. 


Difficult Terrain 


The travel speeds given in the Travel Pace table assume relatively simple terrain: roads, 
open plains, or clear dungeon corridors. But adventurers often face dense forests, deep 
swamps, rubble-filled ruins, steep mountains, and ice-covered ground—all considered 
difficult terrain. 

You move at half speed in difficult terrain— moving | foot in difficult terrain costs 2 feet 
of speed—so you can cover only half the normal distance in a minute, an hour, or a day. 
Special Types of Movement 

Movement through dangerous dungeons or wilderness areas often involves more than 
simply walking. Adventurers might have to climb, crawl, swim, orjump to get where they 
need to go. 


Climbing, Swimming, and Crawling 


While climbing or swimming, each foot of movement costs | extra foot (2 extra feet in 
difficult terrain), unless a creature has a climbing or swimming speed. At the DM’s 
option, climbing a slippery vertical surface or 
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one with few handholds requires a successful Strength (Athletics) check. Similarly, 
gaining any distance in rough water might require a successful Strength (Athletics)check. 


Jumping 

Your Strength determines how far you can jump. 

LongJump. When you make a long jump, you cover a number of feet up to your Strength 
score if you move at least 10 feet on foot immediately before the jump. When you make a 
standing long jump, you can leap only half that distance. Either way, each foot you clear 
on the jump costs a foot of movement. 

This rule assumes that the height of your jump doesn’t matter, such as a jump across a 
stream or chasm. At your DM’s option, you must succeed on a 


Encountering Creatures 


If the DM determines that the adventurers encounter other creatures while they’re 
traveling, it’s up to both groups to decide what happens next. Either group might decide 
to attack, initiate a conversation, run away, or wait to see what the other group does. 
Surprising Foes. If the adventurers encounter a hostile creature or group, the DM 
determines whether the adventurers or their foes might be surprised when combat erupts. 
See chapter 9 for more about surprise. 


Other Activities 


Characters who turn their attention to other tasks as the group travels are not focused on 
watching for danger. These characters don’t contribute their passive Wisdom (Perception) 
scores to the group’s chance of noticing hidden threats. However, a character not 
watching for danger can do one of the following activities instead, or some other activity 
with the DM’s permission. 

Navigate. The character can try to prevent the group from becoming lost, making a 
Wisdom (Survival) check when the DM calls for it. 

Draw a Map. The character can draw a map 

that records the group’s progress and helps the characters get back on course if they get 
lost. No ability check is required. 

Track. A character can follow the tracks of another creature, making a Wisdom (Survival) 
check when the DM calls for it. 

Forage. The character can keep an eye out for ready sources of food and water, making a 
Wisdom (Survival) check when the DM calls for it. 


The Environment 
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By its nature, adventuring involves delving into places that are dark, dangerous, and full 
of mysteries to be explored. The rules in this section cover some of the most important 
ways in which adventurers interact with the environment in such places. has rules 
covering more unusual situations. 


Falling 


A fall from a great height is one of the most common hazards facing an adventurer. 

At the end of a fall, a creature takes 1d6 bludgeoning damage for every 10 feet it fell, to a 
maximum of 20d6. The creature lands prone, unless it avoids taking damage from the 
fall. 


Suffocating 


A creature can hold its breath for a number of minutes equal to 1 + its Constitution 
modifier (minimum 

of 30 seconds). 

When a creature runs out of breath, it can survive for a number of rounds equal to its 
Constitution modifier (minimum 1 round). At the start of its next turn, it drops to 0 hit 
points and is dying. 


Splitting Up the Party 

Sometimes, it makes sense to split an adventuring party, especially ifyou want one or 
more characters to scout ahead. You can form multiple parties, each moving at a different 
speed. Each group has its own front, middle, and back ranks. 

The drawback to this approach is that the party will be split into several smaller groups in 
the event o f an attack. The advantage is that a small group of stealthy characters moving 
slowly might be able to sneak past enemies that clumsier characters would alert. A rogue 
and a monk moving at a slow pace are much harder to detect when they leave their dwarf 
paladin friend behind. 

For example, a creature with a Constitution of 14 can hold its breath for 3 minutes. If it 
starts suffocating, it has 2 rounds to reach air before it drops to O hit points. 

Vision and Light 

The most fundamental tasks of adventuring—noticing danger, finding hidden objects, 
hitting an enemy in combat, and targeting a spell, to name just a few— rely heavily on a 
character’s ability to see. Darkness and other effects that obscure vision can prove a 
significant hindrance. 

A given area might be lightly or heavily obscured. In a lightly obscured area, such as 
dim light, patchy fog, or moderate foliage, creatures have disadvantage on Wisdom 
(Perception) checks that rely on sight. 
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A heavily obscured area—such as darkness, opaque fog, or dense foliage —blocks vision 
entirely. A creature in a heavily obscured area effectively suffers from the blinded 
condition (see appendix A). 

The presence or absence of light in an environment creates three categories of 
illumination: bright light, dim light, and darkness. 

Bright light lets most creatures see normally. Even gloomy days provide bright light, as 
do torches, lanterns, fires, and other sources of illumination within a 

specific radius. 

Dim light, also called shadows, creates a lightly obscured area. An area of dim light is 
usually a boundary between a source of bright light, such as a torch, and surrounding 
darkness. The soft light 

of twilight and dawn also counts as dim light. A particularly brilliant full moon might 
bathe the land in dim light. 

Darkness creates a heavily obscured area. Characters face darkness outdoors at night 
(even most moonlit nights), within the confines of an unlit dungeon or a subterranean 
vault, or in an area of magical darkness. 


Blindsight 


A creature with blindsight can perceive its surroundings without relying on sight, within a 
specific radius. Creatures without eyes, such as oozes, and creatures with echolocation or 
heightened senses, such as bats and true dragons, have this sense. 


Darkvision 


Many creatures in the worlds of D&D, especially those that dwell underground, have 
darkvision. Within a specified range, a creature with darkvision can see in darkness as if 
the darkness were dim light, so areas of darkness are only lightly obscured as far as that 
creature is concerned. However, the creature can’t discern color in darkness, only shades 
of gray. 


Truesight 


A creature with truesight can, out to a specific range, see in normal and magical darkness, 
see invisible creatures and objects, automatically detect visual illusions and succeed on 
saving throws against them, and perceives the original form of a shapechanger or a 
creature that is transformed by magic. Furthermore, the creature can see into the Ethereal 
Plane. 


Food and Water 
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Characters who don’t eat or drink suffer the effects of exhaustion (see appendix A). 
Exhaustion caused by lack of food or water can’t be removed until the character eats and 
drinks the full required amount. 


Food 


A character needs one pound of food per day and can make food last longer by subsisting 
on half rations. Eating half a pound of food in a day counts as half a day without food. 

A character can go without food for a number of days equal to 3 + his or her Constitution 
modifier (minimum 1). At the end of each day beyond that limit, a character 
automatically suffers one level of exhaustion. 

A normal day of eating resets the count of days without food to zero. 


Water 


A character needs one gallon of water per day, or two gallons per day if the weather is 
hot. A character who drinks only half that much water must succeed on a 

DC 15 Constitution saving throw or suffer one level of exhaustion at the end of the day. A 
character with access to even less water automatically suffers one level of exhaustion at 
the end of the day. 

If the character already has one or more levels of exhaustion, the character takes two 
levels in either case. 


Interacting with Objects 


A character’s interaction with objects in an environment is often simple to resolve in the 
game. The player tells the DM that his or her character is doing something, such a 
moving a lever, and the DM describes what, if anything happens. 

For example, a character might decide to pull a lever, which might, in turn, raise a 
portcullis, cause a room to flood with water, or open a secret door in a nearby wall. If the 
lever is rusted in position, though, a character might need to force it. In such a situation, 
the DM might call for a Strength check to see whether the character can wrench the lever 
into place. The DM sets the DC for any such check based on the difficulty of the task. 
Characters can also damage objects with their weapons and spells. Objects are immune to 
poison and psychic damage, but otherwise they can be affected by physical and magical 
attacks much like creatures can. The DM determines an object’s Armor Class and hit 
points, and might decide that certain objects have resistance or immunity to certain kinds 
of attacks. (It’s hard to cut a rope with a club, for example.) Objects always fail Strength 
and Dexterity saving throws, and they are immune to effects that require other saves. 
When an object drops to O hit points, it breaks.A character can also attempt a Strength 
check to break an object. The DM sets the DC for any such check. 


Social Interaction 
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Exploring dungeons, overcoming obstacles, and slaying monsters are key parts of D&D 
adventures. No less important, though, are the social interactions that adventurers have 
with other inhabitants of the world. 

Interaction takes on many forms. You might need to convince an unscrupulous thief to 
confess to some malfeasance, or you might try to flatter a dragon so that it will spare your 
life. The DM assumes the roles of any characters who are participating in the interaction 
that don’t belong to another player at the table. Any such character is called a nonplayer 
character (NPC). 

In general terms, an NPC’s attitude toward you is described as friendly, indifferent, or 
hostile. Friendly NPCs are predisposed to help you, and hostile ones are inclined to get in 
your way. It’s easier to get what you want from a friendly NPC, of course. 

Social interactions have two primary aspects: roleplaying and ability checks. 


Roleplaying 

Roleplaying is, literally, the act of playing out a role. In this case, it’s you as a player 
determining how your character thinks, acts, and talks. 

Roleplaying is a part of every aspect of the game, and it com es to the fore during social 
interactions. Your character’s quirks, mannerisms, and personality influence how 
interactions resolve. 

There are two styles you can use when roleplaying your character: the descriptive 
approach and the active approach. Most players use a combination of the two styles. Use 
whichever mix of the two works best for you. 


Descriptive Approach to Roleplaying 


With this approach, you describe your character’s words and actions to the DM and the 
other players. Drawing on your mental image of your character, you tell everyone what 
your character does and how he or she does it. 


When using descriptive roleplaying, keep the following things in mind: 

e Describe your character’s emotions and attitude. 

e Focus on your character’s intent and how others 

might perceive it. 

e Provide as much embellishment as you feel comfortable with. 

Don’t worry about getting things exactly right. Just focus on thinking about what your 
character would do and describing what you see in your mind. 


Active Approach to Roleplaying 
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If descriptive roleplaying tells your DM and your fellow players what your character 
thinks and does, active roleplaying shows them. 

When you use active roleplaying, you speak with your character’s voice, like an actor 
taking on a role. You might even echo your character’s movements and body language. 
This approach is more immersive than descriptive roleplaying, though you still need to 
describe things that can’t be reasonably acted out. 


Results of Roleplaying 


The DM uses your character’s actions and attitudes to determine how an NPC reacts. A 
cowardly NPC buckles under threats of violence. A stubborn dwarf refuses to let anyone 
badger her. A vain dragon laps up flattery. 

When interacting with an NPC, pay close attention to the DM’s portrayal of the NPC’s 
mood, dialogue, and personality. You might be able to determine an NPC’s personality 
traits, ideals, flaws, and bonds, then play on them to influence the NPC’s attitude. 
Interactions in D&D are much like interactions in real life. If you can offer NPCs 
something they want, threaten them with something they fear, or play on their sympathies 
and goals, you can use words to get almost anything you want. On the other hand, if you 
insult a proud warrior or speak ill of a noble’s allies, your efforts to convince or deceive 
will fall short. 


Ability Checks 


In addition to roleplaying, ability checks are key in determining the outcome of an 
interaction. 

Your roleplaying efforts can alter an NPC’s attitude, but there might still be an element of 
chance in the situation. For example, your DM can call for a Charisma check at any point 
during an interaction if he or she wants the dice to play a role in determining an NPC’s 
reactions. Other checks might be appropriate in certain situations, at your DM’s 
discretion. 

Pay attention to your skill proficiencies when thinking of how you want to interact with 
an NPC, and stack the deck in your favor by using an approach that relies 

on your best bonuses and skills. If the group needs to trick a guard into letting them into a 
castle, the rogue who is proficient in Deception is the best bet to lead the discussion. 
When negotiating for a hostage’s release, the cleric with Persuasion should do most of the 
talking. 


Resting 


Heroic though they might be, adventurers can’t spend every hour of the day in the thick 
of exploration, social interaction, and combat. They need rest—time to sleep and eat, tend 
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their wounds, refresh their minds and spirits for spellcasting, and brace themselves for 
further adventure. 

Adventurers can take short rests in the midst of an adventuring day and a long rest to end 
the day. 


ShortRest 


A short rest is a period of downtime, at least 1 hour long, during which a character does 
nothing more strenuous than eating, drinking, reading, and tending to wounds. 

A character can spend one or more Hit Dice at the end of a short rest, up to the 
character’s maximum number of Hit Dice, which is equal to the character's level. For 
each Hit Die spent in this way, the player rolls the die and adds the character’s 
Constitution modifier to it. The character regains hit points equal to the total. The player 
can decide to spend an additional Hit Die after each roll. A character regains some spent 
Hit Dice upon finishing a long rest, as explained below. 


Long Rest 


A long rest is a period of extended downtime, at least 8 hours long, during which a 
character sleeps or performs light activity: reading, talking, eating, or standing watch for 
no more than 2 hours. If the rest is interrupted by a period of strenuous activity —at least 
1 hour of walking, fighting, casting spells, or similar adventuring activity— the 
characters must begin the rest again to gain any benefit from it. 

At the end of a long rest, a character regains all lost hit points. The character also regains 
spent Hit Dice, up to a number of dice equal to half of the character’s total number of 
them. For example, if a character has eight Hit Dice, he or she can regain four spent Hit 
Dice upon finishing a long rest. 

A character can’t benefit from more than one long rest in a 24-hour period, and a 
character must have at least | hit point at the start of the rest to gain its benefits. 


Between Adventures 


Between trips to dungeons and battles against ancient evils, adventurers need time to rest, 
recuperate, and prepare for their next adventure. Many adventurers also use this time to 
perform other tasks, such as crafting arms and armor, performing research, or spending 
their hard-earned gold. 

In some cases, the passage of time is something that occurs with little fanfare or 
description. When starting a new adventure, the DM might simply declare that a certain 
amount of time has passed and allow you to describe in general terms what your 
character has been doing. At other times, the DM might want to keep track of just how 
much time is passing as events beyond your perception stay in motion. 
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Lifestyle Expenses 


Between adventures, you choose a particular quality of life and pay the cost of 
maintaining that lifestyle, as described in chapter 5. 

Living a particular lifestyle doesn’t have a huge effect on your character, but your 
lifestyle can affect the way other individuals and groups react to you. For example, when 
you lead an aristocratic lifestyle, it might be easier for you to influence the nobles of the 
city than if you live in poverty. 


Downtime Activities 


Between adventures, the DM might ask you what your character is doing during his or 
her downtime. Periods of downtime can vary in duration, but each downtime activity 
requires a certain number of days to complete before you gain any benefit, and at least 8 
hours of each day must be spent on the downtime activity for the day to count. The days 
do not need to be consecutive. If you have more than the minimum amount of days to 
spend, you can keep doing the same thing for a longer period of time, or switch to a new 
downtime activity. 

Downtime activities other than the ones presented below are possible. If you want your 
character to spend his or her downtime performing an activity not covered here, discuss it 
with your DM. 


Crafting 


You can craft nonmagical objects, including adventuring equipment and works of art. You 
must be proficient with tools related to the object you are trying to create (typically 
artisan’s tools). You might also need access to special materials or locations necessary to 
create it. For example, someone proficient with smith’s tools needs a forge in order to 
craft a sword or suit of armor. 

For every day of downtime you spend crafting, you can craft one or more items with a 
total market value not exceeding 5 gp, and you must expend raw materials worth half the 
total market value. If something you want to craft has a market value greater than 5 gp, 
you make progress every day in 5-gp increments until you reach the market value of the 
item. For example, a suit of plate armor (market value 1,500 gp) takes 300 days to craft 
by yourself. 

Multiple characters can combine their efforts toward the crafting of a single item, 
provided that the cha 
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Shadow marks 


Characters may have knowledge of shadow marks through the thieves guild or other 
means. Using this knowledge they may look for shadow marks 2 ways. First they can 
check a building for shadow marks by making a de 14 perception check. If one is found 
the Character gains the knowledge associated with the shadow mark. The second way a 
character may find shadow marks is by spending 4 hours searching (must bee in a 
settlement). After 4 hours of searching the player rolls x d10 equal your level divided by 
2 plus one rounded down. The marks found correspond as follow 

1 Guild 

2 Loot 

3 Fence 

4 Danger 


5 Empty SHADOW MARKS 


6 Escape route 


7 Protected ras 
8 Safe 
9 Thieves’ Cashe 


0 Found Nothing GUILD LooT FENCE 

A Thieves’ cashe contains 1d10 gp, 2d20 sp, W © 

1d100 cp. With an apprentice lock if you don’t 

have a key. DANGER EMPTY ROUTE 
PROTECTED SAFE pr perce 


CACHE 
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CHAPTER 9: COMBAT 
The Order of Combat 


A typical combat encounter is a clash between two sides, a flurry of weapon swings, 
feints, parries, footwork, and spellcasting. The game organizes the chaos of combat into a 
cycle of rounds and turns. A round represents about 6 seconds in the game world. During 
a round, each participant in a battle takes a turn. The order of turns is determined at the 
beginning of a combat encounter, when everyone rolls initiative. Once everyone has 
taken a turn, the fight continues to the next round if neither side has defeated the other. 


Surprise 


A band of adventurers sneaks up on a bandit camp, springing from the trees to attack 
them. A gelatinous cube glides down a dungeon passage, unnoticed by the adventurers 
until the cube engulfs one of them. In these situations, one side of the battle gains surprise 
over the other. 

The DM determines who might be surprised. If neither side tries to be stealthy, they 
automatically notice each other. Otherwise, the DM compares the Dexterity (Stealth) 
checks of anyone hiding with the passive Wisdom (Perception) score of each creature on 
the opposing side. Any character or monster that doesn’t notice a threat is surprised at the 
start of the encounter. 

If you’re surprised, you can’t move or take an action on your first turn of the combat, and 
you can’t take a reaction until that turn ends. A member of a group can be surprised even 
if the other members aren’t. 


Combat Step by Step 


1. Determine surprise. The DM determines whether anyone involved in the combat 
encounter is surprised. 

2.Establish positions. The DM decides where all the characters and monsters are 
located. Given the adventurers’ marching order or their stated positions in the room or 
other location, the DM figures out where the adversaries are— how far away and in what 
direction. 

3. Roll initiative. Everyone involved in the combat encounter rolls initiative, determining 
the order of combatants’ turns. 

4.Take turns. Each participant in the battle takes a turn in initiative order. 

5.Begin the next round. When everyone involved in the combat has had a turn, the 
round ends. Repeat step 4 until the fighting stops. 
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Initiative 

Initiative determines the order of turns during combat. When combat starts, every 
participant makes a Dexterity check to determine their place in the initiative order. The 
DM makes one roll for an entire group of identical creatures, so each member of the 
group acts at the same time. 

The DM ranks the combatants in order from the one with the highest Dexterity check 
total to the one with the lowest. This is the order (called the initiative order) in which they 
act during each round. The initiative order remains the same from round to round. 

If a tie occurs, the DM decides the order among tied DM-controlled creatures, and the 
players decide the order among their tied characters. The DM can decide the order if the 
tie is between a monster and a player character. Optionally, the DM can have the tied 
characters and monsters each roll a d20 to determine the order, highest roll going first. 


YourTurn 


On your turn, you can move a distance up to your speed and take one action. You decide 
whether to move first or take your action first. Your speed—sometimes called your 
walking speed—is noted on your character sheet. 

The most common actions you can take are described in the “Actions in Combat” section 
later in this chapter. Many class features and other abilities provide additional options for 
your action. 

The “Movement and Position” section later in this chapter gives the rules for your move. 
You can forgo moving, taking an action, or doing anything at all on your turn. If you 
can’t decide what to do on your turn, consider taking the Dodge or Ready action, as 
described in “Actions in Combat.” 


Bonus Actions 


Various class features, spells, and other abilities let you take an additional action on your 
turn called a bonus action. The Cunning Action feature, for example, allows a rogue to 
take a bonus action. You can take a bonus action only when a special ability, spell, or 
other feature of the game states that you can do something as a bonus action. You 
otherwise don’t have a bonus action to take. You may also consume potions. 

You can take only one bonus action on your turn, so you must choose which bonus action 
to use when you have more than one available. 

You choose when to take a bonus action during your turn, unless the bonus action’s 
timing is specified, and anything that deprives you of your ability to take actions also 
prevents you from taking a bonus action. 
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Other Activity on Your Turn 


Your turn can include a variety of flourishes that require neither your action nor your 
move. 

You can communicate however you are able, through brief utterances and gestures, as 
you take your turn. 

You can also interact with one object or feature of the environment for free, during either 
your move or your action. For example, you could open a door during your move as you 
stride toward a foe, or you could draw your weapon as part of the same action you use to 
attack. 

If you want to interact with a second object, you need to use your action. Some magic 
items and other special objects always require an action to use, as stated in their 
descriptions. 

The DM might require you to use an action for any of these activities when it needs 
special care or when it presents an unusual obstacle. For instance, the DM could 
reasonably expect you to use an action to open a stuck door or turn a crank to lower a 
drawbridge. 


Reactions 


Certain special abilities, spells, and situations allow you to take a special action called a 
reaction. A reaction is an instant response to a trigger of some kind, which can occur on 
your turn or on someone else’s. The opportunity attack, described later in this chapter, is 
the most common type of reaction. 

When you take a reaction, you can’t take another one until the start of your next turn. If 
the reaction interrupts another creature’s turn, that creature can continue its turn right 
after the reaction. 


Movement and Position 


In combat, characters and monsters are in constant motion, often using movement and 
position to gain the upper hand. 


Interacting with Objects Around You 


Here are a few examples of the sorts of thing you can do in tandem with your movement 
and action: 

* open or close a door 

¢ withdraw a potion from your backpack 

¢ pick up a dropped axe 

¢ take a bauble from a table 
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* remove a ring from your finger 

¢ stuff some food into your mouth 

e plant a banner in the ground 

¢ fish a few coins from your belt pouch 

e drink all the ale in a flagon 

¢ throw a lever or a switch 

e pull a torch from a sconce 

¢ take a book from a shelf you can reach 

¢ extinguish a small flame 

¢ don a mask 

¢ pull the hood of your cloak up and over your head 

¢ put your ear to a door 

e kick a small stone 

¢ turn a key in a lock 

¢ tap the floor with a 10-foot pole 

e hand an item to another character 

On your turn, you can move a distance up to your speed. You can use as much or as little 
of your speed as you like on your turn, following the rules here. 

Your movement can include jumping, climbing, and swimming. These different modes of 
movement can be combined with walking, or they can constitute your entire move. 
However you’re moving, you deduct the distance of each part of your move from your 
speed until it is used up or until you are done moving. 

The “Special Types of Movement” section in chapter 8 gives the particulars for jumping, 
climbing, and swimming. 


Breaking Up Your Move 


You can break up your movement on your turn, using some of your speed before and 
after your action. For example, if you have a speed of 30 feet, you can move 10 feet, take 
your action, and then move 20 feet. 

Moving between Attacks If you take an action that includes more than one weapon 
attack, you can break up your movement even further by moving between those attacks. 
For example, a fighter who can make two attacks with the Extra Attack feature and who 
has a speed of 25 feet could move 10 feet, make an attack, move 15 feet, and then attack 
again. 


Using Different Speeds 


If you have more than one speed, such as your walking speed and a flying speed, you can 
switch back and forth between your speeds during your move. Whenever you switch, 
subtract the distance you've already moved from the new speed. The result determines 
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how much farther you can move. If the result is 0 or less, you can’t use the new speed 
during the current move. 

For example, if you have a speed of 30 and a flying speed of 60 because a wizard cast the 
fly spell on you, you could fly 20 feet, then walk 10 feet, and then leap into the air to fly 
30 feet more. 


Difficult Terrain 


Combat rarely takes place in bare rooms or on featureless plains. Boulder-strewn caverns, 
briar- choked forests, treacherous staircases—the setting of a typical fight contains 
difficult terrain. 

Every foot of movement in difficult terrain costs 1 extra foot. This rule is true even if 
multiple things in a space count as difficult terrain. 

Low furniture, rubble, undergrowth, steep stairs, snow, and shallow bogs are examples of 
difficult terrain. The space of another creature, whether hostile or not, also counts as 
difficult terrain. 


Being Prone 


Combatants often find themselves lying on the ground, either because they are knocked 
down or because they throw themselves down. In the game, they are prone, 

a condition described in appendix A. 

You can drop prone without using any of your speed. Standing up takes more effort; 
doing so costs an amount of movement equal to half your speed. For example, if your 
speed is 30 feet, you must spend 15 feet of movement to stand up. You can’t stand up if 
you don’t have enough movement left or if your speed is 0. 

To move while prone, you must crawl or use magic such as teleportation. Every foot of 
movement while crawling costs 1 extra foot. Crawling 1 foot in difficult terrain, 
therefore, costs 3 feet of movement. 


Moving Around Other Creatures 


You can move through a nonhostile creature’s space. In contrast, you can move through a 
hostile creature's space only if the creature is at least two sizes larger or smaller than you. 
Remember that another creature’s space is difficult terrain for you. 

Whether a creature is a friend or an enemy, you can’t willingly end your move in its 
space. 

If you leave a hostile creature’s reach during your move, you provoke an opportunity 
attack, as explained later in the chapter. 


Flying Movement 
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Flying creatures enjoy many benefits of mobility, but they must also deal with the danger 
of falling. If a flying creature is knocked prone, has its speed reduced to 0, or is otherwise 
deprived of the ability to move, the creature falls, unless it has the ability to hover or it is 
being held aloft by magic, such as by the fly spell. 


Creature Size 


Each creature takes up a different amount of space. The Size Categories table shows how 
much space a creature of a particular size controls in combat. Objects sometimes use the 
same size categories. 


Size Categories 


Tiny 21/2 by 2 1/2 ft 

Small 5 by 5 ft. 

Medium 5 by 5 ft. 

Large 10 by 10 ft. 

Huge 15 by 15 ft. 

Gargantuan 20 by 20 ft. or larger 


Space 

A creature's space is the area in feet that it effectively 

controls in combat, not an expression of its physical dimensions. A typical Medium 
creature isn't 5 feet wide, for example, but it does control a space that wide. If a Medium 
hobgoblin stands in a 5-foot-wide doorway, other creatures can’t get through unless the 
hobgoblin lets them. 

A creature’s space also reflects the area it needs to fight effectively. For that reason, 
there’s a limit to the number of creatures that can surround another creature in combat. 
Assuming Medium combatants, eight creatures can fit in a 5-foot radius around another 
one. 

Because larger creatures take up more space, fewer of them can surround a creature. 


Squeezing into a Smaller Space 


A creature can squeeze through a space that is large enough for a creature one size 
smaller than it. Thus, a Large creature can squeeze through a passage that's only 5 feet 
wide. While squeezing through a space, a creature must spend | extra foot for every foot 
it moves there, and it has disadvantage on attack rolls and Dexterity saving throws. 
Attack rolls against the creature have advantage while it’s in the smaller space. 
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Actions in Combat 


When you take your action on your turn, you can take one of the actions presented here, 
an action you gained from your class or a special feature, or an action that you improvise. 
Many monsters have action options of their own in their stat blocks. 

When you describe an action not detailed elsewhere in the rules, the DM tells you 
whether that action is possible and what kind of roll you need to make, if any, to 
determine success or failure. 


Attack 


The most common action to take in combat is the Attack action, whether you are 
swinging a sword, firing an arrow from a bow, or brawling with your fists. 

With this action, you make one melee or ranged attack. See the “Making an Attack” 
section for the rules that govern attacks. 

Certain features, such as the Extra Attack feature of the fighter, allow you to make more 
than one attack with this action. 


Cast a Spell 


Spellcasters such as wizards and clerics, as well as many monsters, have access to spells 
and can use them to great effect in combat. Each spell has a casting time, which specifies 
whether the caster must use an action, a reaction, minutes, or even hours to cast the spell. 
Casting a spell is, therefore, not necessarily an action. Most spells do have a casting time 
of 1 action, so a spellcaster often uses his or her action in combat to cast such a spell. See 
chapter 10 for the rules on spellcasting. 


Dash 


When you take the Dash action, you gain extra movement for the current turn. The 
increase equals your speed, after applying any modifiers. With a speed of 30 feet, for 
example, you can move up to 60 feet on your turn if you dash. 

Any increase or decrease to your speed changes this additional movement by the same 
amount. If your speed of 30 feet is reduced to 15 feet, for instance, you can move up to 
30 feet this turn if you dash. 


Disengage 


If you take the Disengage action, your movement doesn’t provoke opportunity attacks for 
the rest of the turn. 
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Dodge 


When you take the Dodge action, you focus entirely on avoiding attacks. Until the start of 
your next turn, any attack roll made against you has disadvantage if you can see the 
attacker, and you make Dexterity saving throws with advantage. You lose this benefit if 
you are incapacitated (as explained in appendix A) or if your speed drops to 0. 


Help 


You can lend your aid to another creature in the completion of a task. When you take the 
Help action, the creature you aid gains advantage on the next ability check it makes to 
perform the task you are helping with, provided that it makes the check before the start of 
your next turn. 

Alternatively, you can aid a friendly creature in attacking a creature within 5 feet of you. 
You feint, distract the target, or in some other way team up to make your ally’s attack 
more effective. If your ally attacks the target before your next turn, the first attack roll is 
made with advantage. 


Hide 
When you take the Hide action, you make a Dexterity (Stealth) check in an attempt to 


hide, following the rules in chapter 7 for hiding. If you succeed, you gain certain benefits, 
as described in the “Unseen Attackers and Targets” section later in this chapter. 


Improvising an Action 


Your character can do things not covered by the actions in this chapter, such as breaking 
down doors, intimidating enemies, sensing weaknesses in magical defenses, or calling for 
a parley with a foe. The only limits to the actions you can attempt are your imagination 
and your character’s ability scores. See the descriptions of the ability scores in chapter 7 
for inspiration as you improvise. 

When you describe an action not detailed elsewhere in the rules, the DM tells you 
whether that action is possible and what kind o f roll you need to make, if any, to 
determine success or failure. 


Ready 


Sometimes you want to get the jump on a foe or wait for a particular circumstance before 
you act. To do so, you can take the Ready action on your turn so that you can act later in 
the round using your reaction. 

First, you decide what perceivable circumstance will trigger your reaction. Then, you 
choose the action you will take in response to that trigger, or you choose to move up to 
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your speed in response to it. Examples include “If the cultist steps on the trapdoor, Ill 
pull the lever that opens it,” and “If the goblin steps next to me, I move away.” 

When the trigger occurs, you can either take your reaction right after the trigger finishes 
or ignore the trigger. Remember that you can take only one reaction per round. 

When you ready a spell, you cast it as normal but hold its energy, which you release with 
your reaction when the trigger occurs. To be readied, a spell must have a casting time of 1 
action, and holding onto the spell’s magic requires concentration (explained in chapter 
10). If your concentration is broken, the spell dissipates without taking effect. For 
example, if you are concentrating on the web spell and ready magic missile, your web 
spell ends, and if you take damage before 

you release magic missile with your reaction, your concentration might be broken. 


Search 


When you take the Search action, you devote your attention to finding something. 
Depending on the nature of your search, the DM might have you make a W isdom 
(Perception) check or an Intelligence (Investigation) check. 


Use an Object 


You normally interact with an object while doing something else, such as when you draw 
a sword as part of an attack. When an object requires your action for 

its use, you take the Use an Object action. This action 

is also useful when you want to interact with more than one object on your turn. 


Making an Attack 


Whether you’re striking with a melee weapon, firing a weapon at range, or making an 
attack roll as part of a spell, an attack has a simple structure. 

1. Choose a target. Pick a target within your attack’s range: a creature, an object, or a 
location. 

2. Determine modifiers. The DM determines whether the target has cover and whether 
you have advantage or disadvantage against the target. In addition, spells, special 
abilities, and other effects can apply penalties or bonuses to your attack roll. 

3. Resolve the attack. You make the attack roll. On a hit, you roll damage, unless the 
particular attack has rules that specify otherwise. Some attacks cause special effects in 
addition to or instead of damage. 

If there’s ever any question whether something you’re doing counts as an attack, the rule 
is simple: if you’re making an attack roll, you’re making an attack. 


Attack Rolls 
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When you make an attack, your attack roll determines whether the attack hits or misses. 
To make an attack roll, roll a d20 and add the appropriate modifiers. If the total of the roll 
plus modifiers equals or exceeds the target’s Armor Class (AC), the attack hits. The AC of 
a character is determined at character creation, whereas the AC of a monster is in its stat 
block. 


Modifiers to the Roll 


When a character makes an attack roll, the two most common modifiers to the roll are an 
ability modifier and the character’s proficiency bonus. When a monster makes an attack 
roll, it uses whatever modifier is provided in its stat block. 

AbilityModifier. The ability modifier used for a melee weapon attack is Strength, and the 
ability modifier used for a ranged weapon attack is Dexterity. Weapons that have the 
finesse or thrown property break this rule. 

Some spells also require an attack roll. The ability modifier used for a spell attack 
depends on the spellcasting ability o f the spellcaster, as explained 

in chapter 10. 

Proficiency Bonus. You add your proficiency bonus to your attack roll when you attack 
using a weapon with which you have proficiency, as well as when you attack with a spell. 


Rolling lor20 


Sometimes fate blesses or curses a combatant, causing the novice to hit and the veteran to 
miss. 

If the d20 roll for an attack is a 20, the attack hits regardless of any modifiers or the 
target’s AC. In addition, the attack is a critical hit, as explained later in this chapter. 

If the d20 roll for an attack is a 1, the attack misses regardless of any modifiers or the 
target’s AC. 


Unseen Attackers and Targets 


Combatants often try to escape their foes’ notice by hiding, casting the invisibility spell, 
or lurking in darkness. 

When you attack a target that you can’t see, you have disadvantage on the attack roll. 
This is true whether you’re guessing the target’s location or you’re targeting a creature 
you can hear but not see. If the target isn’t in the location you targeted, you automatically 
miss, but the DM typically just says that the attack missed, not whether you guessed the 
target’s location correctly. 

When a creature can’t see you, you have advantage on attack rolls against it. 

If you are hidden—both unseen and unheard—when you make an attack, you give away 
your location when the attack hits or misses. 
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RangedAttacks 


When you make a ranged attack, you fire a bow or a crossbow, hurl a handaxe, or 
otherwise send projectiles to strike a foe at a distance. A monster might shoot spines from 
its tail. Many spells also involve making a ranged attack. 


Range 


You can make ranged attacks only against targets within a specified range. 

If a ranged attack, such as one made with a spell, has a single range, you can’t attack a 
target beyond this range. 

Some ranged attacks, such as those made with a longbow or a shortbow, have two ranges. 
The smaller number is the normal range, and the larger number is the long range. Your 
attack roll has disadvantage when your target is beyond normal range, and you can’t 
attack a target beyond the long range. 


Ranged Attacks in Close Combat 


Aiming a ranged attack is more difficult when a foe is next to you. When you make a 
ranged attack with a weapon, a spell, or some other means, you have disadvantage on the 
attack roll if you are within 5 feet of a hostile creature who can see you and who isn’t 
incapacitated. 


MeleeAttacks 


Used in hand-to-hand combat, a melee attack allows you to attack a foe within your 
reach. A melee attack typically uses a handheld weapon such as a sword, 

a warhammer, or an axe. A typical monster makes a melee attack when it strikes with its 
claws, horns, teeth, tentacles, or other body part. A few spells also involve making a 
melee attack. 

Most creatures have a 5-foot reach and can thus attack targets within 5 feet of them when 
making a melee attack. Certain creatures (typically those larger than Medium) have melee 
attacks with a greater reach than 5 feet, as noted in their descriptions. 

When you are unarmed, you can fight in melee by making an unarmed strike, as shown 
in the weapon table in chapter 5. 


OpportunityAttacks 


In a fight, everyone is constantly watching for enemies to drop their guard. You can rarely 
move heedlessly past your foes without putting yourself in danger; doing so provokes an 
opportunity attack. 
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You can make an opportunity attack when a hostile creature that you can see moves out 
of your reach. To make the opportunity attack, you use your reaction to make one melee 
attack against the provoking attacker 


Contests in Combat 


Battle often involves pitting your prowess against that of your foe. Such a challenge is 
represented by a contest. This section includes the most common contests that require an 
action in combat: grappling and shoving a creature. The DM can use these contests as 
models for improvising others. 

creature. The attack interrupts the provoking creature’s movement, occurring right before 
the creature leaves your reach. 

You can avoid provoking an opportunity attack by taking the Disengage action. You also 
don’t provoke an opportunity attack when you teleport or when someone or something 
moves you without using your movement, action, or reaction. For example, you don’t 
provoke an opportunity attack if an explosion hurls you out of a foe’s reach or if gravity 
causes you to fall past an enemy. 


Two-Weapon Fighting 

When you take the Attack action and attack with a light melee weapon that you’re 
holding in one hand, you can use a bonus action to attack with a different light melee 
weapon that you’re holding in the other hand. You don’t add your ability modifier to the 
damage of the bonus attack, unless that modifier is negative. 

If either weapon has the thrown property, you can throw the weapon, instead of making a 
melee attack with it. 


Grappling 

When you want to grab a creature or wrestle with it, you can use the Attack action to 
make a special melee attack, a grapple. If you’re able to make multiple attacks with the 
Attack action, this attack replaces one of them. 

The target of your grapple must be no more than one size larger than you, and it must be 
within your reach. Using at least one free hand, you try to seize the target by making a 
grapple check, a Strength (Athletics) check contested by the target’s Strength (Athletics) 
or Dexterity (Acrobatics) check (the target chooses the ability to use). If you succeed, you 
subject the target to the grappled condition (see appendix A). The condition specifies the 
things that end it, and you can release the target whenever you like (no action required). 
Escaping a Grapple. A grappled creature can use its action to escape. To do so, it must 
succeed on a Strength (Athletics) or Dexterity (Acrobatics) check contested by your 
Strength (Athletics) check. 
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Moving a Grappled Creature. When you move, you can drag or carry the grappled 
creature with you, but your speed is halved, unless the creature is two or more sizes 
smaller than you. 


Shoving a Creature 


Using the Attack action, you can make a special melee attack to shove a creature, either 
to knock it prone or push it away from you. If you’re able to make multiple attacks with 
the Attack action, this attack replaces one of them. 

The target of your shove must be no more than one size larger than you, and it must be 
within your reach. You make a Strength (Athletics) check contested by the target’s 
Strength (Athletics) or Dexterity (Acrobatics) check (the target chooses the ability to 
use). If you win the contest, you either knock the target prone or push it 5 feet away from 
you. 


Cover 


Walls, trees, creatures, and other obstacles can provide cover during combat, making a 
target more difficult to harm. A target can benefit from cover only when an attack or other 
effect originates on the opposite side of the cover. 

There are three degrees of cover. If a target is behind multiple sources of cover, only the 
most protective degree of cover applies; the degrees aren't added together. For example, if 
a target is behind a creature that gives half cover and a tree trunk that gives three- 
quarters cover, the target has three-quarters cover. 

A target with half cover has a +2 bonus to AC and Dexterity saving throws. A target has 
half cover if an obstacle blocks at least half of its body. The obstacle might be a low wall, 
a large piece of furniture, a narrow tree trunk, or a creature, whether that creature is an 
enemy or a friend. 

A target with three-quarters cover has a +5 bonus to AC and Dexterity saving throws. A 
target has three- quarters cover if about three-quarters of it is covered by an obstacle. The 
obstacle might be a portcullis, an arrow slit, or a thick tree trunk. 

A target with total cover can’t be targeted directly by an attack or a spell, although some 
spells can reach such a target by including it in an area of effect. A target has total cover if 
it is completely concealed by an obstacle. 


Damage and Healing 


Injury and the risk of death are constant companions of those who explore the worlds of 
D&D. The thrust of a sword, a well-placed arrow, or a blast of flame from a fireball spell 
all have the potential to damage, or even kill, the hardiest of creatures. 

Hit Points 
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Hit points represent a combination of physical and mental durability, the will to live, and 
luck. Creatures with more hit points are more difficult to kill. Those with fewer hit points 
are more fragile. 

A creature’s current hit points (usually just called hit points) can be any number from the 
creature’s hit point maximum down to 0. This number changes frequently as a creature 
takes damage or receives healing. 

Whenever a creature takes damage, that damage is subtracted from its hit points. The loss 
of hit points has no effect on a creature’s capabilities until the creature drops to 0 hit 
points. 


Damage Rolls 


Each weapon, spell, and harmful monster ability specifies the damage it deals. You roll 
the damage die or dice, add any modifiers, and apply the damage to your target. Magic 
weapons, special abilities, and other factors can grant a bonus to damage. 

When attacking with a weapon, you add your ability modifier—the same modifier used 
for the attack roll— to the damage. A spell tells you which dice to roll for damage and 
whether to add any modifiers. 

If a spell or other effect deals damage to more than one target at the same time, roll the 
damage once for all of them. For example, when a wizard casts fireball or a cleric casts 
flame strike, the spell’s damage is rolled once for all creatures caught in the blast. 


Critical Hits 


When you score a critical hit, you get to roll extra dice for the attack’s damage against the 
target. Roll all of the attack’s damage dice twice and add them together. Then add any 
relevant modifiers as normal. To speed up play, you can roll all the damage dice at once. 
For example, if you score a critical hit with a dagger, roll 2d4 for the damage, rather than 
1d4, and then add your relevant ability modifier. If the attack involves other damage dice, 
such as from the rogue’s Sneak Attack feature, you roll those dice twice as well. 


Damage Types 


Different attacks, damaging spells, and other harmful effects deal different types of 
damage. Damage types have no rules of their own, but other rules, such as damage 
resistance, rely on the types. 

The damage types follow, with examples to help a DM assign a damage type to a new 
effect. 

Acid. The corrosive spray of a black dragon’s breath and the dissolving enzymes secreted 
by a black pudding deal acid damage. 
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Bludgeoning. Blunt force attacks—hammers, falling, constriction, and the like—deal 
bludgeoning damage. 

Cold. The infernal chill radiating from an ice devil’s spear and the frigid blast of a white 
dragon’s breath deal cold damage. 

Fire. Red dragons breathe fire, and many spells conjure flames to deal fire damage. 
Force. Force is pure magical energy focused into a damaging form. Most effects that deal 
force damage are spells, including magic missile and spiritual weapon. 

Lightning. A lightning bolt spell and a blue dragon’s breath deal lightning damage. 
Necrotic. Necrotic damage, dealt by certain undead and a spell such as chill touch, 
withers matter and even the soul. 

Piercing. Puncturing and impaling attacks, including spears and monsters’ bites, deal 
piercing damage. 

Poison. Venomous stings and the toxic gas of a green dragon’s breath deal poison 
damage. 

Psychic. Mental abilities such as a mind flayer’s psionic blast deal psychic damage. 
Radiant. Radiant damage, dealt by a cleric’s flame strike spell or an angel’s smiting 
weapon, sears the flesh like fire and overloads the spirit with power. 

Slashing. Swords, axes, and monsters’ claws deal slashing damage. 

Thunder. A concussive burst of sound, such as the effect of the thunderwave spell, deals 
thunder damage. 


Damage Resistance and Vulnerability 


Some creatures and objects are exceedingly difficult or unusually easy to hurt with 
certain types of damage. 

If a creature or an object has resistance to a damage type, damage of that type is halved 
against it. If a creature or an object has vulnerability to a damage type, damage of that 
type is doubled against it. 

Resistance and then vulnerability are applied after all other modifiers to damage. For 
example, a creature has resistance to bludgeoning damage and is hit by an attack that 
deals 25 bludgeoning damage. The creature is also within a magical aura that reduces all 
damage by 5. The 25 damage is first reduced by 5 and then halved, so the creature takes 
10 damage. 

Multiple instances of resistance or vulnerability that affect the same damage type count as 
only one instance. For example, if a creature has resistance to fire damage as well as 
resistance to all nonmagical damage, the damage of a nonmagical fire is reduced by half 
against the creature, not reduced by three-quarters. 


Healing 
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Unless it results in death, damage isn’t permanent. Even death is reversible through 
powerful magic. Rest can restore a creature's hit points (as explained in chapter 8), and 
magical methods such as a cure wounds spell or a potion of healing can remove damage 
in an instant. 

When a creature receives healing of any kind, hit points regained are added to its current 
hit points. A creature’s hit points can’t exceed its hit point maximum, so any hit points 
regained in excess of this number are lost. For example, a druid grants a ranger 8 hit 
points of healing. If the ranger has 14 current hit points and has a hit point maximum of 
20, the ranger regains 6 hit points from the druid, not 8. 

A creature that has died can’t regain hit points until magic such as the revivify spell has 
restored it to life. 


Dropping to 0HitPoints 


When you drop to 0 hit points, you either die outright or fall unconscious, as explained in 
the following sections. 


Instant Death 


Massive damage can kill you instantly. When damage reduces you to 0 hit points and 
there is damage remaining, you die if the remaining damage equals or exceeds your hit 
point maximum. 

For example, a cleric with a maximum of 12 hit points currently has 6 hit points. If she 
takes 18 damage from an attack, she is reduced to 0 hit points, but 12 damage remains. 
Because the remaining damage equals her hit point maximum, the cleric dies. 


Falling Unconscious 


If damage reduces you to 0 hit points and fails to kill you, you fall unconscious. This 
unconsciousness ends if you regain any hit points. 


Describing the Effects of Damage 

Dungeon Masters describe hit point loss in different ways. When your current hit point 
total is half or more o f your hit point maximum, you typically show no signs of injury. 
When you drop below half your hit point maximum, you show signs o f wear, such as 
cuts and bruises. An attack that reduces you to 0 hit points strikes you directly, leaving a 
bleeding injury or other trauma, or it simply knocks you unconscious. 


Death Saving Throws 
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Whenever you start your turn with 0 hit points, you must make a special saving throw, 
called a death saving throw, to determine whether you creep closer to death or hang onto 
life. Unlike other saving throws, this one isn’t tied to any ability score. You are in the 
hands of fate now, aided only by spells and features that improve your chances of 
succeeding on a saving throw. 

Roll a d20. If the roll is 10 or higher, you succeed. Otherwise, you fail. A success or 
failure has no effect by itself. On your third success, you become stable (see below). On 
your third failure, you die. The successes and failures don't need to be consecutive; keep 
track of both until you collect three of a kind. The number of both is reset to zero when 
you regain any hit points or become stable. 


Rolling 1 or 20. 


When you make a death saving throw and roll a | on the d20, it counts as two failures. If 
you roll a 20 on the d20, you regain | hit point. 


Damage at OHitPoints. 


If you take any damage while you have 0 hit points, you suffer a death saving throw 
failure. If the damage is from a critical hit, you suffer two failures instead. If the damage 
equals or exceeds your hit point maximum, you suffer instant death. 


Stabilizing a Creature 


The best way to save a creature with 0 hit points is to heal it. If healing is unavailable, the 
creature can at least be stabilized so that it isn’t killed by a failed death saving throw. 

You can use your action to administer first aid to an unconscious creature and attempt to 
stabilize it, which requires a successful DC 10 Wisdom (Medicine) check. 

A stable creature doesn’t make death saving throws, even though it has 0 hit points, but it 
does remain unconscious. The creature stops being stable, and must start making death 
saving throws again, if it takes any damage. A stable creature that isn’t healed regains 

1 hit point after 1d4 hours. 


Monsters and Death 


Most DMs have a monster die the instant it drops to 0 hit points, rather than having it fall 
unconscious and make death saving throws. 

Mighty villains and special nonplayer characters are common exceptions; the DM might 
have them fall unconscious and follow the same rules as player characters. 


Knocking a Creature Out 
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Sometimes an attacker wants to incapacitate a foe, rather than deal a killing blow. When 
an attacker reduces a creature to 0 hit points with a melee attack, the attacker can knock 
the creature out. The attacker can make this choice the instant the damage is dealt. The 
creature falls unconscious and is stable. 


Temporary Hit Points 


Some spells and special abilities confer temporary hit points to a creature. Temporary hit 
points aren’t actual hit points; they are a buffer against damage, a pool of hit points that 
protect you from injury. 

When you have temporary hit points and take damage, the temporary hit points are lost 
first, and any leftover damage carries over to your normal hit points. For example, if you 
have 5 temporary hit points and take 

7 damage, you lose the temporary hit points and then take 2 damage. 

Because temporary hit points are separate from your actual hit points, they can exceed 
your hit point maximum. A character can, therefore, be at full hit points and receive 
temporary hit points. 

Healing can’t restore temporary hit points, and they can’t be added together. If you have 
temporary hit points and receive more of them, you decide whether to keep the ones you 
have or to gain the new ones. For example, if a spell grants you 12 temporary hit points 
when you already have 10, you can have 12 or 10, not 22. 

If you have 0 hit points, receiving temporary hit points doesn’t restore you to 
consciousness or stabilize you. They can still absorb damage directed at you while you’re 
in that state, but only true healing can save you. 

Unless a feature that grants you temporary hit points has a duration, they last until they’re 
depleted or you finish a long rest. 


Mounted Combat 


A knight charging into battle on a warhorse, a wizard casting spells from the back of a 
griffon, or a cleric soaring through the sky on a pegasus all enjoy the benefits of speed 
and mobility that a mount can provide. 

A willing creature that is at least one size larger than you and that has an appropriate 
anatomy can serve as a mount, using the following rules. 


Mounting and Dismounting 


Once during your move, you can mount a creature that is within 5 feet of you or 
dismount. Doing so costs an amount of movement equal to half your speed. For example, 
if your speed is 30 feet, you must spend 15 feet of movement to mount a horse. 
Therefore, you can’t mount it if you don’t have 15 feet of movement left or if your speed 
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is O. 

If an effect moves your mount against its will while you’re on it, you must succeed on a 
DC 10 Dexterity saving throw or fall off the mount, landing prone in a space within 5 feet 
of it. If you’re knocked prone while mounted, you must make the same saving throw. 

If your mount is knocked prone, you can use your reaction to dismount it as it falls and 
land on your feet. Otherwise, you are dismounted and fall prone in a space within 5 feet 
it: 


Controlling a Mount 


While you're mounted, you have two options. You can either control the mount or allow it 
to act independently. Intelligent creatures, such as dragons, act independently. 

You can control a mount only if it has been trained to accept a rider. Domesticated horses, 
donkeys, and similar creatures are assumed to have such training. The initiative of a 
controlled mount changes to match yours when you mount it. It moves as you direct it, 
and it has only three action options: Dash, Disengage, and Dodge. A controlled mount 
can move and act even on the turn that you mount it. 

An independent mount retains its place in the initiative order. Bearing a rider puts no 
restrictions on the actions the mount can take, and it moves and acts as it wishes. It might 
flee from combat, rush to attack and devour a badly injured foe, or otherwise act against 
your wishes. 

In either case, if the mount provokes an opportunity attack while you’re on it, the attacker 
can target you or the mount. 


Underwater Combat 


When adventurers pursue Creatures back to their undersea homes, fight off sharks in an 
ancient shipwreck, or find themselves in a flooded dungeon room, they must fight in a 
challenging environment. Underwater the following rules apply. 

When making a melee weapon attack, a creature that doesn’t have a swimming speed 
(either natural or granted by magic) has disadvantage on the attack roll unless the weapon 
is a dagger, javelin, shortsword, spear, or trident. 

A ranged weapon attack automatically misses a target beyond the weapon’s normal 
range. Even against a target within normal range, the attack roll has disadvantage unless 
the weapon is a crossbow, a net, or a weapon that is thrown like a javelin (including a 
spear, trident, or dart). 

Creatures and objects that are fully immersed in water have resistance to fire damage. 
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CHAPTER LO: SPELL CASTING 
What Is a Spell? 


A spell is a discrete magical effect. Spells tap into the magicka reserves of the caster. 
Magicka is present in all living beings in the Elder Scrolls universe as well as in the 
universe itself. All sentient beings are able to use magicka but to different efficiencies. A 
Nord may not be as effective with magic as a High Elf. Beings with higher magicka pools 
may choose to become a Mage and study the arcane arts. Those who do this will be able 
to cast magic with greater results than a non mage. 

Spells can be versatile tools, weapons, or protective wards. They can deal damage or 
undo it, impose or remove conditions, drain life energy away, and restore life to the dead. 
Uncounted thousands of spells have been created over the course of Tamriel’s history, 
and many of them are long forgotten. Some might yet lie recorded in crumbling 
spellbooks hidden in ancient ruins or trapped in the realms of Oblivion. Or they might 
someday be reinvented by a character who has amassed enough power and wisdom to do 
sO. 


Spell Level 


Every spell has a level from 0 to 9. A spell’s level is a general indicator of how powerful 
it is, with the lowly (but still impressive) magic missile at 1st level and the earth-shaking 
wish at 9th. Cantrips—simple but powerful spells that characters can cast almost by rote- 
are level 0. The higher a spell’s level, the higher level a spellcaster must be to use that 
spell. 

Spell level and character level don’t correspond directly. Typically, a character has to be 
at least 17th level, not 9th level, to cast a 9th-level spell. 





N=) | Cantrip 1 


Magicka | 1 2 3 5 6 7 9 10 11 13 
cost 


Known Spells 


Before a spellcaster can use a spell, he or she must have the spell firmly fixed in mind, or 
must have access to the spell in a magic item. The same thing is true of many magic- 
using monsters. 


No Wizard Can Learn Every Last Spell 


Spells found by a wizard in game require an Arcana check to learn. The DC of this check 
is 15+the spell’s level. Failing by 5 or more means learning the spell cannot be 
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reattempted for 6 months, while anything above that you must wait 1 week per point 
below the DC. Learning takes a day for cantrips, or the level of the spell +1d4 days. 


Casting in Armor 


Because of the mental focus and precise gestures required for spellcasting, you must be 
proficient with the armor you are wearing to cast a spell. You are otherwise too distracted 
and physically hampered by your armor for spellcasting. 

In every case, the number of spells a caster can have fixed in mind at any given time 
depends on the character’s level. 


Magicka 

Regardless of how many spells a caster knows or prepares, he or she can cast only a 
limited number of spells before resting. 

When a character casts a spell, he or she uses the magicka cost of that spell’s level or 
higher. You can think of it as drinking out of a water bottle each sip depletes the bottle a 
little more but bigger sips deplete the bottle more than smaller ones. 

Finishing a long rest restores your magicka reserves. 

Some characters and monsters have special abilities that let them cast spells without 
using magicka. 


Casting a Spell at a Higher Level 


When a spellcaster casts a spell using a slot that is of a higher level than the spell, the 
spell assumes the higher level for that casting. For instance, if Dave casts magic missile 
as 2nd-level spell, that magic missile is 2nd level. Effectively, the spell expands to fill the 
level it is put into. 

Some spells, such as magic missile and cure wounds, have more powerful effects when 
cast at a higher level, as detailed in a spell’s description. 


Cantrips 


A cantrip is a spell that can be cast at will, without using a spell slot and without being 
prepared in advance. Repeated practice has fixed the spell in the caster’s mind and 
infused the caster with the magic needed to produce the effect over and over. A cantrip’s 
spell level is 0. 


Rituals 
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Certain spells have a special tag: ritual. Such a spell can be cast following the normal 
rules for spellcasting, or the spell can be cast as a ritual. The ritual version of a spell takes 
10 minutes longer to cast than normal. 

It also doesn’t expend magicka, which means the ritual version of a spell can’t be cast at 
a higher level. To cast a spell as a ritual, a spellcaster must have a feature that grants the 
ability to do so. The caster must also have the spell on his or her list of spells known, 
unless the character’s ritual feature specifies otherwise. 


Casting a Spell 


When a character casts any spell, the same basic rules are followed, regardless of the 
character’s class or the spell’s effects. 

Each spell description in chapter 11 begins with a block of information, including the 
spell’s name, level, school of magic, casting time, range, components, and duration. The 
rest of a spell entry describes the spell’s effect. 


Casting Time 


Most spells require a single action to cast, but some spells require a bonus action, a 
reaction, or much more time to cast. 


BonusAction 


A spell cast with a bonus action is especially swift. You must use a bonus action on your 
turn to cast the spell, provided that you haven’t already taken a bonus action that turn. 
You can’t cast another spell during the same turn, except for a cantrip with a casting time 
of 1 action. 


Reactions 


Some spells can be cast as reactions. These spells take a fraction of a second to bring 
about and are cast in response to some event. If a spell can be cast as a reaction, the spell 
description tells you exactly when you can do so. 


Longer Casting Times 


Certain spells (including spells cast as rituals) require more time to cast: minutes or even 
hours. When you cast a spell with a casting time longer than a single action or reaction, 
you must spend your action each turn casting the spell, and you must maintain your 
concentration while you do so (see “Concentration” below). If your concentration is 
broken, the spell fails, but you don’t expend a spell slot. If you want to try casting the 
spell again, you must start over. 
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Range 


The target of a spell must be within the spell’s range. For a spell like magic missile, the 
target is a creature. For a spell like fireball, the target is the point in space where the ball 
of fire erupts. 

Most spells have ranges expressed in feet. Some spells can target only a creature 
(including you) that you touch. Other spells, such as the shield spell, affect only you. 
These spells have a range of self. 

Spells that create cones or lines of effect that originate from you also have a range of self, 
indicating that the origin point of the spell’s effect must be you (see “Areas of Effect” 
later in the this chapter). 

Certain spells have a special tag: ritual. Such a spell can be cast following the normal 
rules for spellcasting, or the spell can be cast as a ritual. The ritual version of a spell takes 
10 minutes longer to cast than normal. 

Once a spell is cast, its effects aren’t limited by its range, unless the spell’s description 
says otherwise. 


Components 


A spell’s components are the physical requirements you must meet in order to cast it. 
Each spell’s description indicates whether it requires verbal (V), somatic (S), or material 
(M) components. If you can’t provide one or more of a spell’s components, you are 
unable to cast the spell. 


Verbal (V ) 


Most spells require the chanting of mystic words. The words themselves aren’t the source 
of the spell’s power; rather, the particular combination of sounds, with specific pitch and 
resonance, sets the threads of magic in motion. Thus, a character who is gagged or in an 
area of silence, such as one created by the silence spell, can’t cast a spell with a verbal 
component. 


Somatic (S) 


Spellcasting gestures might include a forceful gesticulation or an intricate set of gestures. 
If a spell requires a somatic component, the caster must have free use of at least one hand 
to perform these gestures. 


Material (M) 
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Casting some spells requires particular objects, specified in parentheses in the component 
entry. A character can use a component pouch or a spellcasting focus (found in chapter 
5) in place of the components specified for a spell. But if a cost is indicated for a 
component, a character must have that specific component before he or she can cast the 
spell. 

If a spell states that a material component is consumed by the spell, the caster must 
provide this component for each casting of the spell. 

A spellcaster must have a hand free to access these components, but it can be the same 
hand that he or she uses to perform somatic components. 


Duration 


A spell's duration is the length of time the spell persists. A duration can be expressed in 
rounds, minutes, hours, or even years. Some spells specify that their effects last until the 
spells are dispelled or destroyed. 


Instantaneous 


Many spells are instantaneous. The spell harms, heals, creates, or alters a creature or an 
object in a way that can’t be dispelled, because its magic exists only for an instant. 


Concentration 


Some spells require you to maintain concentration in order to keep their magic active. If 
you lose concentration, such a spell ends. 

If a spell must be maintained with concentration, that fact appears in its Duration entry, 
and the spell specifies how long you can concentrate on it. You can end concentration at 
any time (no action required). 

Normal activity, such as moving and attacking, doesn’t interfere with concentration. The 
following factors can break concentration: 

¢ Casting another spell that requires concentration. You lose concentration on a spell if 
you cast another spell that requires concentration. You can’t concentrate on two spells at 
once. 

¢ Taking damage. Whenever you take damage while you are concentrating on a spell, 
you must make a Constitution saving throw to maintain your concentration. The DC 
equals 10 or half the damage you take, whichever number is higher. If you take damage 
from multiple sources, such as an arrow and a dragon’s breath, you make a separate 
saving throw for each source of damage. 

¢ Being incapacitated or killed. You lose concentration on a spell if you are 
incapacitated or if you die. 
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The DM might also decide that certain environmental phenomena, such as a wave 
crashing over you while you’re on a storm-tossed ship, require you to succeed on a DC 
10 Constitution saving throw to maintain concentration on a spell. 


Concentration isn't BS 


Concentration is now a specific check, which can, or must, be made under certain 

conditions. Concentration Modifier equals your spellcasting ability plus your proficiency 

bonus. In addition to changing the roll for concentration, a mage may focus on a number 

of spells equal to his adjusted full caster level divided by 4 (round up). A bard, crusader, 

nightblade, or spellsword can concentrate on one spell per 6 levels. 

Concentration checks are made on the following occasions 

e The mage is hit by an opportunity attack (DC 10+1/2 damage taken) 

e Concentration doesn’t ever break unless a character takes damage equal to 14 his total 
HP or more, and then the character must make a Concentration check equal to the 
damage taken or 13, whichever is higher. 


Targets 


A typical spell requires you to pick one or more targets to be affected by the spell’s 
magic. A spell's description tells you whether the spell targets creatures, objects, or a 
point of origin for an area of effect (described below). 

Unless a spell has a perceptible effect, a creature might not know it was targeted by a 
spell at all. An effect like crackling lightning is obvious, but a more subtle effect, such as 
an attempt to read a creature’s thoughts, typically goes unnoticed, unless a spell says 
otherwise. 

A Clear Path to the Target 

To target something, you must have a clear path to it, so it can’t be behind total cover. 

If you place an area of effect at a point that you can’t see and an obstruction, such as a 
wall, is between you and that point, the point of origin comes into being on the near side 
of that obstruction. 

Targeting Yourself 

If a spell targets a creature of your choice, you can choose yourself, unless the creature 
must be hostile or specifically a creature other than you. If you are in the area of effect of 
a spell you cast, you can target yourself. 


Areas of Effect 


Spells such as burning hands and cone of cold cover an area, allowing them to affect 
multiple creatures at once. 
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A spell’s description specifies its area of effect, which typically has one of five different 
shapes: cone, cube, cylinder, line, or sphere. Every area of effect has a point of origin, a 
location from which the spell’s energy erupts. The rules for each shape specify how you 
position its point of origin. Typically, a point of origin is a point in space, but some spells 
have an area whose origin is a creature or an object. 

A spell’s effect expands in straight lines from the point of origin. If no unblocked straight 
line extends from the point of origin to a location within the area of effect, that location 
isn’t included in the spell’s area. To block one of these imaginary lines, an obstruction 
must provide total cover, as explained in chapter 9. 


Cone 


A cone extends in a direction you choose from its point of origin. A cone’s width at a 
given point along its length is equal to that point’s distance from the point of origin. A 
cone’s area of effect specifies its maximum length. 

A cone’s point of origin is not included in the cone’s area of effect, unless you decide 
otherwise. 


Cube 


You select a cube’s point of origin, which lies anywhere on a face of the cubic effect. The 
cube’s size is expressed as the length of each side. 

A cube’s point of origin is not included in the cube’s area of effect, unless you decide 
otherwise. 


Cylinder 


A cylinder’s point of origin is the center of a circle of a particular radius, as given in the 
spell description. The circle must either be on the ground or at the height of the spell 
effect. The energy in a cylinder expands in straight lines from the point of origin to the 
perimeter of the circle, forming the base of the cylinder. The spell’s effect then shoots up 
from the base or down from the top, to a distance equal to the height of the cylinder. 

A cylinder’s point of origin is included in the cylinder’s area of effect. 


Line 

A line extends from its point of origin in a straight path up to its length and covers an area 
defined by its width. 

A line’s point of origin is not included in the line’s area of effect, unless you decide 
otherwise. 
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Sphere 


You select a sphere’s point of origin, and the sphere extends outward from that point. The 
sphere’s size is expressed as a radius in feet that extends from the point. 
A sphere’s point of origin is included in the sphere’s area of effect. 


Saving Throws 


Many spells specify that a target can make a saving throw to avoid some or all of a spell’s 
effects. The spell specifies the ability that the target uses for the save and what happens 
on a success or failure. 

The DC to resist one of your spells equals 8 + your spellcasting ability modifier + your 
proficiency bonus + any special modifiers. 


Attack Rolls 


Some spells require the caster to make an attack roll to determine whether the spell effect 
hits the intended target. Your attack bonus with a spell attack equals your spellcasting 
ability modifier + your proficiency bonus. 

Most spells that require attack rolls involve ranged attacks. Remember that you have 
disadvantage on a ranged attack roll if you are within 5 feet of a hostile creature that can 
see you and that isn’t incapacitated (see chapter 9). 


Touch Spells are Powerful 


When targeting a creature with a spell attack, the target’s armor is ignored, and instead, a 
base AC of 12+Dex is used. Cover and other bonuses to AC still apply, as well as AC 
granted by magical armor and spells. Mage Armor, and spells like it (Shield, Greater 
Mage Armor), raise touch AC to the new value of armor class. 


Combining Magical Effects 


The effects of different spells add together while the durations of those spells overlap. 
The effects of the same spell cast multiple times don't combine, however. Instead, the 
most potent effect—such as the highest bonus—from those castings applies while their 
durations overlap. 

For example, if two mages cast bless on the same target, that character gains the spell’s 
benefit only once; he or she doesn’t get to roll two bonus dice. 
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The Schools of Magic 


Academies of magic group spells into eight categories called schools of magic. Scholars, 
particularly wizards, apply these categories to all spells, believing that all magic functions 
in essentially the same way. 

Restoration spells are protective in nature, though some of them have aggressive uses. 
They create magical barriers, negate harmful effects, harm trespassers, or banish 
creatures to other planes of existence. As well as channel positive energy to heal wounds. 
Conjuration spells involve the transportation of objects and creatures from one location 
to another. Some spells summon creatures or objects to the caster’s side, whereas others 
allow the caster to teleport to another location. Some conjurations create objects or 
effects out of nothing. 

Mysticism spells reveal information, whether in the form of secrets long forgotten, 
glimpses of the future, the locations of hidden things, the truth behind illusions, or visions 
of distant people or places. 

Enchantment spells affect the minds of others, influencing or controlling their behavior. 
Such spells can make enemies see the caster as a friend, force creatures to take a course 
of action, or even control another creature like a puppet. 

Destruction spells manipulate magical energy to produce a desired effect. Some call up 
blasts of fire or lightning. 

Illusion spells deceive the senses or minds of others. They cause people to see things that 
are not there, to miss things that are there, to hear phantom noises, or to remember things 
that never happened. Some illusions create phantom images that any creature can see, but 
the most insidious illusions plant an image directly in the mind of a creature. 
Necromancy spells manipulate the energies of life and death. Such spells can grant an 
extra reserve of life force, drain the life energy from another creature, create the undead, 
or even bring the dead back to life. 

Creating the undead through the use of necromancy spells such as animate dead is not a 
good act, and only evil casters use such spells frequently. 

Alteration spells change the properties of a creature, object, or environment. They might 
turn an enemy into a harmless creature, bolster the strength of an ally, make an object 
move at the caster’s command, or enhance a creature’s innate healing abilities to rapidly 
recover from injury. 
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CHAPTER I1: SPELLS 
Spells by School 


Here are the spells organized by school of magic. 


Restoration 


Cantrips (0 Level) 

Blade Ward 

Resistance 

1st Level 

Alarm 

Armor of Mara 

Cure Wounds 

Healing Word 

Mage Armor 

Protection from Evil and 
Good 

Sanctuary 

Shield 

Shield of Faith 

2nd Level 

Aid 

Arcane Lock 

Lesser Restoration 

Pass without Trace 

Prayer of Healing 

Protection from Poison 

Warding Bond 

3rd Level 

Beacon of Hope 

Counterspell 

Crusader’s Mantle 

Dispel Magic 

Glyph of Warding Magic 
Circle 

Mass Healing 

Nondetection 

Protection from Energy 
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Remove Curse 

4th Level 

Aura of Life 

Aura of Purity 
Banishment 

Death Ward 
Freedom of Movement 
Private Sanctum 
Stoneskin 

5th Level 

Antilife Shell 
Banishing Smite 
Circle of Power 
Dispel Evil and Good 
Greater Restoration 
Mass Cure Wounds 
Planar Binding 

6th Level 

Mass Cure Wounds 
Forbiddance 

Heal 

Globe of Invulnerability 
Guards and Wards 
7th Level 

Symbol 

8th Level 
Antimagic Field 
Holy Aura 

Mind Blank 

9th Level 
Imprisonment 
Mass Heal 

Power Word Heal 
Prismatic Wall 
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Conjuration 
Cantrips (0 Level) 
Acid Splash 

Mage Hand 

Poison Spray 
Produce Flame 

1st Level 

Arms of Sithis 
Ensnaring Strike 
Entangle 

Find Familiar 

Fog Cloud 

Grease 

Hail of Thorns 
Floating Disk 
Unseen Servant 
2nd Level 

Cloud of Daggers 
Find Steed 
Flaming Sphere 
Misty Step 

Web 

3rd Level 

Call Lightning 
Conjure Animals 
Conjure Barrage 
Create Food and Water 
Hunger of Heroes 
Sleet Storm 

Spirit Guardians 
Stinking Cloud 
4th Level 

Conjure Minor Elementals 
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Conjure Woodland Beings 
Dimension Door 
Black Tentacles 
Grasping Vine 
Guardian of Faith 
Secret Chest 
Faithful Hound 

5th Level 

Cloudkill 

Conjure Elemental 
Conjure Volley 
Insect Plague 
Teleportation Circle 
Tree Stride 

6th Level 

Arcane Gate 
Conjure Fey 

Instant Summons 
Heroes’ Feast 
Planar Ally 
Transport via Plants 
Wall of Thorns 
Word of Recall 

7th Level 

Conjure Celestial 
Floating Sword 
Forcecage 
Magni-cent Mansion 
Plane Shift Teleport 
8th Level 
Demiplane Incendiary 
Cloud Maze 
Tsunami 

9th Level 

Gate 

Storm of Vengeance 
Wish 


Mysticism 


Cantrips (0 Level) 
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Guidance 

True Strike 

Ist Level 
Comprehend Languages 
Detect Evil and Good 
Detect Magic 

Detect Poison and Disease 
Hunter’s Mark 
Identify 

Speak with Animals 
2nd Level 

Augury 

Beast Sense 

Detect Thoughts 

Find Traps 

Locate Animals or Plants 
Locate Object 

See Invisibility 

3rd Level 
Clairvoyance 

Tongues 

4th Level 

Arcane Eye 
Divination 

Locate Creature 

5th Level 

Commune 

Commune with Nature 
Contact Other Plane 
Legend 

Lore 

Telepathic Bond 
Scrying 

6th Level 

Find the Path 

True Seeing 

9th Level 

Foresight 


Enchantment 
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Cantrips (0 Level) 
Friends 

Vicious Mockery 
1st Level 

Animal Friendship 
Bane 

Bless 

Charm Person 
Command 
Compelled Duel 
Dissonant Whispers 
Heroism 

Hex 

Sleep 

Hideous Laughter 
2nd Level 

Animal Messenger 
Calm Emotions 
Crown of Madness 
Enthrall 

Hold Person 
Suggestion 

Zone of Truth 

4th Level 
Compulsion 
Confusion 
Dominate Beast 
5th Level 
Dominate Person 
Geas 

Hold Monster 
Modify Memory 
6th Level 

Mass Suggestion 
Irresistible Dance 
8th Level 
Antipathy/Sympathy 
Dominate Monster 
Feeblemind 

Power Word Stun 
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9th Level 
Power Word Kill 


Destruction 


Cantrips (0 Level) 
Dancing Lights 
Eldritch Blast 
Fire Bolt 

Light 

Ray of Frost 
Sacred Flame 
Shocking Grasp 
1st Level 
Burning Hands 
Chromatic Orb 
Divine Favor 
Faerie Fire 
Guiding Bolt 
Hellish Rebuke 
Magic Missile 
Searing Smite 
Thunderous Smite 
Thunderwave 
Witch Bolt 
Wrathful Smite 
2nd Level 
Branding Smite 
Continual Flame 
Darkness 

Flame Blade 
Gust of Wind 
Acid Arrow 
Moonbeam 
Scorching Ray 
Shatter 

Spiritual Weapon 
3rd Level 

Aura of Vitality 
Blinding Smite 
Daylight 
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Fireball 

Tiny Hut 
Lightning Bolt 
Word Sending 
Wind Wall 

4th Level 

Fire Shield 

Ice Storm 
Resilient Sphere 
Staggering Smite 
Wall of Fire 

5th Level 

Hand 

Cone of Cold 


Destructive Wave 


Flame Strike 
Hallow 

Wall of Force 
Wall of Stone 
6th Level 
Blade Barrier 
Chain Lightning 
Contingency 
Freezing Sphere 
Sunbeam 

Wall of Ice 

7th Level 
Delayed Blast 
Fireball 

Divine Word 
Fire Storm 
Prismatic Spray 
8th Level 
Earthquake 
Sunburst 
Telepathy 

9th Level 
Meteor Swarm 


Illusion 
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Cantrip 

Minor Illusion 

Ist Level 

Color Spray 
Disguise Self 
Illusory Script 
Silent Image 

2nd Level 

Blur 

Invisibility 

Magic Mouth 
Mirror Image 
Magic Aura 
Phantasmal Force 
Silence 

3rd Level 

Fear 

Hypnotic Pattern 
Major Image 
Phantom Steed 
4th Level 
Greater Invisibility 
Hallucinatory Terrain 
Phantasmal Killer 
5th Level 
Creation 

Dream 

Mislead 

Seeming 

6th Level 
Programmed Illusion 
7th Level 

Mirage Arcane 
Project Image 
Simulacrum 

9th Level 

Weird 


Necromancy 


Cantrips (0 Level) 
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Chill Touch 
Spare the Dying 
1st Level 

False Life 

Inict Wounds 
Ray of Sickness 
2nd Level 
Blindness/Deafness 
Gentle Repose 
Ray of Enfeeblement 
3rd Level 
Animate Dead 
Bestow 

Curse 

Feign Death 
Revivify 

Speak with Dead 
Vampiric Touch 
4th Level 

Blight 

5th Level 
Contagion 

Raise Dead 

6th Level 

Circle of Death 
Create Undead 
Eyebite 

Harm 

Magic Jar 

7th Level 
Finger of Death 
Resurrection 

8th Level 

Clone 

9th Level 

Astral Projection 
True Resurrection 
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Alteration 


Cantrips (0 Level) 
Druidcraft 
Mending 

Message 
Prestidigitation 
Shillelagh 
Thaumaturgy 
Thorn Whip 

1st Level 


Create or Destroy Water 


Expeditious Retreat 
Feather Fall 
Goodberry 

Jump 

Longstrider 


Purify Food and Drink 


2nd Level 

Alter Self 
Barkskin 

Cordon of Arrows 
Darkvision 
Enhance Ability 
Enlarge/Reduce 
Heat Metal 
Knock 

Levitate 

Magic Weapon 
Rope Trick 
Spider Climb 
Spike Growth 
3rd Level 

Blink 

Elemental Weapon 
Fly 

Gaseous Form 
Haste 





Lightning Arrow 
Meld into Stone 
Plant Growth 
Slow 

Speak with Plants 
Water Breathing 
Water Walk 

4th Level 
Control Water 
Fabricate 

Giant Insect 
Polymorph 
Stone Shape 
5th Level 
Animate Objects 
Awaken 
Passwall 
Reincarnate 
Swift Quiver 
Telekinesis 

6th Level 
Disintegrate 
Flesh to Stone 
Move Earth 
Wind Walk 

7th Level 
Etherealness 
Regenerate 
Reverse Gravity 
Sequester 

8th Level 
Animal Shapes 
Control Weather 
Glibness 

9th Level 
Shapechange 
Time Stop 

True Polymorph 
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Acid Splash 

Aid 

Alarm 

AlterSelf 
Animal Friendship 
Animal Messenger 
Animal Shapes 
Animate Dead 
Animate Objects 
Antilife Shell 
Antimagic Field 
Antipathy/Sympathy 
ArcaneEye 
Arcane Gate 
Arcane Lock 
Armor of Mara 
Arms of Sithis 
Astral Projection 
Augury 

Aura of Life 
Aura of Purity 
Aura of Vitality 
Awaken 

Bane 

Banishing Smite 
Banishment 
Barkskin 
Beacon of Hope 
Beast Sense 
Bestow Curse 
Big Hand 


Blade Barrier 
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BladeWard 

Bless 

Blight 

Blinding Smite 
Blindness / Deafness 
Blink 

Blur 

Branding Smite 
Burning Hands 
Call Lightning 
Calm Emotions 
Chain Lightning 
Charm Person 
ChillTouch 
Chromatic Orb 
Circle of Death 
Circle of Power 
Clairvoyance 
Clone 

Cloud of Daggers 
Cloudkill 

Color Spray 
Command 
Commune 
Commune with Nature 
Compelled Duel 
Comprehend Languages 
Compulsion 
Cone of Cold 
Confusion 
Conjure Animals 
Conjure Barrage 
Conjure Celestial 


Conjure Elemental 
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Conjure Fey 

Conjure Minor Elementals 
Conjure Volley 
Conjure Woodland Beings 
Contact Other Plane 
Contagion 
Contingency 

Continual Flame 
Control Water 

Cordon of Arrows 
Counterspell 

Create Food and Water 
Create or Destroy Water 
Create Undead 
Creation 

Crown of Madness 
Crusader’s Mantle 
Cure Wounds 

Dancing Lights 
Darkness 

Darkvision 

Daylight 

Death Ward 

Delayed Blast Fireball 
Demiplane 

Destructive Wave 
Detect Evil and Good 
Detect Magic 

Detect Poison and Disease 
Detect Thoughts 
Dimension Door 
Disguise Self 
Disintegrate 


Dispel Evil and Good 
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Dispel Magic 
Dissonant Whispers 
Mysticism 

Divine Favor 
Divine Word 
Dominate Beast 
Dominate Monster 
Dominate Person 
Instant Summons 
Dream 

Druidcraft 
Earthquake 

Blast 

Elemental Weapon 
Enhance Ability 
Enlarge/Reduce 
Ensnaring Strike 
Entangle 

Enthrall 
Etherealness 
Black Tentacles 
Expeditious Retreat 
Eyebite 

Fabricate 

Faerie Fire 

False Life 

Fear 

Feather Fall 
Feeblemind 

Feign Death 

Find Familiar 
Find Steed 

Find the Path 

Find Traps 
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Finger of Death 
Fireball 

Fire Bolt 
FireShield 

Fire Storm 

Flame Blade 
Flame Strike 
Flaming Sphere 
Flesh to Stone 

Fly 

FogCloud 
Forbiddance 
Forcecage 
Foresight 

Freedom of Movement 
Friends 

Gaseous Form 
Gate 

Geas 

Gentle Repose 
Giant Insect 
Glibness 

Globe of Invulnerability 
Glyph of Warding 
Goodberry 
Grasping Vine 
Grease 

Greater Invisibility 
Greater Restoration 
Guardian of Faith 
Guards and Wards 
Guidance 

Guiding Bolt 

Gust of Wind 
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Hail of Thorns 
Hallow 
HallucinatoryTerrain 
Harm 

Haste 

Heal 

Healing Word 
Heat Metal 
Hellish Rebuke 
Heroes’ Feast 
Heroism 

Hex 

Hold Monster 
Hold Person 
Holy Aura 
Hunger 

Hunter’s Mark 
Hypnotic Pattern 
Ice Storm 
Identify 

Illusory Script 
Imprisonment 
Incendiary Cloud 
InflictWounds 
Insect Plague 
Invisibility 
Jump 

Knock 

Legend Lore 
Secret Chest 
Tiny Hut 

Lesser Restoration 
Levitate 


Light 
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Lightning Arrow 
Lightning Bolt 
Locate Animals or Plants 
Locate Creature 
Locate Object 
Longstrider 
Mage Armor 
Mage Hand 
Magic Circle 
Magic Jar 

Magic Missile 
Magic Mouth 
Magic Weapon 
Major Image 
Mass Cure Wounds 
Mass Heal 

Mass Healing Word 
Mass Suggestion 
Maze 

Meld into Stone 
Acid Arrow 
Mending 
Message 

Meteor Swarm 
MindBlank 
Minor Illusion 
Mirage Arcane 
Mirror Image 
Mislead 

Misty Step 
Modify Memory 
Moonbeam 


Faithful Hound 





Magnificent Mansion 
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Private Sanctum 
Floating Sword 
MoveEarth 
Nondetection 

Magic Aura 

Freezing Sphere 
Resilient Sphere 
Irresistible Dance 

Pass without Trace 
Passwall 

Phantasmal Force 
Phantasmal Killer 
Phantom Steed 
PlanarAlly 

Planar Binding 

Plane Shift 

Plant Growth 

Poison Spray 
Polymorph 

Power Word Heal 
PowerWordKill 
Power Word Stun 
Prayer of Healing 
Prestidigitation 
Prismatic Spray 
Prismatic Wall 
Produce Flame 
Programmed Illusion 
Project Image 
Protection from Energy 
Protection from Evil and Good 
Protection from Poison 
Purify Food and Drink 
Raise Dead 
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Telepathic Bond 
Ray of Enfeeblement 
Ray of Frost 
Ray of Sickness 
Regenerate 
Reincarnate 
Remove Curse 
Resistance Revivify 
Resurrection 
Reverse Gravity 
Revivify 

Rope Trick 
Sacred Flame 
Sanctuary 
Scorching Ray 
Scrying 

Searing Smite 
See Invisibility 
Seeming 
Sending 
Sequester 
Shapechange 
Shatter 

Shield 

Shield of Faith 
Shillelagh 
Shocking Grasp 
Silence 
SilentImage 
Simulacrum 
Sleep 

Sleet Storm 
Slow 


Spare the Dying 
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Speak with Animals 
Speak with Dead 
Speak with Plants 
Spider Climb 

Spike Growth 
Spirit Guardians 
Spiritual Weapon 
Staggering Smite 
Stinking Cloud 
Stone Shape 
Stoneskin 

Storm of Vengeance 
Suggestion 
Sunbeam 

Sunburst 

Swift Quiver 
Symbol 

Hideous Laughter 
Telekinesis 
Telepathy 

Teleport 
Teleportation Circle 
Floating Disk 
Thaumaturgy 
Thorn Whip 
Thunderous Smite 
Thunderwave 

Time Stop 

Tongues 

Transport via Plants 
Tree Stride 

True Polymorph 
True Resurrection 


True Seeing 
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True Strike 
Tsunami 
Unseen Servant 
Vampiric Touch 
Vicious Mockery 
Wall of Fire 
Wall of Force 
Wall of Ice 
Wall of Stone 
WallofThorns 
Warding Bond 
Water Breathing 
WaterWalk 
Web 

Weird 

Wind Walk 
Wind Wall 
Wish 

Witch Bolt 
Word of Recall 
Wrathful Smite 
Zone of Truth 
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Spell Descriptions 


The spells are presented in alphabetical 
order. 


Acid Splash 


Conjuration cantrip 

Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

You hurl a bubble of acid. Choose one 
creature within range, or choose two 
creatures within range that are within 5 
feet of each other. A target must succeed 
on a Dexterity saving throw or take 1d6 
acid damage. 

This spell’s damage increases by 1d6 
when you reach 5th level (2d6), 11th level 
(3d6), and 17th level (4d6). 


Aid 


2nd-level Restoration 

Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a tiny strip of white 
cloth) 

Duration: 8 hours 

Your spell bolsters your allies with 
toughness and resolve. Choose up to three 
creatures within range. Each target’s hit 
point maximum and current hit points 
increase by 5 for the duration. 
AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, a 
target’s hit points increase by an 
additional 5 for each slot level above 2nd. 
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Alarm 


Ist-level Restoration (ritual) 

Casting Time: 1 minute 

Range: 30 feet 

Components: V, S, M (a tiny bell and a 
piece of fine silver wire) Duration: 8 hours 
You set an alarm against unwanted 
intrusion. Choose a door, a window, or an 
area within range that is no larger than a 
20-foot cube. Until the spell ends, an 
alarm alerts you whenever a Tiny or larger 
creature touches or enters the warded 
area. When you cast the spell, you can 
designate creatures that won’t set off the 
alarm. You also choose whether the alarm 
is mental or audible. A mental alarm 
alerts you with a ping in your mind if you 
are within | mile of the warded area. This 
ping awakens you if you are sleeping. 

An audible alarm produces the sound of a 
hand bell for 10 seconds within 60 feet. 


AlterSelf 


2 nd-level Alteration 

Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 hour 

You assume a different form. When you 
cast the spell, choose one of the following 
options, the effects of which last for the 
duration of the spell. While the spell lasts, 
you can end one option as an action to 
gain the benefits of a different one. 
AquaticAdaptation. You adapt your body 
to an aquatic environment, sprouting gills 
and growing webbing between your 
fingers. You can breathe underwater and 
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gain a swimming speed equal to your 
walking speed. 

ChangeAppearance. You transform your 
appearance. You decide what you look 
like, including your height, weight, facial 
features, sound of your voice, hair length, 
coloration, and distinguishing 
characteristics, if any. 

You can make yourself appear as a 
member of another race, though none of 
your statistics change. You also can’t 
appear as a creature of a different size 
than you, and your basic shape stays the 
same; if you're bipedal, you can’t use this 
spell to become quadrupedal, for instance. 
At any time for the duration of the spell, 
you can use your action to change your 
appearance in this way again. 


Natural Weapons. You grow claws, fangs, 
spines, horns, or a different natural 
weapon of your choice. Your unarmed 
strikes deal 1d6 bludgeoning, piercing, or 
slashing damage, as appropriate to the 
natural weapon you chose, and you are 
proficient with your unarmed strikes. 
Finally, the natural weapon is magic and 
you have a +1 bonus to the attack and 
damage rolls you make using it. 


Animal Friendship 


Ist-level enchantment 

Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a morsel of food) 
Duration: 24 hours 

This spell lets you convince a beast that 
you mean it no harm. Choose a beast that 
you can see within range. 

It must see and hear you. If the beast’s 
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Intelligence is 4 or higher, the spell fails. 
Otherwise, the beast must succeed on a 
Wisdom saving throw or be charmed by 
you for the spell’s duration. If you or one 
of your companions harms the target, the 
spells ends. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
you can affect one additional beast for 
each slot level above Ist. 


Animal Messenger 


2 nd-level enchantment (ritual) 

Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a morsel of food) 
Duration: 24 hours 

By means of this spell, you use an animal 
to deliver a message. Choose a Tiny beast 
you can see within range, such as a 
squirrel, a blue jay, or a bat. You specify a 
location, which you must have visited, 
and a recipient who matches a general 
description, such as “a man or woman 
dressed in the uniform of the town guard” 
or “a red-haired dwarf wearing a pointed 
hat.” You also speak a message of up to 
twenty-five words. The target beast travels 
for the duration of the spell toward the 
specified 

location, covering about 50 miles per 24 
hours for a flying messenger, or 25 miles 
for other animals. 

When the messenger arrives, it delivers 
your message to the creature that you 
described, replicating the sound of your 
voice. The messenger speaks only to a 
creature matching the description you 
gave. If the messenger doesn’t reach its 
destination before the spell ends, the 
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message is lost, and the beast makes its 
way back to where you cast this spell. 
AtHigherLevels. If you cast this spell 
using a spell slot of 3nd level or higher, 
the duration of the spell increases by 48 
hours for each slot level above 2nd. 


Animal Shapes 


8 th-level Alteration 

Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to 24 hours 
Your magic turns others into beasts. 
Choose any number of willing creatures 
that you can see within range. You 
transform each target into the form of a 
Large or smaller beast with a challenge 
rating of 4 or lower. On subsequent turns, 
you can use your action to transform 
affected creatures into new forms. 

The transformation lasts for the duration 
for each target, or until the target drops to 
0 hit points or dies. You can choose a 
different form for each target. A target’s 
game statistics are replaced by the 
Statistics of the chosen beast, though the 
target retains its alignment and 
Intelligence, Wisdom, and Charisma 
scores. The target assumes the hit points 
of its new form, and when it reverts to its 
normal form, it returns to the number 

of hit points it had before it transformed. 
If it reverts as 

a result of dropping to O hit points, any 
excess damage carries over to its normal 
form. As long as the excess damage 
doesn’t reduce the creature’s normal form 
to O hit points, it isn’t knocked 
unconscious. The creature is limited in the 
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actions it can perform by the nature of its 
new form, and it can’t speak or cast spells. 
The target’s gear melds into the new form. 
The target can’t activate, wield, or 
otherwise benefit from any of its 
equipment. 


Animate Dead 


3rd-level necromancy 

Casting Time: 1 minute 

Range: 10 feet 

Components: V, S, M (a drop of blood, a 
piece of flesh, 

and a pinch of bone dust) Duration: 
Instantaneous 

This spell creates an undead servant. 
Choose a pile 

of bones or a corpse of a Medium or 
Small humanoid within range. Your spell 
imbues the target with a foul mimicry of 
life, raising it as an undead creature. The 
target becomes a skeleton ifyou chose 
bones or a zombie if you chose a corpse 
(the DM _ has the creature’s game 
statistics). 

On each of your turns, you can use a 
bonus action to mentally command any 
creature you made with this spell if the 
creature is within 60 feet of you (if you 


control multiple creatures, you can 
command any or all of them at the same 
time, issuing the same command to each 
one). You decide what action the creature 
will take and where it will move during its 
next turn, or you can issue a general 
command, such as to guard a particular 
chamber or corridor. Ifyou issue no 
commands, the creature only defends 
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itself against hostile creatures. Once given 
an order, the creature continues to follow 
it until its task is complete. 

The creature is under your control for 24 
hours, 

after which it stops obeying any command 
you’ve given it. To maintain control of the 
creature for another 

24 hours, you must cast this spell on the 
creature 

again before the current 24-hour period 
ends. This 

use of the spell reasserts your control over 
up to four creatures you have animated 
with this spell, rather than animating a 
new one. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, 
you animate or reassert control over two 
additional undead creatures for each slot 
level above 3rd. Each of the creatures 
must come from a different corpse or pile 
of bones. 


Animate Objects 


Sth-level Alteration 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


Objects come to life at your command. 
Choose up to ten nonmagical objects 
within range that are not being worn or 
carried. Medium targets count as two 
objects, Large targets count as four 
objects, Huge targets 

count as eight objects. You can’t animate 
any object larger than Huge. Each target 
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animates and becomes a creature under 
your control until the spell ends or until 
reduced to 0 hit points. 


As a bonus action, you can mentally 
command any creature you made with this 
spell if the creature is within 500 feet of 
you (if you control multiple creatures, you 
can command any or all of them at the 
same time, issuing the same command to 
each one). You decide what action the 
creature will take and where it will move 
during its next turn, or you can issue a 
general command, such as to guard a 
particular chamber or corridor. If you 
issue no commands, the creature only 
defends itself against hostile creatures. 
Once given an order, the creature 
continues to follow it until its task is 


complete. 
Size HP AC Attack Str De 


Tiny 20 18 +8 to hit, 1d4 + 4 18 


4 damage 
+6 to hit, 1d8 + 6 14 
2 damage 


Medi 40 13 +5 to hit, 2d6 + 10) 12 
um 1 damage 


Small 25 16 


Large 50 10 +6 to hit, 2d10 14 10 
+2 damage 

Huge 80 10 +8 to hit, 2d12 18 6 
+4 damage 


An animated object is a construct with 
AC, hit points, attacks, Strength, and 
Dexterity determined by its size. 

Its Constitution is 10 and its Intelligence 
and Wisdom are 3, and its Charisma is 1. 
Its speed is 30 feet; if the object lacks legs 
or other appendages it can use for 
locomotion, it instead has a flying speed 
of 30 feet and can hover. If the object is 
securely attached to a surface or a larger 
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object, such as a chain bolted to a wall, its 
speed is QO. It has blindsight with a radius 
of 30 feet and is blind beyond that 
distance. When the animated object drops 
to 0 hit points, it reverts to its original 
object form, and any remaining damage 
catries over to its original object form. 

If you command an object to attack, it can 
make a single melee attack against a 
creature within 5 feet of it. It makes a 
slam attack with an attack bonus and 
bludgeoning damage determined by its 
size. The DM might rule that a specific 
object inflicts slashing or piercing damage 
based on its form. 


AtHigherLevels. Ifyou cast this spell 
using a spell slot of 6th level or higher, 
you can animate two additional objects for 
each slot level above 5th. 


Antilife Shell 


Sth-level Restoration 


Casting Time: | action 

Range: Self (10-foot radius) Components: 
V,S 

Duration: Concentration, up to 1 hour 

A shimmering barrier extends out from 
you in a 10-foot radius and moves with 
you, remaining centered on 

you and hedging out creatures other than 
undead and constructs. The barrier lasts 
for the duration. 

The barrier prevents an affected creature 
from passing or reaching through. An 
affected creature can cast spells or make 
attacks with ranged or reach weapons 
through the barrier. 
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If you move so that an affected creature is 
forced to pass through the barrier, the 
spell ends. 


Antimagic Field 
8 th-level Restoration 


Casting Time: | action 

Range: Self (10-foot-radius sphere) 
Components: V, S, M (a _ pinch of 
powdered iron or iron filings) 

Duration: Concentration, up to | hour 

A 10-foot-radius invisible sphere of 
antimagic surrounds you. This area is 
divorced from the magical energy that 
suffuses the multiverse. Within the sphere, 
spells can’t be cast, summoned creatures 
disappear, and even magic items become 
mundane. Until the spell ends, the sphere 
moves with you, centered on you. 

Spells and other magical effects, except 
those created by an artifact or a deity, are 
suppressed in the sphere and can’t 
protrude into it. A slot expended to cast 

a suppressed spell is consumed. While an 
effect is suppressed, it doesn’t function, 
but the time it spends suppressed counts 
against its duration. 

Targeted Effects. Spells and other magical 
effects, such as magic missile and charm 
person, that target a creature or an object 
in the sphere have no effect on that target. 


An animated object is a construct with 
AC, hit points, attacks, Strength, and 
Dexterity determined by its size. Its 
Constitution is 10 and its Intelligence and 
Wisdom 
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Areas of Magic. The area of another spell 
or magical effect, such as fireball, can’t 
extend into the sphere. 

If the sphere overlaps an area of magic, 
the part of 

the area that is covered by the sphere is 
suppressed. For example, the flames 
created by a wall of fire are suppressed 
within the sphere, creating a gap in the 
wall if the overlap is large enough. 

Spells. Any active spell or other magical 
effect on a creature or an object in the 
sphere is suppressed while the creature or 
object is in it. 

Magicltems. The properties and powers of 
magic items are suppressed in the sphere. 
For example, a +1 longsword in the 
sphere functions as a _ nonmagical 
longsword. 

A magic weapon’s properties and powers 
are suppressed if it is used against a target 
in the sphere or wielded by an attacker in 
the sphere. If a magic weapon or a piece 
of magic ammunition fully leaves the 
sphere (for example, ifyou fire a magic 
arrow or throw a magic spear at a target 
outside the sphere), the magic of the item 
ceases to be suppressed as soon as it exits. 
Magical Travel. Teleportation and planar 
travel 

fail to work in the sphere, whether the 
sphere is the destination or the departure 
point for such magical travel. A portal to 
another location, world, or plane of 
existence, as well as an opening to an 
extradimensional space such as_ that 
created by the rope trick spell, temporarily 
closes while in the sphere. 

Creatures and Objects. A creature or 
object summoned or created by magic 
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temporarily winks out of existence in the 
sphere. Such a creature instantly reappears 
once the space the creature occupied is no 
longer within the sphere. 

DispelMagic. Spells and magical effects 
such as dispelmagic have no effect on the 
sphere. Likewise, the spheres created by 
different antimagic field spells don’t 
nullify each other. 


Antipathy/Sympathy 
& th-level enchantment 


Casting Time: | hour 

Range: 60 feet 

Components: V, S, M (either a lump of 
alum soaked in vinegar for the antipathy 
effect or a drop of honey for the sympathy 
effect) 


Duration: 10 days 


This spell attracts or repels creatures of 
your choice. You target something within 
range, either a Huge or smaller object or 
creature or an area that is no larger than a 
200-foot cube. Then specify a kind of 
intelligent creature, such as red dragons, 
goblins, or vampires. You invest the target 
with an aura that either attracts or repels 
the specified creatures for the duration. 
Choose antipathy or sympathy as the 
aura’s effect. 


Antipathy. The enchantment causes 
creatures of the kind you designated to 
feel an intense urge to leave the area and 
avoid the target. When such a creature can 
see the target or comes within 60 feet of it, 
the creature must succeed on a Wisdom 
saving throw or become frightened. The 
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creature remains frightened while it can 
see the target or is within 60 feet of it. 
While frightened by the target, the 
creature must use its movement to move 
to the nearest safe spot from which it can’t 
see 

the target. If the creature moves more than 
60 feet from the target and can’t see it, the 
creature is no longer frightened, but the 
creature becomes frightened again if it 
regains sight of the target or moves within 
60 feet of it. 


Sympathy. The enchantment causes the 
specified creatures to feel an intense urge 
to approach the target while within 60 feet 
of it or able to see it. When such a 
creature can see the target or com es 
within 60 feet of it, the creature must 
succeed on a W isdom saving throw or use 
its movement on each of its turns to enter 
the area or move within reach of the 
target. When the creature has done so, it 


can’t willingly move away from the target. 


If the target damages or otherwise harms 
an affected creature, the affected creature 
can make a Wisdom saving throw to end 
the effect, as described below. 


Ending the Effect. If an affected creature 
ends its turn while not within 60 feet of 
the target or able to see it, the creature 
makes a Wisdom saving throw. On a 
successful save, the creature is no longer 
affected by the target and recognizes the 
feeling of repugnance or attraction as 
magical. In addition, a creature affected 
by the spell is allowed another Wisdom 
saving throw every 24 hours while the 
spell persists. 
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A creature that successfully saves against 
this effect is immune to it for 1 minute, 
after which time it can be affected again. 


ArcaneEye 


4th-level Mysticism 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a bit of bat fur) 
Duration: Concentration, up to | hour 


You create an invisible, magical eye 
within range that hovers in the air for the 
duration. 


You mentally receive visual information 
from the eye, which has normal vision and 
darkvision out to 30 feet. The eye can 
look in every direction. 


As an action, you can move the eye up to 
30 feet in any direction. There is no limit 
to how far away from you the eye can 
move, but it can’t enter another plane of 
existence. A solid barrier blocks the eye’s 
movement, but the eye can pass through 
an opening as small as 1 inch in diameter. 


Arcane Gate 
6 th-level conjuration 


Casting Time: | action 

Range: 500 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 


You create linked teleportation portals that 
remain open for the duration. Choose two 
points on the ground that you can see, one 
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point within 10 feet of you and one point 
within 500 feet of you. A circular portal, 
10 feet in diameter, opens over each point. 
If the portal would open in the space 
occupied by a creature, the spell fails, and 
the casting is lost. 


The portals are two-dimensional glowing 
rings filled with mist, hovering inches 
from the ground and perpendicular to it at 
the points you choose. A ring is visible 
only from one side (your choice), which is 
the side that functions as a portal. 


Any creature or object entering the portal 
exits from the other portal as if the two 
were adjacent to each other; passing 
through a portal from the nonportal side 
has no effect. The mist that fills each 
portal is opaque and blocks vision through 
it. On your turn, you can rotate the rings 
as a bonus action so that the active side 
faces in a different direction. 


Arcane Lock 


2 nd-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (gold dust worth at 
least 25 gp, which the spell consumes) 
Duration: Until dispelled 

You touch a closed door, window, gate, 
chest, or other entryway, and it becomes 
locked for the duration. You and the 
creatures you designate when you cast this 
spell can open the object normally. You 
can also set a password that, when spoken 
within 5 feet of the object, suppresses this 
spell for 1 minute. Otherwise, it is 
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impassable until it is broken or the spell is 
dispelled or suppressed. Casting knock on 
the object suppresses arcane lock for 10 
minutes. 

While affected by this spell, the object is 
more difficult to break or force open; the 
DC to break it or pick any locks on it 
increases by 10. 


Armor of Mara 


Ist-level Restoration 


Casting Time: | action 

Range: Self 

Components: V, S, M (a cup of water) 
Duration: | hour 

A protective magical force surrounds you, 
manifesting as a spectral frost that covers 
you and your gear. 

You gain 5 temporary hit points for the 
duration. If a creature hits you with a 
melee attack while you have these hit 
points, the creature takes 5 cold damage. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
both the temporary hit points and the cold 
damage increase by 5 for each slot level 
above Ist. 


Arms of Sithis 


Ist-level conjuration 


Casting Time: 1 action Range: Self (10- 
foot radius) Components: V, S Duration: 
Instantaneous 

You invoke the power of Sithis. Tendrils 
of dark energy erupt from you and batter 
all creatures within 10 feet of you. Each 
creature in that area must make a Strength 
saving throw. On a failed save, a target 
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takes 2d6 necrotic damage and can’t take 
reactions until its next turn. On a 
successful save, the creature takes half 
damage, but suffers no other effect. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d6 for each slot 
level above Ist. 


Astral Projection 
9th-level necromancy 


Casting Time: | hour 

Range: 10 feet 

Components: V, S, M (for each creature 
you affect with this spell, you must 
provide one jacinth worth at least 1,000 
gp and one ornately carved bar of silver 
worth at least 100 gp, all of which the 
spell consumes) 

Duration: Special 

You and up to eight willing creatures 
within range project your astral bodies 
into the Astral Plane (the spell fails and 
the casting is wasted if you are already on 
that plane). The material body you leave 
behind is unconscious and in a state of 
suspended animation; it doesn’t need food 
or air and doesn’t age. 

Your astral body resembles your mortal 
form in almost every way, replicating your 
game statistics and possessions. The 
principal difference is the addition of a 
silvery cord that extends from between 
your shoulder blades and trails behind 
you, fading to invisibility after 1 foot. 
This cord is your tether to your material 
body. As long as the tether remains intact, 
you can find your way home. If the cord is 
cut—something that can happen only 
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when an effect specifically states that it 
does—your soul and body are separated, 
killing you instantly. 

Your astral form can freely travel through 
the Astral Plane and can pass through 
portals there leading to any other plane. If 
you enter a new plane or return to the 
plane you were on when casting this spell, 
your body and possessions are transported 
along the silver cord, allowing you to re- 
enter your body as you enter the new 
plane. Your astral form is a separate 
incarnation. Any damage or other effects 
that apply to it have no effect on your 
physical body, nor do they persist when 
you return to it. 

The spell ends for you and _ your 
companions when you use your action to 
dismiss it. When the spell ends, the 
affected creature returns to its physical 
body, 

and it awakens. 

The spell might also end early for you or 
one of your companions. A successful 
dispelmagic spell used against an astral or 
physical body ends the spell for that 
creature. If a creature’s original body or 
its astral form drops to 0 hit points, the 
spell ends for that creature. If the spell 
ends and the silver cord is intact, the cord 
pulls the creature’s astral form back to its 
body, ending its state of suspended 
animation. 

If you are returned to your body 
prematurely, your companions remain in 
their astral forms and must find their own 
way back to their bodies, usually by 
dropping to 0 hit points. 


Augury 
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2 nd-level Mysticism(ritual) 


Casting Time: 1 minute 

Range: Self 

Components: V, S, M (specially marked 
sticks, bones, or similar tokens worth at 
least 25 gp) 

Duration: Instantaneous 


By casting gem-inlaid sticks, rolling 
dragon bones, laying out ornate cards, or 
employing some other divining tool, you 
receive an omen from an otherworldly 
entity about the results of a specific course 
of action that you plan to take within the 
next 30 minutes. The DM chooses from 
the following possible omens: 

e Weal, for good results 

¢ Woe, for bad results 

¢ Weal and woe, for both good and bad 
results 

¢ Nothing, for results that aren’t especially 
good or bad 

The spell doesn’t take into account any 
possible circumstances that might change 
the outcome, such as the casting of 
additional spells or the loss or gain of a 
companion. 

If you cast the spell two or more times 
before completing your next long rest, 
there is a cumulative 25 percent chance 
for each casting after the first that you get 
a random reading. The DM makes this roll 
in secret. 


Aura of Life 


4th-level Restoration 


Casting Time: | action 
Range: Self (30-foot radius) 
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Components: V 

Duration: Concentration, up to 10 minutes 
Life-preserving energy radiates from you 
in an aura with a 30-foot radius. Until the 
spell ends, the aura moves with you, 
centered on you. Each nonhostile creature 
in the aura (including you) has resistance 
to necrotic damage, and its hit point 
maximum can't be reduced. In addition, a 
nonhostile, living creature regains 1 hit 
point when it starts its turn in the aura 
with O hit points. 


Aura of Purity 


4th-level Restoration 


Casting Time: | action 

Range: Self (30-foot radius) 

Components: V 

Duration: Concentration, up to 10 minutes 
Purifying energy radiates from you in an 
aura with a 30-foot radius. Until the spell 
ends, the aura moves with you, centered 
on you. Each nonhostile creature in the 
aura (including you) can’t become 
diseased, has resistance to poison damage, 
and has advantage on saving throws 
against effects that cause any of the 
following conditions: blinded, charmed, 
deafened, frightened, paralyzed, poisoned, 
and stunned. 


Aura of Vitality 


3rd-level Destruction 


Casting Time: | action 

Range: Self (30-foot radius) Components: 
Vv 

Duration: Concentration, up to 1 minute 
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Healing energy radiates from you in an 
aura with a 30-foot radius. Until the spell 
ends, the aura moves with you, centered 
on you. You can use a bonus action to 
cause one creature in the aura (including 
you) to regain 2d6 hit points. 


Awaken 


Sth-level Alteration 


Casting Time: 8 hours 

Range: Touch 

Components: V, S, M (an agate worth at 
least 1,000 gp, which the spell consumes) 
Duration: Instantaneous 

After spending the casting time tracing 
magical pathways within a_ precious 
gemstone, you touch a Huge or smaller 
beast or plant. The target must have either 
no Intelligence score or an Intelligence of 
3 or less. The target gains an Intelligence 
of 10. The target also gains the ability to 
speak one language you know. If the 
target is a plant, it gains the ability to 
move its limbs, roots, vines, creepers, and 
so forth, and it gains senses similar to a 
human’s. Your DM _ chooses statistics 
appropriate for the awakened plant, such 
as the statistics for the awakened shrub or 
the awakened tree. 

The awakened beast or plant is charmed 
by you for 30 days or until you or your 
companions do anything harmful to it. 
When the charmed condition ends, 

the awakened creature chooses whether to 
remain friendly to you, based on how you 
treated it while it was charmed. 


Bane 


Ist-level enchantment 


Contents 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a drop of blood) 
Duration: Concentration, up to 1 minute 
Up to three creatures of your choice that 
you can see within range must make 
Charisma saving throws. Whenever a 
target that fails this saving throw makes 
an attack roll or a saving throw before the 
spell ends, the target must roll a d4 and 
subtract the number rolled from the attack 
roll or saving throw. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
you can target one additional creature for 
each slot level above Ist. 


Banishing Smite 
Sth-level Restoration 


Casting Time: 1 bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
The next time you hit a creature with a 
weapon attack before this spell ends, your 
weapon crackles with force, and the attack 
deals an extra 5d10 force damage to the 
target. Additionally, if this attack reduces 
the target to 50 hit points or fewer, you 
banish it. If the target is native to a 
different plane of existence than the one 
you’re on, the target disappears, returning 
to its home plane. If the target is native to 
the plane you’re on, the creature vanishes 
into a harmless demiplane. While there, 
the target is incapacitated. It remains there 
until the spell ends, at which point the 
target reappears in the space it left or in 
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the nearest unoccupied space if that space 
is occupied. 


Banishment 
4th-level Restoration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (an item distasteful 
to the target) 

Duration: Concentration, up to | minute 
You attempt to send one creature that you 
can see within range to another plane of 
existence. The target must succeed on a 
Charisma saving throw or be banished. 

If the target is native to the plane of 
existence you’re on, you banish the target 
to a harmless demiplane. While there, the 
target is incapacitated. The target remains 
there until the spell ends, at which point 
the target reappears in the space it left or 
in the nearest unoccupied space if that 
space is occupied. 

If the target is native to a different plane 
of existence than the one you’re on, the 
target is banished with a faint popping 
noise, returning to its home plane. 

If the spell ends before 1 minute has 
passed, the target reappears in the space it 
left or in the nearest unoccupied space if 
that space is occupied. Otherwise, the 
target doesn't return. 

AtHigherLevels. When you cast this spell 
using a spell slot of 5th level or higher, 
you can target one additional creature for 
each slot level above 4th. 


Barkskin 


2 nd-level Alteration 
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Casting Time: | action 

Range: Touch 

Components: V, S, M (a handful of oak 
bark) 

Duration: Concentration, up to 1 hour 

You touch a willing creature. Until the 
spell ends, the target’s skin has a rough, 
bark-like appearance, and the target’s AC 
can’t be less than 16, regardless of what 
kind of armor it is wearing. 


Beacon of Hope 


3rd-level Restoration 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to | minute 
This spell bestows hope and _ vitality. 
Choose any number of creatures within 
range. For the duration, each target has 
advantage on Wisdom saving throws and 
death saving throws, and regains the 
maximum number of hit points possible 
from any healing. 


Beast Sense 
2 nd-level Mysticism(ritual) 


Casting Time: | action 

Range: Touch 

Components: S 

Duration: Concentration, up to 1 hour 

You touch a willing beast. For the 
duration of the spell, you can use your 
action to see through the beast’s eyes and 
hear what it hears, and continue to do so 
until 

you use your action to return to your 
normal senses. 
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While perceiving through the beast’s 
senses, you gain the benefits of any 
special senses possessed by that creature, 
though you are blinded and deafened to 
your Own surroundings. 


Bestow Curse 


3rd-level necromancy 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 minute 
You touch a creature, and that creature 
must succeed on a Wisdom saving throw 
or become cursed for the duration of the 
spell. When you cast this spell, choose the 
nature of the curse from the following 
options: 

¢ Choose one ability score. While cursed, 
the target has disadvantage on ability 
checks and saving throws made with that 
ability score. 

e While cursed, the target has 
disadvantage on attack rolls against you. 

e While cursed, the target must make a 
Wisdom sav ing throw at the start of each 
of its turns. If it fails, it wastes its action 
that turn doing nothing. 

e While the target is cursed, your attacks 
and spells deal an extra 1d8 necrotic 
damage to the target. 

A remove curse spell ends this effect. At 
the DM’s option, you may choose an 
alternative curse effect, but it should be no 
more powerful than those described 
above. The DM has final say on such a 
curse’s effect. 

AtHigherLevels. If you cast this spell 
using a spell slot of 4th level or higher, the 
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duration is concentration, up to 10 
minutes. If you use a spell slot of 5th level 
or higher, the duration is 8 hours. If you 
use a spell slot of 7th level or higher, the 
duration is 24 hours. If you use a 9th level 
spell slot, the spell lasts until it is 
dispelled. Using a spell slot of 5th level or 
higher grants a duration that doesn’t 
require concentration. 


Big Hand 


Sth-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (an eggshell and a 
snakeskin glove) 

Duration: Concentration, up to | minute 
You create a Large hand of shimmering, 
translucent force in an unoccupied space 
that you can see within range. The hand 
lasts for the spell’s duration, and it moves 
at your command, mimicking _ the 
movements of your own hand. 

The hand is an object that has AC 20 and 
hit points equal to your hit point 
maximum. If it drops to 0 hit points, the 
spell ends. It has a Strength of 26 (+8) and 
a Dexterity of 10 (+0). The hand doesn’t 
fill its space. 

When you cast the spell and as a bonus 
action on your subsequent turns, you can 
move the hand up to 60 feet and then 
cause one of the following effects with it. 
ClenchedFist. The hand strikes one 
creature or object within 5 feet of it. Make 
a melee spell attack for 

the hand using your game statistics. On a 
hit, the target takes 4d8 force damage. 
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ForcefulHand. The hand attempts to push 
a creature within 5 feet of it in a direction 
you choose. Make a check with the hand’s 
Strength contested by the Strength 
(Athletics) check of the target. If the target 
is Medium or smaller, you have advantage 
on the check. If you succeed, the hand 
pushes the target up to 5 feet plus a 
number of feet equal to five times your 
spellcasting ability modifier. The hand 
moves with the target to remain within 5 
feet of it. 

Grasping Hand. The hand attempts to 
grapple a Huge or smaller creature within 
5 feet of it. You use the hand’s Strength 
score to resolve the grapple. If the target is 
Medium or smaller, you have advantage 
on the check. While the hand is grappling 
the target, you can use a bonus action to 
have the hand crush it. When you do so, 
the target takes bludgeoning damage equal 
to 2d6 + your spellcasting ability modifier. 
Interposing Hand. The hand interposes 
itself between you and a creature you 
choose until you give the hand a different 
command. The hand moves to stay 
between you and the target, providing you 
with half cover against the target. The 
target can't move through the hand’s space 
if its Strength score is less than or equal to 
the hand’s Strength score. If its Strength 
score is higher than the hand’s Strength 
score, the target can move toward you 
through the hand’s space, but that space is 
difficult terrain for the target. 
AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
damage from the clenched fist option 
increases by 2d8 and the damage from the 
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grasping hand increases by 2d6 for each 
slot level above 5th. 


Blade Barrier 


6 th-level Destruction 


Casting Time: | action 

Range: 90 feet 

Components: V,S 

Duration: Concentration, up to 10 minutes 
You create a vertical wall of whirling, 
razor-sharp blades made of magical 
energy. The wall appears within range and 
lasts for the duration. You can make a 
straight wall up to 100 feet long, 20 feet 
high, and 5 feet thick, or a ringed wall up 
to 60 feet in diameter, 20 feet high, and 5 
feet thick. The wall provides three- 
quarters cover to creatures behind it, and 
its space is difficult terrain. 

When a creature enters the wall’s area for 
the first time on a turn or starts its turn 
there, the creature must make a Dexterity 
saving throw. On a failed save, the 
creature takes 6d10 slashing damage. On a 
successful save, the creature takes half as 
much damage. 


Blade Ward 


Restoration cantrip 


Casting Time: | action 
Range: Self 
Components: V, S 
Duration: 1 round 


You extend your hand and trace a sigil of 
warding in the air. Until the end of your 
next turn, you have resistance against 
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bludgeoning, piercing, and 
damage dealt by weapon attacks. 


Bless 


slashing 


Ist-level enchantment 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a sprinkling of holy 
water) 

Duration: Concentration, up to 1 minute 
You bless up to three creatures of your 
choice within range. Whenever a target 
makes an attack roll or a saving throw 
before the spell ends, the target can roll a 
d4 and add the number rolled to the attack 
roll or saving throw. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
you can target one additional creature for 
each slot level above Ist. 


Blight 


4th-level necromancy 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Instantaneous 

Necromantic energy washes over a 
creature of your choice that you can see 
within range, draining moisture and 
vitality from it. The target must make a 
Constitution saving throw. The target 
takes 8d8 necrotic damage on a failed 
save, or half as much damage on a 
successful one. This spell has no effect on 
undead or constructs. 

If you target a plant creature or a magical 
plant, it makes the saving throw with 
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disadvantage, and the spell deals 
maximum damage to it. 

If you target a nonmagical plant that isn’t 
a creature, such as a tree or shrub, it 
doesn’t make a saving throw; it simply 
withers and dies. 

AtHigherLevels. When you cast this spell 
using a spell slot of 5th level or higher, the 
damage increases by 1d8 for each slot 
level above 4th. 


Blinding Smite 
3rd-level Destruction 


Casting Time: | bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
The next time you hit a creature with a 
melee weapon attack during this spell’s 
duration, your weapon flares with bright 
light, and the attack deals an extra 3d8 
radiant damage to the target. Additionally, 
the target must succeed on a Constitution 
saving throw or be blinded until the spell 
ends. 

A creature blinded by this spell makes 
another Constitution saving throw at the 
end of each of its turns. On a successful 
save, it is no longer blinded. 


Blindness / Deafness 
2nd-levelnecromancy 


Casting Time: | action 

Range: 30 feet 

Components: V 

Duration: | minute 

You can blind or deafen a foe. Choose one 
creature that you can see within range to 
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make a Constitution saving throw. If it 
fails, the target is either blinded or 
deafened (your choice) for the duration. 
At the end of each of its turns, the target 
can make a Constitution saving throw. On 
a success, the spell ends. 
AtHigherLevels.When you cast this spell 
using a spell slot of 3rd level or higher, 
you can target one additional creature for 
each slot level above 2nd. 


Blink 


3rd-level Alteration 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: | minute 

Roll a d20 at the end of each of your turns 
for the duration of the spell. On a roll of 
11 or higher, you vanish from your current 
plane of existence and appear in the 
Ethereal Plane (the spell fails and the 
casting is wasted if you were already on 
that plane). At the start of your next turn, 
and when the spell ends if you are on the 
Ethereal Plane, you return to an 
unoccupied space of your choice that you 
can see within 10 feet of the space you 
vanished from. If no unoccupied space is 
available within that range, you appear in 
the nearest unoccupied space (chosen at 
random if more than one space is equally 
near). You can dismiss this spell as an 
action. 

While on the Ethereal Plane, you can see 
and hear the plane you originated from, 
which is cast in shades of gray, and you 
can’t see anything there more than 60 feet 
away. You can only affect and be affected 
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by other creatures on the Ethereal Plane. 
Creatures that aren’t there can’t perceive 
you or interact with you, unless they have 
the ability to do so. 


Blur 


2 nd-level illusion 


Casting Time: | action 

Range: Self 

Components: V 

Duration: Concentration, up to | minute 
Your body becomes blurred, shifting and 
wavering to all who can see you. For the 
duration, any creature has disadvantage on 
attack rolls against you. An attacker is 
immune to this effect if it doesn’t rely on 
sight, as with blindsight, or can see 
through illusions, as with truesight. 


Branding Smite 
2 nd-level Destruction 


Casting Time: 1 bonus action 
Range: Self 


Components: V 

Duration: Concentration, up to | minute 
The next time you hit a creature with a 
weapon attack before this spell ends, the 
weapon gleams with astral radiance as 
you strike. The attack deals an extra 2d6 
radiant damage to the target, which 
becomes visible if it’s invisible, and the 
target sheds dim light in a 5-foot radius 
and can’t become invisible until the spell 
ends. 

AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
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the extra damage increases by 1d6 for 
each slot level above 2nd. 


Burning Hands 
Ist-level Destruction 


Casting Time: | action 

Range: Self (15-foot cone) 

Components: V, S 

Duration: Instantaneous 

As you hold your hands with thumbs 
touching and fingers spread, a thin sheet 
of flames shoots forth from your 
outstretched fingertips. Each creature in a 
15-foot cone must make a _ Dexterity 
saving throw. A creature takes 3d6 fire 
damage on a failed save, or half as much 
damage on a successful one. 

The fire ignites any flammable objects in 
the area that aren’t being worn or carried. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d6 for each slot 
level above Ist. 


Call Lightning 


3rd-level conjuration 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 
A storm cloud appears in the shape of a 
cylinder that 

is 10 feet tall with a 60-foot radius, 
centered on a point you can see 100 feet 
directly above you. The spell fails if you 
can’t see a point in the air where the storm 
cloud could appear (for example, if you 
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are in a room that can’t accommodate the 
cloud). 

When you cast the spell, choose a point 
you can see within range. A bolt of 
lightning flashes down from the cloud to 
that point. Each creature within 5 feet of 
that point must make a Dexterity saving 
throw. A creature takes 3d10 lightning 
damage on a failed save, or half as much 
damage on a successful one. On each of 
your turns until the spell ends, you can use 
your action to call down lightning in this 
way again, targeting the same point or a 
different one. 

If you are outdoors in stormy conditions 
when you cast this spell, the spell gives 
you control over the existing storm 
instead of creating a new one. Under such 
conditions, the spell’s damage increases 
by 1d10. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th or higher level, 
the damage increases by 1d10 for each 
slot level above 3rd. 


Calm Emotions 


2 nd-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 
You attempt to suppress strong emotions 
in a group 

of people. Each humanoid in a 20-foot- 
radius sphere centered on a point you 
choose within range must make a 
Charisma saving throw; a creature can 
choose to 
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fail this saving throw if it wishes. If a 
creature fails its saving throw, choose one 
of the following two effects. 

You can suppress any effect causing a 
target to be charmed or frightened. When 
this spell ends, any suppressed effect 
resumes, provided that its duration has not 
expired in the meantime. 

Alternatively, you can make a target 
indifferent about creatures of your choice 
that it is hostile toward. This indifference 
ends if the target is attacked or harmed by 
a spell or if it witnesses any of its friends 
being harmed. When the spell ends, the 
creature becomes hostile again, unless the 
DM rules otherwise. 


Chain Lightning 
6 th-level Destruction 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (a bit of fur; a piece 
of amber, glass, or a crystal rod; and three 
silver pins) 

Duration: Instantaneous 

You create a bolt of lightning that arcs 
toward a target of your choice that you 
can see within range. Three bolts then leap 
from that target to as many as three other 
targets, each of which must be within 30 
feet of the first target. A target can be a 
creature or an object and can be targeted 
by only one of the bolts. 

A target must make a Dexterity saving 
throw. The target takes 10d8 lightning 
damage on a failed save, or half as much 
damage on a successful one. 
AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, 
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one additional bolt leaps from the first 
target to another target for each slot level 
above 6th. 


Charm Person 


Ist-level enchantment 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: | hour 

You attempt to charm a humanoid you can 
see within range. It must make a Wisdom 
saving throw, and does so with advantage 
if you or your companions are fighting it. 
If it fails the saving throw, it is charmed 
by you until the spell ends or until you or 
your companions do anything harmful to 
it. The charmed creature regards you as a 
friendly acquaintance. When the spell 
ends, the creature knows it was charmed 
by you. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
you can target one 

additional creature for each slot level 
above Ist. The creatures must be within 
30 feet of each other when you target 
them. 


ChillTouch 


Necromancy cantrip 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: 1 round 

You create a ghostly, skeletal hand in the 
space of a creature within range. Make a 
ranged spell attack against the creature to 


Index 268 





assail it with the chill of the grave. On a 
hit, the target takes 1d8 necrotic damage, 
and it can’t regain hit points until the start 
of your next turn. Until then, the hand 
clings to the target. 

If you hit an undead target, it also has 
disadvantage on attack rolls against you 
until the end of your next turn. 

This spell’s damage increases by 1d8 
when you reach 5th level (2d8), 11th level 
(3d8), and 17th level (4d8). 


Chromatic Orb 


Ist-level Destruction 


Casting Time: | action 

Range: 90 feet 

Components: V, S, M (a diamond worth at 
least 50 gp) 

Duration: Instantaneous 

You hurl a 4-inch-diameter sphere of 
energy at a creature that you can see 
within range. You choose acid, cold, fire, 
lightning, poison, or thunder for the type 
of orb you create, and then make a ranged 
spell attack against the target. If the attack 
hits, the creature takes 3d8 damage of the 
type you chose. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d8 for each slot 
level above Ist. 


Circle of Death 


6 th-level necromancy 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (the powder of a 
crushed black pearl worth at least 500 gp) 
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Duration: Instantaneous 

A sphere of negative energy ripples out in 
a 60-foot- radius sphere from a point 
within range. Each creature in that area 
must make a Constitution saving throw. A 
target takes 8d6 necrotic damage on a 
failed save, or half as much damage on a 
successful one. 

AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, the 
damage increases by 2d6 for each slot 
level above 6th. 


Circle of Power 


Sth-level Restoration 


Casting Time: | action 

Range: Self (30-foot radius) 

Components: V 

Duration: Concentration, up to 10 minutes 
Divine energy radiates from you, 
distorting and diffusing magical energy 
within 30 feet of you. Until the spell ends, 
the sphere moves with you, centered on 
you. For the duration, each friendly 
creature in the area (including you) has 
advantage on saving throws against spells 
and other magical effects. Additionally, 
when 

an affected creature succeeds on a saving 
throw made against a spell or magical 
effect that allows it to make a saving 
throw to take only half damage, it instead 
takes no damage if it succeeds on the 
saving throw. 


Clairvoyance 


3rd-level Mysticism 
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Casting Time: 10 minutes 

Range: 1 mile 

Components: V, S, M (a focus worth at 
least 100 gp, either ajeweled horn for 
hearing or a glass eye for seeing) 
Duration: Concentration, up to 10 minutes 
You create an invisible sensor within 
range in a location familiar to you (a place 
you have visited or seen before) or in an 
obvious location that is unfamiliar to you 
(such as behind a door, around a corner, or 
in a grove of trees). The sensor remains in 
place for the duration, and it can’t be 
attacked or otherwise interacted with. 
When you cast the spell, you choose 
seeing or hearing. You can use the chosen 
sense through the sensor as if you were in 
its space. As your action, you can switch 
between seeing and hearing. 

A creature that can see the sensor (such as 
a creature benefiting from see invisibility 
or truesight) sees a luminous, intangible 
orb about the size of your fist. 


Clone 
Sth-level necromancy 


Casting Time: | hour 

Range: Touch 

Components: V, S, M (a diamond worth at 
least 1,000 

gp and at least 1 cubic inch of flesh of the 
creature that is to be cloned, which the 
spell consumes, and a vessel worth at least 
2,000 gp that has a sealable lid and is 
large enough to hold a Medium creature, 
such as a huge urn, coffin, mud-filled cyst 
in the ground, or crystal container filled 
with salt water) 

Duration: Instantaneous 
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This spell grows an inert duplicate of a 
living creature as a safeguard against 
death. This clone forms inside a sealed 
vessel and grows to full size and maturity 
after 120 days; you can also choose to 
have the clone be a younger version of the 
same creature. It remains inert and 
endures indefinitely, as long as its vessel 
remains undisturbed. 

At any time after the clone matures, if the 
original creature dies, its soul transfers to 
the clone, provided that the soul is free 
and willing to return. The clone is 
physically identical to the original and has 
the same personality, memories, and 
abilities, but none of the  original’s 
equipment. The original creature’s 
physical remains, if they still exist, 
become inert and can’t thereafter be 
restored to life, since the creature’s soul is 
elsewhere. 


Cloud of Daggers 


2 nd-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a sliver of glass) 
Duration: Concentration, up to 1 minute 
You fill the air with spinning daggers in a 
cube 5 feet on each side, centered on a 
point you choose within range. A creature 
takes 4d4 slashing damage when it enters 
the spell’s area for the first time on a turn 
or starts 

its turn there. 

AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
the damage increases by 2d4 for each slot 
level above 2nd. 
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Cloudkill 


Sth-level conjuration 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 
You create a 20-foot-radius sphere of 
poisonous, yellow- green fog centered on 
a point you choose within range. The fog 
spreads around corners. It lasts for the 
duration or until strong wind disperses the 
fog, ending the spell. Its area is heavily 
obscured. 

When a creature enters the spell’s area for 
the first time on a turn or starts its turn 
there, that creature must make a 
Constitution saving throw. The creature 
takes 5d8 poison damage on a failed save, 
or half as much damage on a successful 
one. Creatures are affected even if they 
hold their breath or don’t need to breathe. 
The fog moves 10 feet away from you at 
the start of each of your turns, rolling 
along the surface of the ground. The 
vapors, being heavier than air, sink to the 
lowest level of the land, even pouring 
down openings. 

AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
damage increases by 1d8 for each slot 
level above 5th. 


Color Spray 
I st-level illusion 


Casting Time: | action 
Range: Self (15-foot cone) 
Components: V, S, M (a pinch of powder 
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or sand that is colored red, yellow, and 
blue) 

Duration: 1 round 

A dazzling array of flashing, colored light 
springs from your hand. Roll 6d10; the 
total is how many hit points of creatures 
this spell can effect. Creatures in a 15-foot 
cone originating from you are affected in 
ascending order of their current hit points 
(ignoring unconscious creatures and 
creatures that can’t see). 

Starting with the creature that has the 
lowest current hit points, each creature 
affected by this spell is blinded until the 
spell ends. Subtract each creature’s hit 
points from the total before moving on to 
the creature with the next lowest hit 
points. A creature’s hit points must be 
equal to or less than the remaining total 
for that creature to be affected. 


AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
roll an additional 2d10 for each slot level 
above Ist. 


Command 


Ist-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V 

Duration: | round 

You speak a one-word command to a 
creature you can see within range. The 
target must succeed on a Wisdom saving 
throw or follow the command on its next 
turn. The spell has no effect if the target is 
undead, if it doesn’t understand your 
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language, or if your command is directly 
harmful to it. 

Some typical commands and their effects 
follow. You might issue a command other 
than one described here. Ifyou do so, the 
DM determines how the target behaves. If 
the target can’t follow your command, the 
spell ends. 

Approach. The target moves toward you 
by the shortest and most direct route, 
ending its turn if it moves within 5 feet of 
you. 

Drop. The target drops whatever it is 
holding and then ends its turn. 

Flee. The target spends its turn moving 
away from you by the fastest available 
means. 

Grovel. The target falls prone and then 
ends its turn. 

Halt. The target doesn’t move and takes 
no actions. A flying creature stays aloft, 
provided that it is able to do so. If it must 
move to stay aloft, it flies the minimum 
distance needed to remain in the air. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
you can affect one additional creature for 
each slot level above Ist. The creatures 
must be within 30 feet of each other when 
you target them. 


Commune 


Sth-level Mysticism(ritual) 


Casting Time: 1 minute 

Range: Self 

Components: V, S, M (incense and a vial 
of holy or unholy water) 

Duration: 1 minute 
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You contact your deity or a divine proxy 
and ask up to three questions that can be 
answered with a yes or no. You must ask 
your questions before the spell ends. You 
receive a correct answer for each question. 
Divine beings  aren’t necessarily 
omniscient, so you might receive 
“unclear” as an answer if a question 
pertains to information that lies beyond 
the deity’s knowledge. In a case where a 
one-word answer could be misleading or 
contrary to the deity’s interests, the DM 
might offer a short phrase as an answer 
instead. 

If you cast the spell two or more times 
before finishing your next long rest, there 
is a cumulative 25 percent chance for each 
casting after the first that you get no 
answer. The DM makes this roll in secret. 


Commune with Nature 


5th-level Mysticism(ritual) 


Casting Time: 1 minute 

Range: Self 

Components: V, S 

Duration: Instantaneous 

You briefly become one with nature and 
gain knowledge of the surrounding 
territory. In the outdoors, the spell gives 
you knowledge of the land within 3 miles 
of you. In caves and other natural 
underground settings, the radius is limited 
to 300 feet. The spell doesn’t function 
where nature has been replaced by 
construction, such as in dungeons and 
towns. 

You instantly gain knowledge of up to 
three facts of your choice about any of the 
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following subjects as they relate to the 

area: 

e terrain and bodies of water 

e prevalent plants, minerals, animals, or 
peoples 

e powerful _celestials, _ fey, 
elementals, or undead 

e influence from other planes of existence 

¢ buildings 

For example, you could determine the 

location of powerful undead in the area, 

the location of major sources of safe 

drinking water, and the location of any 

nearby towns. 


Compelled Duel 


fiends, 


Ist-level enchantment 

Casting Time: | bonus action 

Range: 30 feet 

Components: V 

Duration: Concentration, up to 1 minute 
You attempt to compel a creature into a 
duel. One creature that you can see within 
range must make a Wisdom saving throw. 
On a failed save, the creature is drawn to 
you, compelled by your divine demand. 
For the duration, it has disadvantage on 
attack rolls against creatures other than 
you, and must make a Wisdom saving 
throw each time it attempts to move to a 
space that is more than 30 feet away from 
you; if it succeeds on this saving throw, 
this spell doesn’t restrict the target’s 
movement for that turn. 

The spell ends if you attack any other 
creature, if you cast a spell that targets a 
hostile creature other than the target, if a 
creature friendly to you damages the 
target or casts a harmful spell on it, or if 
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you end your turn more than 30 feet away 
from the target. 


Comprehend Languages 


Ist-level Mysticism(ritual) 


Casting Time: | action 

Range: Self 

Components: V, S, M (a pinch of soot and 
salt) 

Duration: | hour 

For the duration, you understand the 
literal meaning of any spoken language 
that you hear. You also understand any 
written language that you see, but you 
must be touching the surface on which the 
words are written. It takes about 1 minute 
to read one page of text. 

This spell doesn’t decode secret messages 
in at ext or a glyph, such as an arcane 
sigil, that isn’t part of a written language. 


Compulsion 
4th-level enchantment 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to | minute 
Creatures of your choice that you can see 
within range and that can hear you must 
make a Wisdom saving throw. A target 
automatically succeeds on this saving 
throw if it can’t be charmed. On a failed 
save, a target is affected by this spell. 
Until the spell ends, you can use a bonus 
action on each of your turns to designate a 
direction that is horizontal to you. Each 
affected target must use as much of its 
movement as possible to move in that 


Index 273 





direction on its next turn. It can take its 
action before it moves. After moving in 
this way, it can make another Wisdom 
saving to try to end the effect. 

A target isn’t compelled to move into an 
obviously deadly hazard, such as a fire or 
pit, but it will provoke opportunity attacks 
to move in the designated direction. 


Cone of Cold 


Sth-level Destruction 


Casting Time: | action 

Range: Self (60-foot cone) 

Components: V, S, M (a small crystal or 
glass cone) 

Duration: Instantaneous 

A blast of cold air erupts from your hands. 
Each creature in a 60-foot cone must 
make a Constitution saving throw. A 
creature takes 8d8 cold damage on a failed 
save, or half as much damage on a 
successful one. 

A creature killed by this spell becomes a 
frozen statue until it thaws. 
AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
damage increases by 1d8 for each slot 
level above 5th. 


Confusion 
4th-level enchantment 


Casting Time: | action 

Range: 90 feet 

Components: V, S, M (three nut shells) 
Duration: Concentration, up to 1 minute 
This spell assaults and twists creatures' 
minds, spawning delusions and provoking 
uncontrolled action. Each creature in a 10- 
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foot-radius sphere centered on 

a point you choose within range must 
succeed on a Wisdom saving throw when 
you cast this spell or be affected by it. 

An affected target can’t take reactions and 
must roll a d10 at the start of each of its 
turns to determine its behavior for that 
turn. 


d10 Behavior 

1 The creature uses all its movement to 
move in a random direction. To determine 
the direction, roll a d8 and assign a 
direction to each die face. The creature 
doesn’t take an action this turn. 

2-6 The creature doesn’t move or take 
actions this turn. 

7-8 The creature uses its action to make a 
melee attack against a randomly 
determined creature within its reach. If 
there is no creature within its reach, the 
creature does nothing this turn. 

9-10 The creature can act and move 
normally. 

At the end of each of its turns, an affected 
target can make a Wisdom saving throw. 
If it succeeds, this effect ends for that 
target. 

AtHigherLevels.When you cast this spell 
using a spell slot of 5th level or higher, the 
radius of the sphere increases by 5 feet for 
each slot level above 4th. 


Conjure Animals 
3rd-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to | hour 


Index 274 





You summon fey spirits that take the form 
of beasts and appear in unoccupied spaces 
that you can see within range. Choose one 
of the following options for what appears: 

¢ One beast of challenge rating 2 or lower 

¢ Two beasts of challenge rating 1 or 
lower 

¢ Four beasts of challenge rating 1/2 or 
lower ¢ Eight beasts of challenge rating 
1/4 or lower 

Each beast is also considered fey, and it 
disappears when it drops to 0 hit points or 
when the spell ends. 

The summoned creatures are friendly to 
you and your companions. Roll initiative 
for the summoned creatures as a group, 
which has its own turns. They obey any 
verbal commands that you issue to them 
(no action required by you). If you don’t 
issue any commands to them, they defend 
themselves from hostile creatures, but 
otherwise take no actions. 

The DM _ has the creatures’ statistics. 
AtHigherLevels. When you cast this spell 
using 

certain higher-level spell slots, you choose 
one of the summoning options above, and 
more creatures appear: twice as many 
with a 5th-level slot, three times as many 
with a 7th-level slot, and four times as 
many with a 9th-level slot. 


Conjure Barrage 
3rd-level conjuration 


Casting Time: | action 

Range: Self (60-foot cone) 

Components: V, S, M (one piece of 
ammunition or a thrown weapon) 
Duration: Instantaneous 
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You throw a nonmagical weapon or fire a 
piece of nonmagical ammunition into the 
air to create a cone of identical weapons 
that shoot forward and then disappear. 
Each creature in a 60-foot cone must 
succeed on a Dexterity saving throw. A 
creature takes 3d8 damage on a failed 
save, or half as much damage on a 
successful one. The damage type is the 
same as that of the weapon or ammunition 
used as a component. 


Conjure Celestial 
7th-level conjuration 


Casting Time: 1 minute 

Range: 90 feet 

Components: V, S 

Duration: Concentration, up to | hour 

You summon a celestial of challenge 
rating 4 or lower, which appears in an 
unoccupied space that you can see within 
range. The celestial disappears when it 
drops to 0 hit points or when the spell 
ends. 

The celestial is friendly to you and your 
companions for the duration. Roll 
initiative for the celestial, which has its 
own turns. It obeys any verbal commands 
that you issue to it (no action required by 
you), as long as they don’t violate its 
alignment. If you don’t issue any 
commands to the celestial, it defends itself 
from hostile creatures but otherwise takes 
no actions. 

The DM has the celestial’s statistics. 
AtHigherLevels. When you cast this spell 
using a 9th-level spell slot, you summon a 
celestial of challenge rating 5 or lower. 


Conjure Elemental 
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Sth-level conjuration 


Casting Time: 1 minute 

Range: 90 feet 

Components: V, S, M (burning incense for 
air, soft clay for earth, sulfur and 
phosphorus for fire, or water and sand for 
water) 

Duration: Concentration, up to 1 hour 

You call forth an elemental servant. 
Choose an area of air, earth, fire, or water 
that fills a 10-foot cube within range. An 
elemental of challenge rating 5 or lower 
appropriate to the area you chose appears 
in an unoccupied space within 10 feet of 
it. For example, a fire elemental emerges 
from a bonfire, and an earth elemental 
rises up from the ground. The elemental 
disappears when it drops to 0 hit points or 
when the spell ends. 

The elemental is friendly to you and your 
companions for the duration. Roll 
initiative for the elemental, which has its 
own turns. It obeys any verbal commands 
that you issue to it (no action required by 
you). If you don’t issue any commands to 
the elemental, it defends itself from 
hostile creatures but otherwise takes no 
actions. 

If your concentration is broken, the 
elemental doesn’t disappear. Instead, you 
lose control of the elemental, it becomes 
hostile toward you and your companions, 
and it might attack. An uncontrolled 
elemental can’t be dismissed by you, and 
it disappears 1 hour after you summoned 
it. 

The DM has the elemental’s statistics. 
AtHigherLevels. When you cast this spell 
using 
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a spell slot of 6th level or higher, the 
challenge rating increases by 1 for each 
slot level above 5th. 


Conjure Fey 
6 th-level conjuration 


Casting Time: 1 minute 

Range: 90 feet 

Components: V, S 

Duration: Concentration, up to | hour 

You summon a fey creature of challenge 
rating 6 or lower, or a fey spirit that takes 
the form of a beast of challenge rating 6 or 
lower. It appears in an unoccupied space 
that you can see within range. The fey 
creature disappears when it drops to 0 hit 
points or when the spell ends. 

The fey creature is friendly to you and 
your companions for the duration. Roll 
initiative for the creature, which has its 
own turns. It obeys any verbal commands 
that you issue to it (no action required 

by you), as long as they don't violate its 
alignment. If you don’t issue any 
commands to the fey creature, it defends 
itself from hostile creatures but otherwise 
takes no actions. 

If your concentration is broken, the fey 
creature doesn’t disappear. Instead, you 
lose control of the fey creature, it becomes 
hostile toward you and your companions, 
and it might attack. An uncontrolled fey 
creature can't be dismissed by you, and it 
disappears | hour after you summoned it. 
The DM has the fey creature’s statistics. 
AtHigherLevels. When you cast this spell 
using 

a spell slot of 7th level or higher, the 


Index 276 





challenge rating increases by 1 for each 
slot level above 6th. 


Conjure Minor Elementals 
4th-level conjuration 


Casting Time: 1 minute 

Range: 90 feet 

Components: V, S 

Duration: Concentration, up to 1 hour 

You summon elementals that appear in 
unoccupied spaces that you can see within 
range. You choose one the following 
options for what appears: 

¢ One elemental of challenge rating 2 or 
lower 

Two elementals of challenge rating 1 or 
lower 

Four elementals of challenge rating 1/2 
or lower 

Eight elementals of challenge rating 1/4 
or lower. 

An elemental summoned by this spell 
disappears when it drops to 0 hit points or 
when the spell ends. 

The summoned creatures are friendly to 
you and your companions. Roll initiative 
for the summoned creatures as a group, 
which has its own turns. They obey any 
verbal commands that you issue to them 
(no action required by you). If you don’t 
issue any commands to them, they defend 
themselves from hostile creatures, but 
otherwise take no actions. 

The DM has the creatures' statistics. 
AtHigherLevels. When you cast this spell 
using certain higher-level spell slots, you 
choose one of the summoning options 
above, and more creatures appear: twice 
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as many with a 6th-level slot and three 
times as many with an 8th-level slot. 


Conjure Volley 
Sth-level conjuration 


Casting Time: | action 

Range: 150 feet 

Components: V, S , M (one piece of 
ammunition or one thrown weapon) 
Duration: Instantaneous 

You fire a piece of nonmagical 
ammunition from a ranged weapon or 
throw a nonmagical weapon into the air 
and choose a _ point within range. 
Hundreds of duplicates of the ammunition 
or weapon fall in a volley from above and 
then disappear. Each creature in a 40-foot- 
radius. 20-foot-high cylinder centered on 
that point must make a Dexterity saving 
throw. A creature takes 8d8 damage on a 
failed save, or half as much damage on a 
successful one. The damage type is the 
same as that of the ammunition or 
weapon. 


Conjure Woodland Beings 
4th-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (one holly berry per 

creature summoned) 

Duration: Concentration, up to | hour 

You summon fey creatures that appear in 

unoccupied spaces that you can see within 

range. Choose one of the following 

options for what appears: 

e One fey creature of challenge rating 2 
or lower 
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¢ Two fey creatures of challenge rating 1 
or lower 
e Four fey creatures of challenge rating 
1/2 or lower 
e Eight fey creatures of challenge rating 
1/4 or lower 
A summoned creature disappears when it 
drops to 0 hit points or when the spell 
ends. 
The summoned creatures are friendly to 
you and your companions. Roll initiative 
for the summoned creatures as a group, 
which have their own turns. They obey 
any verbal commands that you issue to 
them (no action required by you). If you 
don't issue any commands to them, they 
defend themselves from hostile creatures, 
but otherwise take no actions. 
The DM has the creatures’ statistics. 
AtHigherLevels. When you cast this spell 
using certain higher-level spell slots, you 
choose one of the summoning options 
above, and more creatures appear: twice 
as many with a 6th-level slot and three 
times as many with an 8th-level slot. 


Contact Other Plane 


Sth-level Mysticism(ritual) 


Casting Time: | minute 

Range: Self 

Components: V 

Duration: 1 minute 

You mentally contact a demigod, the spirit 
of a long-dead sage, or some other 
mysterious entity from another plane. 
Contacting this extraplanar intelligence 
can strain or even break your mind. When 
you cast this spell, make a DC 15 
Intelligence saving throw. On a 
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failure, you take 6d6 psychic damage and 
are insane until you finish a long rest. 
While insane, you can’t take actions, can’t 
understand what other creatures say, can’t 
read, and speak only in gibberish. A 
greater restoration spell cast on you ends 
this effect. 

On a successful save, you can ask the 
entity up to five questions. You must ask 
your questions before the spell ends. The 
DM answers each question with one word, 
such as “yes,” “no,” “maybe,” “never,” 
“irrelevant,” or “unclear” (if the entity 
doesn’t know the answer to the question). 
If a one-word answer would be 
misleading, the DM might instead offer a 
short phrase as an answer. 


Contagion 


Sth-level necromancy 


Casting Time: | action 

Range: Touch 

Component: V, S 

Duration: 7 days 

Your touch inflicts disease. Make a melee 
spell attack against a creature within your 
reach. On a hit, you afflict the creature 
with a disease of your choice from any of 
the ones described below. 

At the end of each of the target’s turns, it 
must make a Constitution saving throw. 
After failing three of these saving throws, 
the disease’s effects last for the duration, 
and the creature stops making these saves. 
After succeeding on three of these saving 
throws, the creature recovers from the 
disease, and the spell ends. 
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Since this spell induces a natural disease 
in its target, any effect that removes a 
disease or otherwise ameliorates a 
disease’s effects apply to it. 

Blinding Sickness. Pain grips the 
creature’s mind, and its eyes turn milky 
white. The creature has disadvantage on 
Wisdom checks and Wisdom = saving 
throws and is blinded. 

Filth Fever. A raging fever sweeps through 
the creature’s body. The creature has 
disadvantage on Strength checks, Strength 
saving throws, and attack rolls that use 
Strength. 

Flesh Rot. The creature’s flesh decays. 
The creature has disadvantage on 
Charisma checks and vulnerability to all 
damage. 

Mindfire. The creature’s mind becom es 
feverish. The creature has disadvantage on 
Intelligence checks and _ Intelligence 
saving throws, and the creature behaves as 
if under the effects of the confusion spell 
during combat. 

Seizure. The creature is overcome with 
shaking. The creature has disadvantage on 
Dexterity checks, Dexterity saving 
throws, and attack rolls that 

use Dexterity. 

SlimyDoom. The creature begins to bleed 
uncontrollably. The creature has 
disadvantage on Constitution checks and 
Constitution saving throws. In addition, 
whenever the creature takes damage, it is 
stunned until the end of its next turn. 


Contingency 
6 th-level Destruction 


Casting Time: 10 minutes 
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Range: Self 

Components: V, S, M (a statuette of 
yourself carved from ivory and decorated 
with gems worth at least 1,500 gp) 
Duration: 10 days 

Choose a spell of 5th level or lower that 
you can cast, that has a casting time of 1 
action, and that can target you. You cast 
that spell—called the contingent spell—as 
part of casting contingency, expending 
spell slots for both, but the contingent 
spell doesn't come into effect. Instead, it 
takes effect when a certain circumstance 
occurs. You describe that circumstance 
when you cast the two spells. For 
example, a contingency cast with water 
breathing might stipulate that water 
breathing com es into effect when you are 
engulfed in water or a similar liquid. 

The contingent spell takes effect 
immediately after the circumstance is met 
for the first time, whether or not you want 
it to. and then contingency ends. 

The contingent spell takes effect only on 
you, even 

if it can normally target others. You can 
use only one contingency spell at a time. 
If you cast this spell again, the effect of 
another contingency spell on you ends. 
Also, contingency ends on you if its 
material component is ever not on your 
person. 


Continual Flame 


2 nd-level Destruction 


Casting Time: | action 

Range: Touch 

Components: V, S, M (ruby dust worth 50 
gp, which the spell consumes) 
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Duration: Until dispelled 

A flame, equivalent in brightness to a 
torch, springs forth from an object that 
you touch. The effect looks like a regular 
flame, but it creates no heat and doesn’t 
use oxygen. A continual flame can be 
covered or hidden but not smothered or 
quenched. 


Control Water 


4th-level Alteration 


Casting Time: | action 

Range: 300 feet 

Components: V, S , M (a drop of water 
and a pinch of dust) 

Duration: Concentration, up to 10 minutes 
Until the spell ends, you control any 
freestanding water inside an area you 
choose that is a cube up to 100 feet on a 
side. You can choose from any of the 
following effects when you cast this spell. 
As an action on your turn, you can repeat 
the same effect or choose a different one. 
Flood. You cause the water level of all 
standing water in the area to rise by as 
much as 20 feet. If the area includes a 
shore, the flooding water spills over onto 
dry land. 

If you choose an area in a large body of 
water, you instead create a 20-foot tall 
wave that travels from one side of the area 
to the other and then crashes down. Any 
Huge or smaller vehicles in the wave’s 
path are carried with it to the other side. 
Any Huge or smaller vehicles struck by 
the wave have a 25 percent chance of 
capsizing. 
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The water level remains elevated until the 
spell ends or you choose a different effect. 
If this effect produced 


a wave, the wave repeats on the start of 
your next turn while the flood effect lasts. 
Part Water. You cause water in the area to 
move apart and create a trench. The trench 
extends across the spell’s area, and the 
separated water forms a wall to either 
side. The trench remains until the spell 
ends or you choose a different effect. The 
water then slowly fills in the trench over 
the course of the next round until the 
normal water level is restored. 
RedirectFlow. You cause flowing water in 
the area to move in a direction you 
choose, even if the water has to flow over 
obstacles, up walls, or in other unlikely 
directions. The water in the area moves as 
you direct it, but once it moves beyond the 
spell’s area, it resumes its flow based on 
the terrain conditions. The water continues 
to move in the direction you chose until 
the spell ends or you choose a different 
effect. 

Whirlpool. This effect requires a body of 
water 

at least 50 feet square and 25 feet deep. 
You cause 

a whirlpool to form in the center of the 
area. The whirlpool forms a vortex that is 
5 feet wide at the 

base, up to 50 feet wide at the top, and 25 
feet tall. Any creature or object in the 
water and within 25 feet of the vortex is 
pulled 10 feet toward it. A creature can 
swim away from the vortex by making a 
Strength (Athletics) check against your 
spell save DC. 
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When a creature enters the vortex for the 
first time on a turn or starts its turn there, 
it must make a Strength saving throw. On 
a failed save, the creature takes 2d8 
bludgeoning damage and is caught in the 
vortex until the spell ends. On a 
successful save, the creature takes half 
damage, and isn’t caught in the vortex. A 
creature caught in the vortex can use its 
action to try to swim away from the 
vortex as described above, but has 
disadvantage on the Strength (Athletics) 
check to do so. 

The first time each turn that an object 
enters the vortex, the object takes 2d8 
bludgeoning damage; this damage occurs 
each round it remains in the vortex. 


Cordon of Arrows 


2nd-level Alteration 


Condition 

Calm Moderate wind Strong wind Gale 
Storm 

Casting Time: | action 

Range: 5 feet 

Components: V, S, M (four or more 
arrows or bolts) 

Duration: 8 hours 

You plant four pieces of nonmagical 
ammunition— arrows or crossbow bolts 
—in the ground within range and lay 
magic upon them to protect an area. Until 
the spell ends, whenever a creature other 
than you comes within 30 feet of the 
ammunition for the first time on a turn or 
ends its turn there, one piece of 
ammunition flies up to strike it. The 
creature must succeed on a Dexterity 
saving throw or take 1d6 piercing damage. 
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The piece of ammunition is then 
destroyed. The spell ends when no 
ammunition remains. 

When you cast this spell, you can 
designate any creatures you choose, and 
the spell ignores them. 

AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
the amount of ammunition that can be 
affected increases by two for each slot 
level above 2nd. 


Counterspell 


3rd-level Restoration 


Casting Time: 1 reaction, which you take 
when you see a creature within 60 feet of 
you casting a spell 

Range: 60 feet 

Components: S 

Duration: Instantaneous 

You attempt to interrupt a creature in the 
process of casting a spell. If the creature is 
casting a spell of 3rd level or lower, its 
spell fails and has no effect. If it is casting 
a spell of 4th level or higher, make an 
ability check using your spellcasting 
ability. The DC equals 10 + the spell’s 
level. On a success, the creature’s spell 
fails and has no effect. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
interrupted spell has no effect if its level is 
less than or equal to the level of the spell 
slot you used. 


Create Food and Water 


3rd-level conjuration 
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Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Instantaneous 

You create 45 pounds of food and 30 
gallons of water on the ground or in 
containers within range, enough to sustain 
up to fifteen humanoids or five steeds for 
24 hours. The food is bland _ but 
nourishing, and spoils if uneaten after 24 
hours. The water is clean and doesn’t go 
bad. 


Create or Destroy Water 


I st-level Alteration 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a drop of water if 
creating water or a few grains of sand if 
destroying it) 

Duration: Instantaneous 

You either create or destroy water. 

Create Water. You create up to 10 gallons 
of clean 

water within range in an open container. 
Alternatively, the water falls as rain in a 
30-foot cube within range, extinguishing 
exposed flames in the area. 

Destroy Water. You destroy up to 10 
gallons of water in an open container 
within range. Alternatively, you destroy 
fog in a 30-foot cube within range. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
you create or destroy 10 additional gallons 
of water, or the size of the cube increases 
by 5 feet, for each slot level above Ist. 


Create Undead 
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6th-level necromancy 


Casting Time: 1 minute 

Range: 10 feet 

Components: V, S, M (one clay pot filled 
with grave dirt, one clay pot filled with 
brackish water, and one 150 gp black 
onyx stone for each corpse) 

Duration: Instantaneous 

You can cast this spell only at night. 
Choose up to three corpses of Medium or 
Small humanoids within range. Each 
corpse becomes a ghoul under your 
control. (The DM has game statistics for 
these creatures.) 

As a bonus action on each of your turns, 
you can mentally command any creature 
you animated with this spell if the creature 
is within 120 feet of you (if you control 
multiple creatures, you can command any 
or all of them at the same time, issuing the 
same command to each one). You decide 
what action the creature will take and 
where it will move during its next turn, or 
you can issue a general command, such as 
to guard a particular chamber or corridor. 
If you issue no commands, the creature 
only defends itself against hostile 
creatures. Once given an order, the 
creature continues to follow it until its 
task is complete. 

The creature is under your control for 24 
hours, 

after which it stops obeying any command 
you have given it. To maintain control of 
the creature for another 24 hours, you 
must cast this spell on the creature before 
the current 24-hour period ends. This use 
of the spell reasserts your control over up 
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to three creatures you have animated with 
this spell, rather than animating new ones. 
AtHigherLevels. When you cast this spell 
using a 7th-level spell slot, you can 
animate or reassert control over four 
ghouls. When you cast this spell using an 
8th-level spell slot, you can animate or 
reassert control over five ghouls or two 
ghasts or wights. When you cast this spell 
using a 9th-level spell slot, you can 
animate or reassert control over six 
ghouls, three ghasts or wights, or two 
mummies. 


Creation 
Sth-level illusion 


Casting Time: 1 minute 

Range: 30 feet 

Components: V, S, M (a tiny piece of 
matter of the same 

type of the item you plan to create) 
Duration: Special 

You pull wisps of shadow material from 
the Shadowfell to create a _ nonliving 
object of vegetable matter within range: 
soft goods, rope, wood, or something 
similar. You can also use this spell to 
create mineral objects such as stone, 
crystal, or metal. The object created must 
be no larger than a 5-foot cube, and the 
object must be of a form and material that 
you have seen before. 

The duration depends on the object’s 
material. If the object is composed of 
multiple materials, use the shortest 
duration. 

Material 

Vegetable matter Stone or crystal Precious 
metals 
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Gems 

Adamantine or mithral 

Duration 

e 1 day 

e 12 hours 

e | hour 

e 10 minutes 

e | minute 

Using any material created by this spell as 
another spell’s material component causes 
that spell to fail. 

AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
cube increases by 5 feet for each slot level 
above Sth. 


Crown of Madness 


2nd-level enchantment 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 
One humanoid of your choice that you can 
see within range must succeed on a 
Wisdom saving throw or become charmed 
by you for the duration. While the target is 
charmed in this way, a twisted crown of 
jagged iron appears on its head, and a 
madness glows in its eyes. 

The charmed target must use its action 
before moving on each of its turns to 
make a melee attack against a creature 
other than itself that you mentally choose. 
The target can act normally on its turn if 
you choose no creature or if none are 
within its reach. 

On your subsequent turns, you must use 
your action to maintain control over the 
target, or the spell ends. Also, the target 
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can make a Wisdom saving throw at the 
end of each of its turns. On a success, the 
spell ends. 


Crusader’s Mantle 


3rd-level Restoration 


Casting Time: | action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
Holy power radiates from you in an aura 
with a 30-foot radius, awakening boldness 
in friendly creatures. Until the spell ends, 
the aura moves with you, centered on you. 
While in the aura, each nonhostile 
creature in the aura (including you) deals 
an extra 1d4 radiant damage when it hits 
with a weapon attack. 


Cure Wounds 


Ist-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

A creature you touch regains a number of 
hit points equal to 1d8 + your spellcasting 
ability modifier. This spell has no effect 
on undead or constructs. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the healing increases by 1d8 for each slot 
level above Ist. 


Dancing Lights 


Destruction cantrip 
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Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a bit of phosphorus 
or wychwood, or a glowworm) 

Duration: Concentration, up to 1 minute 
You create up to four torch-sized lights 
within range, making them appear as 
torches, lanterns, or glowing orbs that 
hover in the air for the duration. You can 
also combine the four lights into one 
glowing vaguely humanoid form of 
Medium size. Whichever form you 
choose, each light sheds dim light in a 10- 
foot radius. 

As a bonus action on your turn, you can 
move the lights up to 60 feet to a new spot 
within range. A light must be within 20 
feet of another light created by this spell, 
and a light winks out if it exceeds the 
spell’s range. 


Darkness 


2 nd-level Destruction 


Casting Time: | action 

Range: 60 feet 

Components: V, M (bat fur and a drop of 
pitch or piece of coal) 

Duration: Concentration, up to 10 minutes 
Magical darkness spreads from a point 
you choose within range to fill a 15-foot- 
radius sphere for the 

duration. The darkness spreads around 
corners. A creature with darkvision can’t 
see through this darkness, and nonmagical 
light can’t illuminate it. 

If the point you choose is on an object you 
are holding or one that isn’t being worn or 
carried, the darkness emanates from the 
object and moves with it. Completely 
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covering the source of the darkness with 
an opaque object, such as a bowl or a 
helm, blocks the darkness. 

If any of this spell’s area overlaps with an 
area of light created by a spell of 2nd level 
or lower, the spell that created the light is 
dispelled. 


Darkvision 
2 nd-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (either a pinch of 
dried carrot or an agate) 

Duration: 8 hours 

You touch a willing creature to grant it the 
ability to see in the dark. For the duration, 
that creature has darkvision out to a range 
of 60 feet. 


Daylight 
3rd-level Destruction 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: | hour 

A 60-foot-radius sphere of light spreads 
out from a point you choose within range. 
The sphere is bright light and sheds dim 
light for an additional 60 feet. 

If you chose a point on an object you are 
holding or one that isn’t being worn or 
carried, the light shines from the object 
and moves with it. Completely covering 
the affected object with an opaque object, 
such as a bowl or a helm, blocks the light. 
If any of this spell’s area overlaps with an 
area of darkness created by a spell of 3rd 
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level or lower, the spell that created the 
darkness is dispelled. 


Death Ward 


4th-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: 8 hours 

You touch a creature and grant it a 
measure of protection from death. 

The first time the target would drop to 0 
hit points as a result of taking damage, the 
target instead drops to | hit point, and the 
spell ends. 

If the spell is still in effect when the target 
is subjected to an effect that would kill it 
instantaneously without dealing damage, 
that effect is instead negated against the 
target, and the spell ends. 


Delayed Blast Fireball 


7th-level Destruction 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (a tiny ball of bat 
guano and sulfur) 

Duration: Concentration, up to 1 minute 

A beam of yellow light flashes from your 
pointing finger, then condenses to linger at 
a chosen point within range as a glowing 
bead for the duration. When the spell 
ends, either because your concentration is 
broken or because you decide to end it, 
the bead blossoms with a low roar into an 
explosion of flame that spreads around 
corners. Each creature in a 20-foot-radius 
sphere centered on that point must make a 
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Dexterity saving throw. A creature takes 
fire damage equal to the total accumulated 
damage on a failed save, or half as much 
damage on a successful one. 

The spell’s base damage is 12d6. If at the 
end of your turn the bead has not yet 
detonated, the damage increases by 1d6. 
If the glowing bead is touched before the 
interval has expired, the creature touching 
it must make a Dexterity saving throw. On 
a failed save, the spell ends immediately, 
causing the bead to erupt in flame. On a 
successful save, the creature can throw the 
bead up to 40 feet. When it strikes a 
creature or a solid object, the spell ends, 
and the bead explodes. 

The fire damages objects in the area and 
ignites flammable objects that aren’t being 
worn or carried. 

AtHigherLevels. When you cast this spell 
using a spell slot of 8th level or higher, the 
base damage increases by 1d6 for each 
slot level above 7th. 


Demiplane 
§ th-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: S 

Duration: | hour 

You create a shadowy door on a flat solid 
surface that you can see within range. The 
door is large enough to allow Medium 
creatures to pass through unhindered. 
When opened, the door leads to a 
demiplane that appears to be an empty 
room 30 feet in each dimension, made of 
wood or stone. When the spell ends, the 
door disappears, and any creatures or 
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objects inside the demiplane remain 
trapped there, as the door also disappears 
from the other side. 

Each time you cast this spell, you can 
create a new demiplane, or have the 
shadowy door connect to a demiplane you 
created with a previous casting of this 
spell. Additionally, ifyou know the nature 
and contents of a demiplane created by a 
casting of this spell by another creature, 
you can have the shadowy door connect to 
its demiplane instead. 


Destructive Wave 


Sth-level Destruction 


Casting Time: | action 

Range: Self (30-foot radius) 

Components: V 

Duration: Instantaneous 

You strike the ground, creating a burst of 
divine 

energy that ripples outward from you. 
Each creature you choose within 30 feet 
of you must succeed on a Constitution 
saving throw or take 5d6 thunder damage, 
as well as 5d6 radiant or necrotic damage 
(your choice), and be knocked prone. A 
creature that succeeds on its saving throw 
takes half as much damage and isn’t 
knocked prone. 


Detect Evil and Good 


Ist-level Mysticism 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 10 minutes 
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For the duration, you know if there is an 
aberration, celestial, elemental, fey, fiend, 
or undead within 30 feet of you, as well as 
where the creature is located. Similarly, 
you know if there is a place or object 
within 30 feet of you that has been 
magically consecrated or desecrated. 

The spell can penetrate most barriers, but 
it is blocked by 1 foot of stone, 1 inch of 
common metal, a thin sheet of lead, or 3 
feet of wood or dirt. 


Detect Magic 


Ist-level Mysticism(ritual) 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 10 minutes 
For the duration, you sense the presence 
of magic within 30 feet of you. If you 
sense magic in this way, you can use your 
action to see a faint aura around any 
visible creature or object in the area that 
bears magic, and you learn its school of 
magic, if any. 

The spell can penetrate most barriers, but 
it is blocked by 1| foot of stone, 1 inch of 
common metal, a thin sheet of lead, or 3 
feet of wood or dirt. 


Detect Poison and Disease 
Ist-level Mysticism(ritual) 


Casting Time: | action 

Range: Self 

Components: V, S, M (a yew leaf) 
Duration: Concentration, up to 10 minutes 
For the duration, you can sense the 
presence and _ location of poisons, 
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poisonous creatures, and diseases within 
30 feet of you. You also identify the kind 
of poison, poisonous creature, or disease 
in each case. 

The spell can penetrate most barriers, but 
it is blocked by 1| foot of stone, 1 inch of 
common metal, a thin sheet of lead, or 3 
feet of wood or dirt. 


Detect Thoughts 


2 nd-level Mysticism 


Casting Time: | action 

Range: Self 

Components: V, S, M (a copper piece) 
Duration: Concentration, up to | minute 


For the duration, you can read the 
thoughts of certain creatures. When you 
cast the spell and as your action on each 
turn until the spell ends, you can focus 
your mind on any one creature that you 
can see within 30 feet of you. If the 
creature you choose has an Intelligence of 
3 or lower or doesn’t speak any language, 
the creature is unaffected. 

You initially learn the surface thoughts of 
the creature—what is most on its mind in 
that moment. As an action, you can either 
shift your attention to another creature’s 
thoughts or attempt to probe deeper into 
the same creature’s mind. Ifyou probe 
deeper, the target must make a Wisdom 
saving throw. If it fails, you gain insight 
into its reasoning (if any), its emotional 
state, and something that looms large in its 
mind (such as something it worries over, 
loves, or hates). If it succeeds, the spell 
ends. Either way, the target knows that 
you are probing into its mind, and unless 
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you shift your attention to another 
creature’s thoughts, the creature can use 
its action on its turn to make an 
Intelligence check contested by your 
Intelligence check; if it succeeds, 

the spell ends. 

Questions verbally directed at the target 
creature naturally shape the course of its 
thoughts, so this spell is particularly 
effective as part of an interrogation. 

You can also use this spell to detect the 
presence of thinking creatures you can’t 
see. When you cast the spell or as your 
action during the duration, you can search 
for thoughts within 30 feet of you. The 
spell can penetrate barriers, but 2 feet of 
rock, 2 inches of any metal other than 
lead, or a thin sheet of lead blocks you. 
You can’t detect a creature with an 
Intelligence of 3 or lower or one that 
doesn’t speak any language. 

Once you detect the presence of a creature 
in this way, you can read its thoughts for 
the rest of the duration as described 
above, even if you can’t see it, but it must 
still be within range. 


Dimension Door 
4th-level conjuration 


Casting Time: | action 

Range: 500 feet 

Components: V 

Duration: Instantaneous 

You teleport yourself from your current 
location to any other spot within range. 
You arrive at exactly the spot desired. It 
can be a place you can see, one you can 
visualize, or one you can describe by 
stating distance and direction, such as 
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“200 feet straight downward” or “upward 
to the northwest at a 45-degree angle, 300 
feet.” 

You can bring along objects as long as 
their weight doesn’t exceed what you can 
carry. You can also bring one willing 
creature of your size or smaller who is 
carrying gear up to its carrying capacity. 
The creature must be within 5 feet of you 
when you cast this spell. 

If you would arrive in a place already 
occupied by an object or a creature, you 
and any creature traveling with you each 
take 4d6 force damage, and the spell fails 
to teleport you. 


Disguise Self 


I st-level illusion 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: | hour 

You make yourself—including your 
clothing, armor, weapons, and _ other 
belongings on your person—look different 
until the spell ends or until you use your 
action to dismiss it. You can seem | foot 
shorter or taller and can appear thin, fat, 
or in between. You can’t change your 
body type, so you must adopt a form that 
has the same basic arrangement of limbs. 
Otherwise, the extent of the illusion is up 
to you. 

The changes wrought by this spell fail to 
hold up to physical inspection. For 
example, if you use this spell 

to add a hat to your outfit, objects pass 
through the hat, and anyone who touches 
it would feel nothing or would feel your 
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head and hair. If you use this spell to 
appear thinner than you are, the hand of 
someone who reaches out to touch you 
would bump into you while it was 
seemingly still in midair. 

To discern that you are disguised, a 
creature can use its action to inspect your 
appearance and must succeed on an 
Intelligence (Investigation) check against 
your spell save DC. 


Disintegrate 
6 th-level Alteration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a lodestone and a 
pinch of dust) 

Duration: Instantaneous 

A thin green ray springs from your 
pointing finger to a target that you can see 
within range. The target can be a creature, 
an object, or a creation of magical force, 
such as the wall created by wall of force. 
A creature targeted by this spell must 
make a Dexterity saving throw. On a 
failed save, the target takes 10d6 + 40 
force damage. If this damage reduces the 
target to 0 hit points, it is disintegrated. 

A disintegrated creature and everything it 
is wearing and carrying, except magic 
items, are reduced to a pile of fine gray 
dust. The creature can be restored to life 
only by means of a true resurrection or a 
wish spell. 

This spell automatically disintegrates a 
Large or smaller nonmagical object or a 
creation of magical force. If the target is a 
Huge or larger object or creation of force, 
this spell disintegrates a 10-foot-cube 
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portion of it. A magic item is unaffected 
by this spell. 

AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, the 
damage increases by 3d6 for each slot 
level above 6th. 


Dispel Evil and Good 


Sth-level Restoration 


Casting Time: | action 

Range: Self 

Components: V, S, M (holy water or 
powdered silver and iron) 

Duration: Concentration, up to | minute 
Shimmering energy surrounds and 
protects you from fey, undead, and 
creatures originating from beyond the 
Material Plane. For the duration, 
celestials, elementals, fey, fiends, and 
undead have disadvantage on attack rolls 
against you. 

You can end the spell early by using either 
of the following special functions. 

Break Enchantment. As your action, you 
touch a creature you can reach that is 
charmed, frightened, or possessed by a 
celestial, an elemental, a fey, a fiend, or an 
undead. The creature you touch is no 
longer charmed, frightened, or possessed 
by such creatures. 

Dismissal. As your action, make a melee 
spell attack against a _ celestial, an 
elemental, a fey, a fiend, or an undead you 
can reach. On a hit, you attempt to drive 
the creature back to its home plane. The 
creature must succeed on a Charisma 
saving throw or be sent back to its home 
plane (if it isn't there already). If they 
aren’t on their home plane, undead are 
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sent to the Shadowfell, and fey are sent to 
the Feywild. 


Dispel Magic 
3rd-level Restoration 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Instantaneous 

Choose one creature, object, or magical 
effect within range. Any spell of 3rd level 
or lower on the target ends. For each spell 
of 4th level or higher on the target, make 
an ability check using your spellcasting 
ability. The 

DC equals 10 + the spell’s level. On a 
successful check, the spell ends. 
AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, 
you automatically end the effects of a 
spell on the target if the spell’s level is 
equal to or less than the level of the spell 
slot you used. 


Dissonant Whispers 
Ist-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V 

Duration: Instantaneous 

You whisper a discordant melody that 
only one creature of your choice within 
range can hear, wracking it with terrible 
pain. The target must make a Wisdom 
saving throw. On a failed save, it takes 
3d6 ~=psychic damage and = must 
immediately use its reaction, if available, 
to move as far as its speed allows away 
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from you. The creature doesn’t move into 
obviously dangerous ground, such as a fire 
or a pit. On a successful save, the target 
takes half as much damage and doesn’t 
have to move away. A deafened creature 
automatically succeeds on the save. 

At Higher Levels. When you cast this 
spell using a spell slot of 2nd level or 
higher, the damage increases by 1d6 for 
each slot level above Ist. 


Mysticism 
4th-level Mysticism(ritual) 


Casting Time: | action 

Range: Self 

Components: V, S, M (incense and a 
sacrificial offering appropriate to your 
religion, together worth at least 25 gp, 
which the spell consumes) 

Duration: Instantaneous 

Your magic and an offering put you in 
contact with a god or a god’s servants. 
You ask a single question concerning a 
specific goal, event, or activity to occur 
within 7 days. The DM offers a truthful 
reply. The reply might be a short phrase, a 
cryptic rhyme, or an omen. 

The spell doesn’t take into account any 
possible circumstances that might change 
the outcome, such as the casting of 
additional spells or the loss or gain of a 
companion. 

If you cast the spell two or more times 
before finishing your next long rest, there 
is a cumulative 25 percent chance for each 
casting after the first that you get a 
random reading. The DM makes this roll 
in secret. 


Divine Favor 
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Ist-level Destruction 


Casting Time: 1 bonus action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 
Your prayer empowers you with divine 
radiance. Until the spell ends, your 
weapon attacks deal an extra 1d4 radiant 
damage on a hit. 


Divine Word 


7th-level Destruction 


Casting Time: | bonus action Range: 30 
feet 

Components: V 

Duration: Instantaneous 

You utter a divine word, imbued with the 
power that shaped the world at the dawn 
of creation. Choose any number of 
creatures you can see within range. Each 
creature that can hear you must make a 
Charisma saving throw. On a failed save, 
a creature suffers an effect based on its 
current hit points: 

e 50 hit points or fewer: deafened for 1 
minute 

e 40 hit points or fewer: deafened and 
blinded for 10 minutes 

¢ 30 hit points or fewer: blinded, deafened, 
and stunned for 1 hour 

e 20 hit points or fewer: killed instantly 
Regardless of its current hit points, a 
celestial, an elemental, a fey, or a fiend 
that fails its save is forced back to its 
plane of origin (if it isn’t there already) 
and can’t return to your current plane for 
24 hours by any means short of a wish 
spell. 
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Dominate Beast 


4th-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to | minute 
You attempt to beguile a beast that you 
can see within range. It must succeed on a 
Wisdom saving throw or be charm ed by 
you for the duration. If you or creatures 
that are friendly to you are fighting it, it 
has advantage on the saving throw. 

While the beast is charmed, you have a 
telepathic link with it as long as the two of 
you are on the same plane of existence. 
You can use this telepathic link to issue 
commands to the creature while you are 
conscious (no action required), which it 
does its best to obey. You can specify a 
simple and general course of action, such 
as “Attack that creature,’ “Run over 
there,’ or “Fetch that object.” If the 
creature completes the order and doesn’t 
receive further direction from you, it 
defends and preserves itself to the best of 
its ability. 

You can use your action to take total and 
precise control of the target. Until the end 
of your next turn, the creature takes only 
the actions you choose, and doesn’t do 
anything that you don’t allow it to do. 
During this time, you can also cause the 
creature to use a reaction, but this requires 
you to use your own reaction as well. 
Each time the target takes damage, it 
makes a new Wisdom saving throw 
against the spell. If the saving throw 
succeeds, the spell ends. 
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AtHigherLevels. When you cast this spell 
with a 5th-level spell slot, the duration is 
concentration, up to 10 minutes. When 
you use a 6th-level spell slot, the duration 
is concentration, up to 1 hour. When you 
use a spell slot of 7th level or higher, the 
duration is concentration, up to 8 hours. 


Dominate Monster 


8 th-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 hour 

You attempt to beguile a creature that you 
can see within range. It must succeed on a 
Wisdom saving throw or be charmed by 
you for the duration. If you or creatures 
that are friendly to you are fighting it, it 
has advantage on the saving throw. 

While the creature is charmed, you have a 
telepathic link with it as long as the two of 
you are on the same plane of existence. 
You can use this telepathic link to issue 
commands to the creature while you are 
conscious (no action required), which it 
does its best to obey. You can specify a 
simple and general course of action, such 
as “Attack that creature,’ “Run over 
there,’ or “Fetch that object.” If the 
creature completes the order and doesn’t 
receive further direction from you, it 
defends 

and preserves itself to the best of its 
ability. 

You can use your action to take total and 
precise 

control of the target. Until the end of your 
next turn, the creature takes only the 
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actions you choose, and doesn’t do 
anything that you don’t allow it to do. 
During this time, you can also cause the 
creature to use a reaction, but this requires 
you to use your own reaction as well. 
Each time the target takes damage, it 
makes a new Wisdom saving throw 
against the spell. If the saving throw 
succeeds, the spell ends. 

AtHigherLevels. When you cast this spell 
with a 9th-level spell slot, the duration is 
concentration, up to 8 hours. 


Dominate Person 


Sth-level enchantment 


Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 
You attempt to beguile a humanoid that 
you can see within range. It must succeed 
on a Wisdom saving throw or be charmed 
by you for the duration. If you or creatures 
that are friendly to you are fighting it, it 
has advantage on the saving throw. 

While the target is charmed, you have a 
telepathic link with it as long as the two of 
you are on the same plane 

of existence. You can use this telepathic 
link to issue commands to the creature 
while you are conscious (no action 
required), which it does its best to obey. 
You can specify a simple and general 
course of action, such as “Attack that 
creature,” “Run over there,” or “Fetch that 
object.” If the creature completes the 
order and doesn’t receive further direction 
from you, it defends and preserves itself 
to the best of its ability. 
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You can use your action to take total and 
precise control of the target. Until the end 
of your next turn, the creature takes only 
the actions you choose, and doesn’t do 
anything that you don’t allow it to do. 
During this time you can also cause the 
creature to use a reaction, but this requires 
you to use your own reaction as well. 
Each time the target takes damage, it 
makes a new W isdom saving throw 
against the spell. If the saving throw 
succeeds, the spell ends. 

AtHigherLevels. When you cast this spell 
using 

a O6th-level spell slot, the duration is 
concentration, 

up to 10 minutes. When you use a 7th- 
level spell slot, the duration is 
concentration, up to | hour. When you use 
a spell slot of 8th level or higher, the 
duration is concentration, up to 8 hours. 


Instant Summons 


6 th-level conjuration (ritual) 


Casting Time: 1 minute 

Range: Touch 

Components: V, S, M (a sapphire worth 
1,000 gp) 

Duration: Until dispelled 

You touch an object weighing 10 pounds 
or less whose longest dimension is 6 feet 
or less. The spell leaves an invisible mark 
on its surface and invisibly inscribes the 
name of the item on the sapphire you use 
as the material component. Each time you 
cast this spell, you must use a different 
sapphire. 

At any time thereafter, you can use your 
action to speak the item’s name and crush 
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the sapphire. The item instantly appears in 
your hand regardless of physical or planar 
distances, and the spell ends. 


If another creature is holding or carrying 
the item, crushing the sapphire doesn’t 
transport the item to you, but instead you 
learn who the creature possessing the 
object is and roughly where that creature 
is located at that moment. 

Dispel magic or a_ similar effect 
successfully applied to the sapphire ends 
this spell’s effect. 


Dream 


Sth-level illusion 


Casting Time: 1 minute 

Range: Special 

Components: V, S, M (a handful of sand, a 
dab of ink, 

and a writing quill plucked from a 
sleeping bird) Duration: 8 hours 

This spell shapes a creature’s dreams. 
Choose a creature known to you as the 
target of this spell. The target must be on 
the same plane of existence as you. 
Creatures that don’t sleep, such as elves, 
can’t be contacted by this spell. You, or a 
willing creature you touch, enters a trance 
state, acting as a messenger. While in the 
trance, the messenger is aware of his or 
her surroundings, but can’t take actions or 
move. 

If the target is asleep, the messenger 
appears in the target’s dreams and can 
converse with the target as long as it 
remains asleep, through the duration of 
the spell. The messenger can also shape 
the environment of the dream, creating 
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landscapes, objects, and other images. The 
messenger can emerge from the trance at 
any time, ending the effect of the spell 
early. The target recalls the dream 
perfectly upon waking. If the target is 
awake when you cast the spell, the 
messenger knows it, and can either end 
the trance (and the spell) or wait for the 
target to fall asleep, at which point the 
messenger appears in the target’s dreams. 
You can make the messenger appear 
monstrous 

and terrifying to the target. If you do, the 
messenger 

can deliver a message of no more than ten 
words and then the target must make a 
Wisdom saving throw. On a failed save, 
echoes of the phantasmal monstrosity 
spawn a nightmare that lasts the duration 
of the target’s sleep and prevents the target 
from gaining any benefit from that rest. In 
addition, when the target wakes up, it 
takes 3d6 psychic damage. 

If you have a body part, lock of hair, 
clipping from a nail, or similar portion of 
the target’s body, the target makes its 
saving throw with disadvantage. 


Druidcraft 


Alteration cantrip 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Instantaneous 

Whispering to the spirits of nature, you 
create one of the following effects within 
range: 

e You create a tiny, harmless sensory 
effect that predicts what the weather will 
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be at your location for the next 24 hours. 
The effect might manifest as a golden orb 
for clear skies, a cloud for rain, falling 
snowflakes for 

snow, and so on. This effect persists for 1 
round. 

e You instantly make a flower blossom, a 
seed pod open, 

or a leaf bud bloom. 

e You create an instantaneous, harmless 
sensory effect, 

such as falling leaves, a puff of wind, the 
sound of a small animal, or the faint odor 
of skunk. The effect must fit in a 5-foot 
cube. 

e You instantly light or snuff out a candle, 
a torch, or a small campfire. 


Earthquake 
8 th-level Destruction 


Casting Time: | action 

Range: 500 feet 

Components: V, S, M (a pinch of dirt, a 
piece of rock, and a lump of clay) 
Duration: Concentration, up to 1 minute 
You create a seismic disturbance at a point 
on the ground that you can see within 
range. For the duration, an intense tremor 
rips through the ground in a 100-foot- 
radius circle centered on that point and 
shakes creatures and structures in contact 
with the ground 

in that area. 

The ground in the area becomes difficult 
terrain. Each creature on the ground that is 
concentrating must make a Constitution 
saving throw. On a failed save, the 
creature’s concentration is broken. 
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When you cast this spell and at the end of 
each turn you spend concentrating on it, 
each creature on the ground in the area 
must make a Dexterity saving throw. On a 
failed save, the creature is knocked prone. 
This spell can have additional effects 
depending on the terrain in the area, as 
determined by the DM. 

Fissures. Fissures open throughout the 
spell’s area at the start of your next turn 
after you cast the spell. A total of 1d6 such 
fissures open in locations chosen by the 
DM. Each is 1d10 x 10 feet deep, 10 feet 
wide, and extends from one edge of the 
spell’s area to the opposite side. 

A creature standing on a spot where a 
fissure opens must succeed on a Dexterity 
saving throw or fall in. A creature that 
successfully saves moves. with the 
fissure’s edge as it opens. 

A fissure that opens beneath a structure 
causes it to automatically collapse (see 
below). 

Structures. The tremor deals 50 
bludgeoning damage to any structure in 
contact with the ground in the area when 
you cast the spell and at the start of each 
of your turns until the spell ends. If a 
structure drops to 0 hit points, it collapses 
and potentially damages nearby creatures. 
A creature within half the distance of a 
structure’s height must make a Dexterity 
saving throw. On a failed save, the 
creature takes 5d6 bludgeoning damage, is 
knocked prone, and is buried in the 
rubble, requiring a DC 20 Strength 
(Athletics) check as an action to escape. 
The DM can adjust the DC higher 

or lower, depending on the nature of the 
rubble. On a successful save, the creature 


Contents 


takes half as much damage and doesn’t 
fall prone or become buried. 


Blast 


Destruction cantrip 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Instantaneous 

A beam of crackling energy streaks 
toward a creature within range. Make a 
ranged spell attack against the target. On a 
hit, the target takes 1dlO force damage. 
The spell creates more than one beam 
when you reach higher levels: two beams 
at 5th level, three beams at 11th level, and 
four beams at 17th level. You can direct 
the beams at the same target or at different 
ones. Make a separate attack roll for each 
beam. 


Elemental Weapon 
3rd-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 hour 

A nonmagical weapon you touch becomes 
a magic weapon. Choose one of the 
following damage types: acid, cold, fire, 
lightning, or thunder. For the duration, the 
weapon has a +1 bonus to attack rolls and 
deals an extra 1d4 damage of the chosen 
type when it hits. 

AtHigherLevels. When you cast this spell 
using a spell slot of 5th or 6th level, the 
bonus to attack rolls increases to +2 and 
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the extra damage increases to 2d4. When 
you use a spell slot of 7th level or higher, 
the bonus increases to +3 and the extra 
damage increases to 3d4. 


Enhance Ability 


2 nd-level Alteration 


CastingTime: l action 

Range: Touch 

Components: V, S, M (fur or a feather 
from a beast) 

Duration: Concentration, up to 1 hour. 
You touch a creature and bestow upon it a 
magical enhancement. Choose one of the 
following effects; the target gains that 
effect until the spell ends. 
Bear’sEndurance.The target has advantage 
on Constitution checks. It also gains 2d6 
temporary hit points, which are lost when 
the spell ends. 

Bull’s Strength. The target has advantage 
on Strength checks, and his or her 
carrying capacity doubles. 

Cat’s Grace. The target has advantage on 
Dexterity checks. It also doesn’t take 
damage from falling 20 feet or less if it 
isn’t incapacitated. 

Eagle’s Splendor. The target has 
advantage on Charisma checks. 

Fox’s Cunning. The target has advantage 
on Intelligence checks. 

Owl’s Wisdom. The target has advantage 
on Wisdom checks. 

At HigherLevels. W hen you cast this 
spell using a spell slot of 3rd level or 
higher, you can target one additional 
creature for each slot level above 2nd. 


Enlarge/Reduce 
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2 nd-level Alteration 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a pinch of 
powdered iron) Duration: Concentration, 
up to 1 minute 


You cause a creature or an object you can 
see within range to grow larger or smaller 
for the duration. Choose either a creature 
or an object that is neither worn 

nor carried. If the target is unwilling, it 
can make a Constitution saving throw. On 
a success, the spell 


has no effect. 
If the target is a creature, everything it is 
wearing and 


carrying changes size with it. Any item 
dropped by an affected creature returns to 
normal size at once. 


Enlarge. The target’s size doubles in all 
dimensions, and its weight is multiplied 
by eight. This growth increases its size by 
one category —from Medium to Large, for 
example. If there isn’t enough room for 
the target to double its size, the creature or 
object attains the maximum possible size 
in the space available. 

Until the spell ends, the target also has 
advantage on Strength checks and 
Strength saving throws. The target’s 
weapons also grow to match its new size. 
While these weapons are enlarged, the 
target’s attacks with them deal 1d4 extra 
damage. 


Reduce. The target’s size is halved in all 
dimensions, and its weight is reduced to 
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one-eighth of normal. This reduction 
decreases its size by one category —from 
Medium to Small, for example. Until the 
spell ends, 


the target also has disadvantage on 
Strength checks and Strength saving 
throws. The target’s weapons also shrink 
to match its new size. While these 
weapons are reduced, the target’s attacks 
with them deal 1d4 less damage (this can’t 
reduce the damage below 1). 


Ensnaring Strike 
Ist-level conjuration 


Casting Time: 1 bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 


The next time you hit a creature with a 
weapon attack before this spell ends, a 
writhing mass of thorny vines appears at 
the point of impact, and the target must 
succeed on a Strength saving throw or be 
restrained by the magical vines until the 
spell ends. A Large or larger creature has 
advantage on this saving throw. If the 
target succeeds on the save, the vines 
shrivel away. 


While restrained by this spell, the target 
takes 1d6 piercing damage at the start of 
each of its turns. A creature restrained by 
the vines or one that can touch the 
creature can use its action to make a 
Strength check against your spell save 
DC. On a success, the target is freed. 
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AtHigherLevels. If you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d6 for each slot 
level above Ist. 


Entangle 
Ist-level conjuration 


Casting Time: | action 

Range: 90 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


Grasping weeds and vines sprout from the 
ground in a 20-foot square starting from a 
point within range. For the duration, these 
plants turn the ground in the area into 
difficult terrain. 


A creature in the area when you cast the 
spell must succeed on a Strength saving 
throw or be restrained by the entangling 
plants until the spell ends. A creature 
restrained by the plants can use its action 
to make 

a Strength check against your spell save 
DC. On a success, itfreesitself. 


When the spell ends, the conjured plants 
wilt away. 


Enthrall 


2 nd-level enchantment 
Casting Time: | action 
Range: 60 feet 


Components: V, S 
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Duration: | minute 


You weave a distracting string of words, 
causing creatures of your choice that you 
can see within range and that can hear you 
to make a Wisdom saving 

throw. Any creature that can’t be charmed 
succeeds 

on this saving throw automatically, and if 
you or your companions are fighting a 
creature, it has advantage on the save. On 
a failed save, the target has disadvantage 
on Wisdom (Perception) checks made to 
perceive any creature other than you until 
the spell ends or until the target can no 
longer hear you. The spell ends if you are 
incapacitated or can no longer speak. 


Etherealness 


7th-level Alteration 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Up to 8 hours 

You step into the border regions of the 
Ethereal Plane, in the area where it 
overlaps with your current plane. You 
remain in the Border Ethereal for the 
duration or until you use your action to 
dismiss the spell. During this time, you 
can move in any direction. If you move up 
or down, every foot of movement costs an 
extra foot. You can see and hear the plane 
you originated from, but everything there 
looks gray, and you can’t see anything 
more than 60 feet away. 

While on the Ethereal Plane, you can only 
affect and be affected by other creatures 
on that plane. Creatures that aren't on the 
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Ethereal Plane can’t perceive you and 
can’t interact with you, unless a special 
ability or magic has given them the ability 
to do so. 

You ignore all objects and effects that 
aren’t on the Ethereal Plane, allowing you 
to move through objects you perceive on 
the plane you originated from. 

When the spell ends, you immediately 
return to the plane you originated from in 
the spot you currently occupy. If you 
occupy the same spot as a solid object or 
creature when this happens, you are 
immediately shunted to the nearest 
unoccupied space that you can occupy and 
take force damage equal to twice the 
number of feet you are moved. 

This spell has no effect if you cast it while 
you are on the Ethereal Plane or a plane 
that doesn’t border it, such as one of the 
Outer Planes. 

AtHigherLevels. When you cast this spell 
using 

a spell slot of 8th level or higher, you can 
target up to three willing creatures 
(including you) for each slot level above 
7th. The creatures must be within 10 feet 
of you when you cast the spell. 


Black Tentacles 


4th-level conjuration 


Casting Time: | action 

Range: 90 feet 

Components: V, S, M (a piece of tentacle 
from a giant octopus or a giant squid) 
Duration: Concentration, up to 1 minute 
Squirming, ebony tentacles fill a 20-foot 
square on ground that you can see within 
range. For the duration, these tentacles 
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turn the ground in the area into 

difficult terrain. 

When a creature enters the affected area 
for the first time on a turn or starts its turn 
there, the creature must succeed on a 
Dexterity saving throw or take 3d6 
bludgeoning damage and be restrained by 
the tentacles until the spell ends. A 
creature that starts its turn in the area and 
is already restrained by the tentacles takes 
3d6 bludgeoning damage. 

A creature restrained by the tentacles can 
use its action to make a Strength or 
Dexterity check (its choice) against your 
spell save DC. On a success, it frees itself. 


Expeditious Retreat 


Ist-level Alteration 


Casting Time: 1 bonus action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 10 minutes 


This spell allows you to move at an 
incredible pace. When you cast this spell, 
and then as a bonus action on each of your 
turns until the spell ends, you can take the 
Dash action. 


Eyebite 
6th-level necromancy 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 
For the spell’s duration, your eyes become 
an inky void imbued with dread power. 
One creature of your choice within 60 feet 
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of you that you can see must succeed 

on a Wisdom saving throw or be affected 
by one of the following effects of your 
choice for the duration. On each of your 
turns until the spell ends, you can use your 
action to target another creature but can’t 
target a creature again if it has succeeded 
on a saving throw against this casting of 
eyebite. 

Asleep. The target falls unconscious. It 
wakes up if it takes any damage or if 
another creature uses its action to shake 
the sleeper awake. 

Panicked. The target is frightened of you. 
On each 

of its turns, the frightened creature must 
take the 

Dash action and move away from you by 
the safest and shortest available route, 
unless there is nowhere to move. If the 
target moves to a place at least 60 feet 
away from you where it can no longer see 
you, this effect ends. 

Sickened. The target has disadvantage on 
attack rolls and ability checks. At the end 
of each of its turns, it can make another 
Wisdom saving throw. If it succeeds, 

the effect ends. 


Fabricate 


4th-level Alteration 


Casting Time: 10 minutes 

Range: 120 feet 

Components: V, S 

Duration: Instantaneous 

You convert raw materials into products 
of the same material. For example, you 
can fabricate a wooden bridge from a 
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clump of trees, a rope from a patch of 
hemp, and clothes from flax or wool. 
Choose raw materials that you can see 
within range. You can fabricate a Large or 
smaller object (contained within a 10-foot 
cube, or eight connected 5-foot cubes), 
given a sufficient quantity of raw material. 
If you are working with metal, stone, or 
another mineral substance, however, the 
fabricated object can be no larger than 
Medium (contained within a single 5-foot 
cube). The quality of objects made by the 
spell is commensurate with the quality of 
the raw materials. 

Creatures or magic items can’t be created 
or transmuted by this spell. You also can’t 
use it to create items that ordinarily 
require a high degree of craftsmanship, 
such as jewelry, weapons, glass, or armor, 
unless you have proficiency with the type 
of artisan’s tools used to craft such 
objects. 


Faerie Fire 
Ist-level Destruction 


Casting Time: | action 

Range: 60 feet 

Components: V 

Duration: Concentration, up to 1 minute 


Each object in a 20-foot cube within range 
is outlined in blue, green, or violet light 
(your choice). Any creature in the area 
when the spell is cast is also outlined in 
light if it fails a Dexterity saving throw. 
For the duration, objects and affected 
creatures shed dim light in a 10-foot 
radius. 
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Any attack roll against an affected 
creature or object has advantage if the 
attacker can see it, and the affected 
creature or object can’t benefit from being 
invisible. 


False Life 


Ist-level necromancy 


Casting Time: | action 

Range: Self 

Components: V, S, M (a small amount of 
alcohol or distilled spirits) 

Duration: | hour 

Bolstering yourself with a necromantic 
facsimile of life, you gain 1d4 + 4 
temporary hit points for the duration. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
you gain 5 additional temporary hit points 
for each slot level above Ist. 


Fear 
3rd-level illusion 


Casting Time: | action 

Range: Self (30-foot cone) 

Components: V, S, M (a white feather or 
the heart of a hen) 

Duration: Concentration, up to 1 minute 
You project a phantasmal image of a 
creature’s worst fears. Each creature in a 
30-foot cone must succeed on a Wisdom 
saving throw or drop whatever it is 
holding and become frightened for the 
duration. 

While frightened by this spell, a creature 
must take the Dash action and move away 
from you by the safest available route on 
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each of its turns, unless there is nowhere 
to move. If the creature ends its turn in a 
location where it doesn’t have line of sight 
to you, 

the creature can make a Wisdom saving 
throw. On a successful save, the spell ends 
for that creature. 


Feather Fall 


Ist-level Alteration 


Casting Time: | reaction, which you take 
when you or a creature within 60 feet of 
you falls 


Range: 60 feet 
Components: V, M (a small feather or 
piece of down) Duration: 1 minute 


Choose up to five falling creatures within 
range. A falling creature's rate of descent 
slows to 60 feet per round until the spell 
ends. If the creature lands before the spell 
ends, it takes no falling damage and can 
land on its feet, and the spell ends for that 
creature. 


Feeblemind 
8 th-level enchantment 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (a handful of clay, 
crystal, glass, 


or mineral spheres) Duration: 
Instantaneous 


You blast the mind of a creature that you 
can see within range, attempting to shatter 
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its intellect and personality. The target 
takes 4d6 psychic damage and must make 
an Intelligence saving throw. 


On a failed save, the creature’s 
Intelligence and Charisma scores becom e 
1. The creature can’t cast spells, activate 
magic items, understand language, or 
communicate in any intelligible way. The 
creature can, however, identify its friends, 
follow them, and even protect them. 


At the end of every 30 days, the creature 
can repeat its saving throw against this 
spell. If it succeeds on its saving throw, 
the spell ends. 


The spell can also be ended by greater 
restoration, heal, or wish. 


Feign Death 


3rd-level necromancy (ritual) 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a pinch of 
graveyard dirt) Duration: 1 hour 


You touch a willing creature and put it 
into a cataleptic state that is 
indistinguishable from death. 


For the spell’s duration, or until you use 
an action 

to touch the target and dismiss the spell, 
the target appears dead to all outward 
inspection and to spells used to determine 
the target’s status. The target is blinded 
and incapacitated, and its speed drops to 
0. The target has resistance to all damage 
except psychic damage. If the target is 
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diseased or poisoned when you cast the 
spell, or becomes diseased or poisoned 
while under the spell’s effect, the disease 
and poison have no effect until the spell 
ends. 


Find Familiar 


Ist-level conjuration (ritual) 


Casting Time: | hour 

Range: 10 feet 

Components: V,S,M (10 gp worth of 
charcoal, 


incense, and herbs that must be consumed 
by fire in a brass brazier) Duration: 
Instantaneous 


You gain the service of a familiar, a spirit 
that takes an animal form you choose: bat, 
cat, crab, frog (toad), hawk, lizard, 
octopus, owl, poisonous snake, fish 
(quipper), rat, raven, sea horse, spider, or 
weasel. Appearing in an unoccupied space 
within range, the familiar has the statistics 
of the chosen form, though it is a celestial, 
fey, or fiend (your choice) instead of a 
beast. 


Your familiar acts independently of you, 
but it always obeys your commands. In 
combat, it rolls its own initiative and acts 
on its own turn. A familiar can’t attack, 
but it can take other actions as normal. 


When the familiar drops to 0 hit points, it 
disappears, leaving behind no physical 
form. It reappears after you cast this spell 
again 
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While your familiar is within 100 feet of 
you, you 

can communicate with it telepathically. 
Additionally, as an action, you can see 
through your familiar’s eyes and hear 
what it hears until the start of your next 
turn, gaining the benefits of any special 
senses that the familiar has. During this 
time, you are deaf and blind with regard to 
your Own senses. 


As an action, you can temporarily dismiss 
your familiar. It disappears into a pocket 
dimension where it awaits your summons. 
Alternatively, you can dismiss it forever. 
As an action while it is temporarily 
dismissed, you can cause it to reappear in 
any unoccupied space within 30 feet of 
you. 


You can’t have more than one familiar at a 
time. If you cast this spell while you 
already have a familiar, you instead cause 
it to adopt a new form. Choose one of the 
forms from the above list. Your familiar 
transforms into the chosen creature. 


Finally, when you cast a spell with a range 
of touch, your familiar can deliver the 
spell as if it had cast the spell. Your 
familiar must be within 100 feet of you, 
and it must use its reaction to deliver the 
spell when you cast it. If the spell requires 
an attack roll, you use your attack 
modifier for the roll. 


Find Steed 


2 nd-level conjuration 


Casting Time: 10 minutes 
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Range: 30 feet 

Components: V, S 

Duration: Instantaneous 

You summon a spirit that assumes the 
form of an unusually intelligent, strong, 
and loyal steed, creating a long-lasting 
bond with it. Appearing in an unoccupied 
space within range, the steed takes on a 
form that you choose, such as a warhorse, 
a pony, a camel, an elk, or a mastiff. (Your 
DM might allow other animals to be 
summoned as steeds.) The steed has the 
statistics of the chosen form, though it is a 
celestial, fey, or fiend (your choice) 
instead of its normal type. Additionally, if 
your steed has an Intelligence of 5 or less, 
its Intelligence becomes 6, and it gains the 
ability to understand one language of your 
choice that you speak. 

Your steed serves you as a mount, both in 
combat and out, and you have an 
instinctive bond with it that allows you to 
fight as a seamless unit. While mounted 
on your steed, you can make any spell you 
cast that targets only you also target your 
steed. 

When the steed drops to O hit points, it 
disappears, leaving behind no_ physical 
form. You can also dismiss your steed at 
any time as an action, causing it to 
disappear. In either case, casting this spell 
again summons the same steed, restored to 
its hit point maximum. 

While your steed is within 1 mile of you, 
you. can communicate with it 
telepathically. 

You can’t have more than one steed 
bonded by this spell at a time. As an 
action, you can release the steed from its 
bond at any time, causing it to disappear. 
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Find the Path 


6 th-level Mysticism 


Casting Time: 1 minute 

Range: Self 

Components: V, S, M (a set of divinatory 
tools—such 

as bones, ivory sticks, cards, teeth, or 
carved runes— worth 100 gp and an 
object from the location you wish to find) 
Duration: Concentration, up to 1 day 

This spell allows you to find the shortest, 
most direct physical route to a specific 
fixed location that you are familiar with 
on the same plane of existence. If you 
name a destination on another plane of 
existence, a destination that moves (such 
as a mobile fortress), or a destination that 
isn’t specific (such as “a green dragon’s 
lair’), the spell fails. 

For the duration, as long as you are on the 
same plane of existence as the destination, 
you know how far it is and in what 
direction it lies. While you are traveling 
there, whenever you are presented with a 
choice of paths along the way, you 
automatically determine which path is the 
shortest and most direct route (but not 
necessarily the safest route) to the 
destination. 


Find Traps 
2 nd-level Mysticism 


Casting Time: | action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 
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You sense the presence of any trap within 
range that 

is within line of sight. A trap, for the 
purpose of this spell, includes anything 
that would inflict a sudden or unexpected 
effect you consider harmful — or 
undesirable, which was __ specifically 
intended as such by its creator. Thus, the 
spell would sense an area affected by the 
alarm spell, a glyph of warding, or a 
mechanical pit trap, but it would not 
reveal a natural weakness in the floor, an 
unstable ceiling, or a hidden sinkhole. 
This spell merely reveals that a trap is 
present. You don’t learn the location of 
each trap, but you do learn the general 
nature of the danger posed by a trap you 
sense. 


Finger of Death 


7th-level necromancy 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

You send negative energy coursing 
through a creature that you can see within 
range, causing it searing pain. The target 
must make a Constitution saving throw. It 
takes 7d8 + 30 necrotic damage on a 
failed save, or half as much damage on a 
successful one. 

A humanoid killed by this spell rises at the 
start of your next turn as a zombie that is 
permanently under your command, 
following your verbal orders to the best of 
its ability. 


Fireball 
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3rd-level Destruction 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (a tiny ball of bat 
guano and sulfur) Duration: Instantaneous 
A bright streak flashes from your pointing 
finger to a point you choose within range 
and then blossoms with a low roar into an 
explosion of flame. Each creature 

in a 20-foot-radius sphere centered on that 
point must make a Dexterity saving throw. 
A target takes 8d6 fire damage on a failed 
save, or half as much damage on a 
successful one. 

The fire spreads around corners. It ignites 
flammable objects in the area that aren't 
being worn or carried. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
damage increases by 1d6 for each slot 
level above 3rd. 


Fire Bolt 


Destruction cantrip 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Instantaneous 

You hurl a mote of fire at a creature or 
object within range. Make a ranged spell 
attack against the 

target. On a hit, the target takes 1d10 fire 
damage. A flammable object hit by this 
spell ignites if it isn't being worn or 
carried. 

This spell’s damage increases by 1d10 
when you reach 5th level (2d10), 11th 
level (3d10), and 17th level (4d10). 
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FireShield 


4th-level Destruction 


Casting Time: | action 

Range: Self 

Components: V, S, M (a bit of phosphorus 
or a firefly) 

Duration: 10 minutes 

Thin and wispy flames wreathe your body 
for the duration, shedding bright light in a 
10-foot radius and dim light for an 
additional 10 feet. You can end the spell 
early by using an action to dismiss it. 

The flames provide you with a warm 
shield or a chill shield, as you choose. The 
warm shield grants you resistance to cold 
damage, and the chill shield grants you 
resistance to fire damage. 

In addition, whenever a creature within 5 
feet of you hits you with a melee attack, 
the shield erupts with flame. The attacker 
takes 2d8 fire damage from a warm shield, 
or 2d8 cold damage from a cold shield. 


Fire Storm 
7th-level Destruction 


Casting Time: | action 

Range: 150 feet 

Components: V, S 

Duration: Instantaneous 

A storm made up of sheets of roaring 
flame appears 

in a location you choose within range. The 
area of the storm consists of up to ten 10- 
foot cubes, which you can arrange as you 
wish. Each cube must have at least one 
face adjacent to the face of another cube. 
Each creature in the area must make a 
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Dexterity saving throw. It takes 7d10 fire 
damage on a failed save, or half as much 
damage on a successful one. 

The fire damages objects in the area and 
ignites flammable objects that aren't being 
worn or carried. If you choose, plant life 
in the area is unaffected 

by this spell. 


Flame Blade 


2 nd-level Destruction 


Casting Time: 1 bonus action 

Range: Self 

Components: V,S, M (leaf of sumac) 
Duration: Concentration, up to 10 minutes 
You evoke a fiery blade in your free hand. 
The blade is similar in size and shape to a 
scimitar, and it lasts for the duration. If 
you let go of the blade, it disappears, but 
you can evoke the blade again as a bonus 
action. 

You can use your action to make a melee 
spell attack with the fiery blade. On a hit, 
the target takes 3d6 fire damage. 

The flaming blade sheds bright light in a 
10-foot radius and dim light for an 
additional 10 feet. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
damage increases by 1d6 for every two 
slot levels above 2nd. 


Flame Strike 


Sth-level Destruction 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (pinch of sulfur) 
Duration: Instantaneous 
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A vertical column of divine fire roars 
down from the heavens in a location you 
specify. Each creature in a 10-foot-radius, 
40-foot-high cylinder centered on a point 
within range must make a Dexterity 
saving throw. A creature takes 4d6 fire 
damage and 4d6 radiant damage on a 
failed save, or half as much damage on a 
successful one. 

AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
fire damage or the radiant damage (your 
choice) increases by 1d6 for each slot 
level above 5th. 


Flaming Sphere 
2 nd-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a bit of tallow, a 
pinch of brimstone, and a dusting of 
powdered iron) 

Duration: Concentration, up to 1 minute 

A 5-foot-diameter sphere of fire appears in 
an unoccupied space of your choice 
within range and lasts for the duration. 
Any creature that ends its turn within 5 
feet of the sphere must make a Dexterity 
saving throw. The creature takes 2d6 fire 
damage on a failed save, or half as much 
damage on a successful one. 

As a bonus action, you can move the 
sphere up to 30 feet. If you ram the sphere 
into a creature, that creature must make 
the saving throw against the sphere’s 
damage, and the sphere stops moving this 
turn. 

When you move the sphere, you can 
direct it over barriers up to 5 feet tall and 
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jump it across pits up to 10 feet wide. The 
sphere ignites flammable objects not being 
worn or carried, and it sheds bright light 
in a 20-foot radius and dim light for an 
additional 20 feet. 

AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
the damage increases by 1d6 for each slot 
level above 2nd. 


Flesh to Stone 


6 th-level Alteration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a pinch of lime, 
water, and earth) 

Duration: Concentration, up to 1 minute 
You attempt to turn one creature that you 
can see within range into stone. If the 
target’s body is made of flesh, the creature 
must make a Constitution saving throw. 
On a failed save, it is restrained as its flesh 
begins to harden. On a successful save, 
the creature isn’t affected. 

A creature restrained by this spell must 
make another Constitution saving throw at 
the end of each of its turns. If it 
successfully saves against this spell three 
times, the spell ends. If it fails its saves 
three times, it is turned 

to stone and subjected to the petrified 
condition for the duration. The successes 
and failures don’t need to be consecutive; 
keep track of both until the target collects 
three of a kind. 

If the creature is physically broken while 
petrified, it suffers from similar 
deformities if it reverts to its original 
state. 
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If you maintain your concentration on this 
spell for the entire possible duration, the 
creature is turned to stone until the effect 
is removed. 


Fly 
3rd-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a wing feather 
from any bird) 

Duration: Concentration, up to 10 minutes 
You touch a willing creature. The target 
gains a flying speed of 60 feet for the 
duration. When the spell ends, the target 
falls if it is still aloft, unless it can stop the 
fall. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, 
you can target one additional creature for 
each slot level above 3rd. 


FogCloud 


Ist-level conjuration 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 hour 

You create a 20-foot-radius sphere of fog 
centered on a point within range. The 
sphere spreads around corners, and its 
area is heavily obscured. It lasts for the 
duration or until a wind of moderate or 
greater speed (at least 10 miles per hour) 
disperses it. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
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the radius of the fog increases by 20 feet 
for each slot level above Ist. 


Forbiddance 


6 th-level Restoration (ritual) 


Casting Time: 10 minutes 

Range: Touch 

Components: V, S, M (a sprinkling of holy 
water, rare incense, and powdered ruby 
worth at least 1,000 gp) 

Duration: | day 

You create a ward against magical travel 
that protects up to 40,000 square feet of 
floor space to a height of 30 feet above the 
floor. For the duration, creatures can’t 
teleport into the area or use portals, such 
as those created by the gate spell, to enter 
the area. The spell proofs the area against 
planar travel, and therefore prevents 
creatures from accessing the area by way 
of the Astral Plane, Ethereal Plane, 
Feywild, Shadowfell, or the plane shift 
spell. 

In addition, the spell damages types of 
creatures that you choose when you cast 
it. Choose one or more of the following: 
celestials, elementals, fey, fiends, and 
undead. When a chosen creature enters the 
spell’s area for the first time on a turn or 
starts its turn there, the creature takes 
5d10 radiant or necrotic damage (your 
choice when you cast this spell). 

When you cast this spell, you can 
designate a password. A creature that 
speaks the password as it enters the area 
takes no damage from the spell. 

The spell’s area can't overlap with the area 
of another forbiddance spell. If you cast 
forbiddance every day for 30 days in the 
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same location, the spell lasts until it is 
dispelled, and the material components 
are consumed on the last casting. 


Forcecage 


7th-level Conjuration 


Casting Time: | action 

Range: 100 feet 

Components: V, S, M (ruby dust worth 
1,500 gp) 

Duration: 1 hour 

An immobile, invisible, cube-shaped 
prison composed of magical force springs 
into existence around an area you choose 
within range. The prison can be a cage or 
a solid box, as you choose. 

A prison in the shape of a cage can be up 
to 20 feet on a side and is made from 1/2- 
inch diameter bars spaced 1/2 inch apart. 
A prison in the shape of a box can be up to 
10 feet on 

a side, creating a solid barrier that 
prevents any matter from passing through 
it and blocking any spells cast into or out 
from the area. 

When you cast the spell, any creature that 
is completely inside the cage's area is 
trapped. Creatures only partially within 
the area, or those too large to fit inside the 
area, are pushed away from the center of 
the area until they are completely outside 
the area. 

A creature inside the cage can’t leave it by 
nonmagical means. If the creature tries to 
use teleportation or interplanar travel to 
leave the cage, it must first make a 
Charisma saving throw. On a success, the 
creature can use that magic to exit the 
cage. On a failure, the creature can't exit 
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the cage and wastes the use of the spell or 
effect. The cage also extends into the 
Ethereal Plane, blocking ethereal travel. 
This spell can’t be dispelled by 
dispelmagic. 


Foresight 
9th-level Mysticism 


Casting Time: 1 minute 

Range: Touch 

Components: V, S, M (a hummingbird 
feather) 

Duration: 8 hours 

You touch a willing creature and bestow a 
limited ability to see into the immediate 
future. For the duration, the target can’t be 
surprised and has advantage on attack 
rolls, ability checks, and saving throws. 
Additionally, other creatures have 
disadvantage on attack rolls against the 
target for the duration. 

This spell immediately ends if you cast it 
again before its duration ends. 


Freedom of Movement 
4th-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a leather strap, 
bound around the arm or a_ similar 
appendage) Duration: 1 hour 

You touch a willing creature. For the 
duration, the target's movement is 
unaffected by difficult terrain, and spells 
and other magical effects can neither 
reduce 

the target’s speed nor cause the target to 
be paralyzed or restrained. 
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The target can also spend 5 feet of 
movement to automatically escape from 
nonmagical restraints, such as manacles or 
a creature that has it grappled. Finally, 
being underwater imposes no penalties on 
the target's movement or attacks. 


Friends 


Enchantment cantrip 


Casting Time: | action 

Range: Self 

Components: S, M (a small amount of 
makeup applied to the face as this spell is 
cast) Duration: Concentration, up to 1 
minute 

For the duration, you have advantage on 
all Charisma checks directed at one 
creature of your choice that isn’t hostile 
toward you. When the spell ends, the 
creature realizes that you used magic to 
influence its mood and becomes hostile 
toward you. A creature prone to violence 
might attack you. Another creature might 
seek retribution in other ways (at the 
DM’s discretion), depending on the nature 
of your interaction with it. 


Gaseous Form 
3rd-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a bit of gauze and a 
wisp of smoke) 

Duration: Concentration, up to | hour 

You transform a willing creature you 
touch, along with everything it’s wearing 
and carrying, into a misty cloud for the 
duration. The spell ends if the creature 
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drops to O hit points. An incorporeal 
creature isn’t affected. 

While in this form, the target’s only 
method of movement is a flying speed of 
10 feet. The target can enter and occupy 
the space of another creature. The target 
has resistance to nonmagical damage, and 
it has advantage on Strength, Dexterity, 
and Constitution saving throws. The target 
can pass through small holes, narrow 
openings, and even mere cracks, though it 
treats liquids as though they were solid 
surfaces. The target can't fall and remains 
hovering in the air even when stunned or 
otherwise incapacitated. 

While in the form of a misty cloud, the 
target can’t talk or manipulate objects, and 
any objects it was carrying or holding 
can’t be dropped, used, or otherwise 
interacted with. The target can’t attack or 
cast spells. 


Gate 


9th-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a diamond worth at 
least 5,000 gp) 

Duration: Concentration, up to | minute 
You conjure a_ portal linking an 
unoccupied space you can see within 
range to a precise location on a different 
plane of existence. The portal is a circular 
opening, which you can make 5 to 20 feet 
in diameter. You can orient the portal in 
any direction you choose. The portal lasts 
for the duration. 

The portal has a front and a back on each 
plane where it appears. Travel through the 
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portal is possible only by moving through 
its front. Anything that does so is instantly 
transported to the other plane, appearing 
in the unoccupied space nearest to the 
portal. 

Deities and other planar rulers can prevent 
portals created by this spell from opening 
in their presence or anywhere within their 
domains. 

When you cast this spell, you can speak 
the name of a specific creature (a 
pseudonym, title, or nickname doesn’t 
work). If that creature is on a plane other 
than the one you are on, the portal opens 
in the named creature’s immediate vicinity 
and draws the creature through it to the 
nearest unoccupied space on your side of 
the portal. You gain no special power over 
the creature, and it is free to act as the DM 
deems appropriate. It might leave, attack 
you, or help you. 


Geas 


Sth-level enchantment 


Casting Time: 1 minute 

Range: 60 feet 

Components: V 

Duration: 30 days 

You place a magical command on a 
creature that you can see within range, 
forcing it to carry out some service or 
refrain from some action or course of 
activity as you decide. If the creature can 
understand you, it must succeed on a 
Wisdom saving throw or become charmed 
by you for the duration. While the creature 
is charmed by you, it takes 5d10 psychic 
damage each time it acts in a manner 
directly counter to your instructions, but 
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no more than once each day. A creature 
that can't understand you is unaffected by 
the spell. 

You can issue any command you choose, 
short of an activity that would result in 
certain death. Should you issue a suicidal 
command, the spell ends. 

You can end the spell early by using an 
action to dismiss it. A remove curse, 
greater restoration, or wish spell also ends 
it. 

AtHigherLevels. When you cast this spell 
using a spell slot of 7th or 8th level, the 
duration is 1 year. When you cast this 
spell using a spell slot of 9th level, the 
spell lasts until it is ended by one of the 
spells mentioned above. 


Gentle Repose 


2 nd-level necromancy (ritual) 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a pinch of salt and 
one copper piece placed on each of the 
corpse’s eyes, which must remain there 
for the duration) 

Duration: 10 days 

You touch a corpse or other remains. For 
the duration, the target is protected from 
decay and can’t become undead. 

The spell also effectively extends the time 
limit on raising the target from the dead, 
since days spent under the influence of 
this spell don’t count against the time 
limit of spells such as raise dead. 


Giant Insect 


4th-level Alteration 
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Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 
You transform up to ten centipedes, three 
spiders, five wasps, or one scorpion within 
range into giant versions of their natural 
forms for the duration. A centipede 
becomes a giant centipede, a spider 
becomes a giant spider, a wasp becomes a 
giant wasp, and a scorpion becomes a 
giant scorpion. 

Each creature obeys your _ verbal 
commands, and in combat, they act on 
your turn each round. The DM has the 
statistics for these creatures and resolves 
their actions and movement. 

A creature remains in its giant size for the 
duration, until it drops to 0 hit points, or 
until you use an action to dismiss the 
effect on it. 

The DM might allow you to choose 
different targets. For example, if you 
transform a bee, its giant version might 
have the same statistics as a giant wasp. 


Glibness 


8 th-level Alteration 


Casting Time: | action 

Range: Self 

Components: V 

Duration: | hour 

Until the spell ends, when you make a 
Charisma check, you can replace the 
number you roll with a 15. Additionally, 
no matter what you say, magic that would 
determine if you are telling the truth 
indicates that you are being truthful. 


Globe of Invulnerability 
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6 th-level Restoration 


Casting Time: | action 

Range: Self (10-foot radius) 

Components: V, S, M (a glass or crystal 
bead that shatters when the spell ends) 
Duration: Concentration, up to 1 minute 
An immobile, faintly shimmering barrier 
springs into existence in a 10-foot radius 
around you and remains for the duration. 
Any spell of 5th level or lower cast from 
outside the barrier can't affect creatures or 
objects within it, even if the spell is cast 
using a higher level spell slot. Such a spell 
can target creatures and objects within the 
barrier, but the spell has no effect on 
them. Similarly, the area within the barrier 
is excluded from the areas affected by 
such spells. 

AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, the 
barrier blocks spells of one level higher 
for each slot level above 6th. 


Glyph of Warding 


3rd-level Restoration 


Casting Time: 1 hour 

Range: Touch 

Components: V, S, M_ (incense and 
powdered diamond worth at least 200 gp, 
which the spell consumes) 

Duration: Until dispelled or triggered 
When you cast this spell, you inscribe a 
glyph that harms other creatures, either 
upon a surface (such as a table or a section 
of floor or wall) or within an object that 
can be closed (such as a book, a scroll, or 
a treasure chest) to conceal the glyph. If 
you choose a surface, the glyph can cover 
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an area of the surface no larger than 

10 feet in diameter. If you choose an 
object, that object must remain in its 
place; if the object is moved more than 10 
feet from where you cast this spell, the 
glyph is broken, and the spell ends 
without being triggered. 

The glyph is nearly invisible and requires 
a successful Intelligence (Investigation) 
check against your spell save DC to be 
found. 

You decide what triggers the glyph when 
you cast the spell. For glyphs inscribed on 
a surface, the most typical triggers include 
touching or standing on the glyph, 
removing another object covering the 
glyph, approaching within a certain 
distance of the glyph, or manipulating the 
object on which the glyph is inscribed. 
For glyphs inscribed within an object, the 
most common triggers include opening 
that object, approaching within a certain 
distance of the object, or seeing or reading 
the glyph. Once a glyph is triggered, this 
spell ends. 

You can further refine the trigger so the 
spell activates only under certain 
circumstances or according to physical 
characteristics (such as height or weight), 
creature kind (for example, the ward could 
be set to affect aberrations or drow), or 
alignment. You can also set conditions for 
creatures that don’t trigger the glyph, such 
as those who say a certain password. 
When you inscribe the glyph, choose 
explosive runes or a spell glyph. 
Explosive Runes. When triggered, the 
glyph erupts with magical energy in a 20- 
foot-radius sphere centered on the glyph. 
The sphere spreads around corners. Each 
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creature in the area must make a Dexterity 
saving throw. A creature takes 5d8 acid, 
cold, fire, lightning, or thunder damage on 
a failed saving throw (your choice when 
you create the glyph), or half as much 
damage on a successful one. 

Spell Glyph. You can store a prepared 
spell of 3rd level or lower in the glyph by 
casting it as part of creating the glyph. 
The spell must target a single creature or 
an area. The spell being stored has no 
immediate effect when cast in this way. 
When the glyph is triggered, the stored 
spell is cast. If the spell has a target, it 
targets the creature that triggered the 
glyph. 

If the spell affects an area, the area is 
centered on that creature. If the spell 
summons hostile creatures or creates 
harmful objects or traps, they appear as 
close as possible to the intruder and attack 
it. If the spell requires concentration, it 
lasts until the end of its full duration. 
AtHigherLevels. When you cast this spell 
using 

a spell slot of 4th level or higher, the 
damage of an explosive runes glyph 
increases by 1d8 for each slot level above 
3rd. If you create a spell glyph, you can 
store any spell of up to the same level as 
the slot you use for the glyph of warding. 


Goodberry 


Ist-level Alteration 


Casting Time: | action 
Range: Touch 
Components: 
mistletoe) 

Duration: Instantaneous 


V, S, M (a_ sprig of 
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Up to ten berries appear in your hand and 
are infused with magic for the duration. A 
creature can use its action to eat one berry. 
Eating a berry restores | hit point, and the 
berry provides enough nourishment to 
sustain a creature for one day. 

The berries lose their potency if they have 
not been consumed within 24 hours of the 
casting of this spell. 


Grasping Vine 
4th-level conjuration 


Casting Time: 1 bonus action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 
You conjure a vine that sprouts from the 
ground in an unoccupied space of your 
choice that you can see within range. 
When you cast this spell, you can direct 
the vine to lash out at a creature within 30 
feet of it that you can see. That creature 
must succeed on a Dexterity saving throw 
or be pulled 20 feet directly toward the 
vine. 

Until the spell ends, you can direct the 
vine to lash out at the same creature or 
another one as a bonus action on each of 
your turns. 


Grease 
Ist-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a bit of pork rind or 
butter) 

Duration: 1 minute 
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Slick grease covers the ground in a 10- 
foot square centered on a point within 
range and turns it into difficult terrain for 
the duration. 

When the grease appears, each creature 
standing in its area must succeed on a 
Dexterity saving throw or fall prone. A 
creature that enters the area or ends its 
turn there must also succeed on a 
Dexterity saving throw or fall prone. 


Greater Invisibility 
4th-level illusion 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 minute 
You or a creature you touch becomes 
invisible until the spell ends. Anything the 
target is wearing or carrying is invisible as 
long as it is on the target’s person. 


Greater Restoration 
Sth-levelRestoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (diamond dust 
worth at least 100 gp, which the spell 
consumes) Duration: Instantaneous 

You imbue a creature you touch with 
positive energy to undo a debilitating 
effect. You can reduce the target’s 
exhaustion level by one, or end one of the 
following effects on the target: 

¢ One effect that charmed or petrified the 
target 

e One curse, including the 
attunement to a cursed magic item 


target’s 
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e Any reduction to one of the target’s 
ability scores 

e One effect reducing the target’s hit point 
maximum 


Guardian of Faith 


4th-level conjuration 


Casting Time: | action 

Range: 30 feet 

Components: V 

Duration: 8 hours 

A Large spectral guardian appears and 
hovers for the duration in an unoccupied 
space of your choice that you can see 
within range. The guardian occupies that 
space and is indistinct except for a 
gleaming sword and shield emblazoned 
with the symbol of your deity. 

Any creature hostile to you that moves to 
a space within 10 feet of the guardian for 
the first time on a turn must succeed on a 
Dexterity saving throw. The creature takes 
20 radiant damage on a failed save, or half 
as much damage on a successful one. The 
guardian vanishes when it has dealt a total 
of 60 damage. 


Guards and Wards 


6 th-level Restoration 


Casting Time: 10 minutes 

Range: Touch 

Components: V, S, M (burning incense, a 
small measure of brimstone and oil, a 
knotted string, a small amount of umber 
hulk blood, and a small silver rod worth at 
least 10 gp) 

Duration: 24 hours 
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You create a ward that protects up to 
2,500 square feet of floor space (an area 
50 feet square, or one hundred 5-foot 
squares or twenty-five 10-foot squares). 
The warded area can be up to 20 feet tall, 
and shaped as you desire. You can ward 
several stories of a stronghold by dividing 
the area among them, as long as you can 
walk into each contiguous area while you 
are casting the spell. 

When you cast this spell, you can specify 
individuals that are unaffected by any or 
all of the effects that you choose. You can 
also specify a password that, when spoken 
aloud, makes the speaker immune to these 
effects. 

Guards and wards creates the following 
effects within the warded area. 

Corridors. Fog fills all the warded 
corridors, making them heavily obscured. 
In addition, at each intersection or 
branching passage offering a choice of 
direction, there is a 50 percent chance that 
a creature other than you will believe it is 
going in the opposite direction from the 
one it chooses. 

Doors. All doors in the warded area are 
magically locked, as if sealed by an 
arcane lock spell. In addition, you can 
cover up to ten doors with an illusion 
(equivalent to the illusory object function 
of the minor illusion spell) to make them 
appear as plain sections of wall. 

Stairs. Webs fill all stairs in the warded 
area from top to bottom, as the web spell. 
These strands regrow in 10 minutes if they 
are burned or torn away while guards and 
wards lasts. 

Other SpellEffect. You can place your 
choice of one of the following magical 
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effects within the warded area of the 
stronghold. 

e Place dancing lights in four corridors. 
You can designate a simple program that 
the lights repeat as long as guards and 
wards lasts. 

e Place magic mouth in two locations. 

e Place stinking cloud in two locations. 
The vapors appear in the places you 
designate; they return within 10 minutes if 
dispersed by wind while guards and wards 
lasts. 

e Place a constant gust of wind in one 
corridor or room. 

e Place a suggestion in one location. You 
select an area of up to 5 feet square, and 
any creature that enters or passes through 
the area receives the suggestion mentally. 
The whole warded area radiates magic. A 
dispel magic cast on a specific effect, if 
successful, removes only that effect. 

You can create a permanently guarded and 
warded structure by casting this spell 
there every day for one year. 


Guidance 


Mysticism cantrip 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 minute 
You touch one willing creature. Once 
before the spell ends, the target can roll a 
d4 and add the number rolled to one 
ability check of its choice. It can roll the 
die before or after making the ability 
check. The spell then ends. 


Guiding Bolt 
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Ist-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: 1 round 

A flash of light streaks toward a creature 
of your choice within range. Make a 
ranged spell attack against the target. On a 
hit, the target takes 4d6 radiant damage, 
and the next attack roll made against this 
target before the end of your next turn has 
advantage, thanks to the mystical dim 
light glittering on the target until then. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d6 for each slot 
level above Ist. 


Gust of Wind 


2 nd-level Destruction 


Casting Time: | action 

Range: Self (60-foot line) 

Components: V, S, M (a legume seed) 
Duration: Concentration, up to 1 minute 

A line of strong wind 60 feet long and 10 
feet wide blasts from you in a direction 
you choose for the spell’s duration. Each 
creature that starts its turn in the line must 
succeed on a Strength saving throw or be 
pushed 15 feet away from you in a 
direction following the line. 

Any creature in the line must spend 2 feet 
of movement for every 1 foot it moves 
when moving closer to you. 

The gust disperses gas or vapor, and it 
extinguishes candles, torches, and similar 
unprotected flames in the area. It causes 
protected flames, such as those of 
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lanterns, to dance wildly and has a 50 
percent chance to extinguish them. 

As a bonus action on each of your turns 
before the spell ends, you can change the 
direction in which the line blasts from 
you. 


Hail of Thorns 


Ist-level conjuration 


Casting Time: 1 bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
The next time you hit a creature with a 
ranged weapon attack before the spell 
ends, this spell creates a rain of thorns that 
sprouts from your ranged weapon or 
ammunition. In addition to the normal 
effect of the attack, the target of the attack 
and each creature within 5 feet of it must 
make a Dexterity saving throw. A creature 
takes 1dlO piercing damage on a failed 
save, or half as much damage on a 
successful one. 

AtHigherLevels. If you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d10 for each 
slot level above Ist (to a maximum of 
6d10). 


Hallow 


Sth-level Destruction 


Casting Time: 24 hours 

Range: Touch 

Components: V, S, M (herbs, oils, and 
incense worth at least 1,000 gp, which the 
spell consumes) 
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Duration: Until dispelled 

You touch a point and infuse an area 
around it with holy (or unholy) power. 
The area can have a radius up to 60 feet, 
and the spell fails if the radius includes an 
area already under the effect a hallow 
spell. The affected area is subject to the 
following effects. 

First, celestials, elementals, fey, fiends, 
and undead can’t enter the area, nor can 
such creatures charm, frighten, or possess 
creatures within it. Any creature charmed, 
frightened, or possessed by such a 
creature 

is no longer charmed, frightened, or 
possessed upon entering the area. You can 
exclude one or more of those types of 
creatures from this effect. 

Second, you can bind an extra effect to the 
area. Choose the effect from the following 
list, or choose an effect offered by the 
DM. Some of these effects apply to 
creatures in the area; you can designate 
whether the effect applies to all creatures, 
creatures that follow a specific deity or 
leader, or creatures of a specific sort, such 
as ores or trolls. When a creature that 
would be affected enters the spell’s area 
for the first time on a turn or starts its turn 
there, it can make a Charisma saving 
throw. On a success, the creature ignores 
the extra effect until it leaves the area. 
Courage. Affected creatures can’t be 
frightened while in the area. 

Darkness. Darkness fills the area. Normal 
light, as well as magical light created by 
spells of a lower level than the slot you 
used to cast this spell, can’t illuminate the 
area. 
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Daylight. Bright light fills the area. 
Magical darkness created by spells of a 
lower level than the slot you used to cast 
this spell can’t extinguish the light. 
EnergyProtection. Affected creatures in 
the area have resistance to one damage 
type of your choice, except for 
bludgeoning, piercing, or slashing. 

Energy Vulnerability. Affected creatures 
in the area have vulnerability to one 
damage type of your choice, except for 
bludgeoning, piercing, or slashing. 
Everlasting Rest. Dead bodies interred in 
the area can’t be turned into undead. 
Extradimensional Interference. Affected 
creatures can’t move or travel using 
teleportation or by extradimensional or 
interplanar means. 

Fear. Affected creatures are frightened 
while in the area. 

Silence. No sound can emanate from 
within the area, and no sound can reach 
into it. 

Tongues. Affected creatures can 
communicate with any other creature in 
the area, even if they don’t share a 
common language. 


Hallucinatory Terrain 


4th-levelillusion 


Casting Time: 10 minutes 

Range: 300 feet 

Components: V, S, M (a stone, a twig, and 
a bit of green plant) 

Duration: 24 hours 

You make natural terrain in a 150-foot 
cube in range look, sound, and smell like 
some other sort of natural terrain. Thus, 
open fields or a road can be made to 
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resemble a swamp, hill, crevasse, or some 
other difficult or impassable terrain. A 
pond can be made to seem 

like a grassy meadow, a precipice like a 
gentle slope, or a rock-strewn gully like a 
wide and smooth road. Manufactured 


structures, equipment, and _ creatures 
within the area aren’t changed in 
appearance. 


The tactile characteristics of the terrain 
are unchanged, so creatures entering the 
area are likely to see through the illusion. 
If the difference isn’t obvious by touch, a 
creature carefully examining the illusion 
can attempt an Intelligence (Investigation) 
check against your spell save DC to 
disbelieve it. A creature who discerns the 
illusion for what it is, sees it as a vague 
image superimposed on the terrain. 


Harm 


6 th-level necromancy 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

You unleash a virulent disease on a 
creature that you can see within range. 
The target must make a Constitution 
saving throw. On a failed save, it takes 
14d6 necrotic damage, or half as much 
damage on a successful save. The damage 
can’t reduce the target’s hit points below 
1. If the target fails the saving throw, its 
hit point maximum is reduced for 1 hour 
by an amount equal to the necrotic 
damage it took. Any effect that removes a 
disease allows a creature’s hit point 
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maximum to return to normal before that 
time passes. 


Haste 


3rd-level Alteration 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a shaving of 
licorice root) 

Duration: Concentration, up to 1 minute 
Choose a willing creature that you can see 
within range. Until the spell ends, the 
target’s speed is doubled, it gains a +2 
bonus to AC, it has advantage on 
Dexterity saving throws, and it gains an 
additional action on each of its turns. That 
action can be used only to take the Attack 
(one weapon attack only), Dash, 
Disengage, Hide, or Use an Object action. 
When the spell ends, the target can’t move 
or take actions until after its next turn, as a 
wave of lethargy sweeps over it. 


Heal 


6 th-level D Restoration 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

Choose a creature that you can see within 
range. A surge of positive energy washes 
through the creature, causing it to regain 
70 hit points. This spell also ends 
blindness, deafness, and any diseases 
affecting the target. This spell has no 
effect on constructs or undead. 
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AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, the 
amount of healing increases by 10 for 
each slot level above 6th. 


Healing Word 


Ist-level Restoration 


Casting Time: | bonus action Range: 60 
feet 

Components: V 

Duration: Instantaneous 

A creature of your choice that you can see 
within range regains hit points equal to 
1d4 + your spellcasting ability modifier. 
This spell has no effect on undead or 
constructs. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the healing increases by 1d4 for each slot 
level above Ist. 


Heat Metal 


2 nd-level Alteration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a piece of iron and 
a flame) 

Duration: Concentration, up to | minute 
Choose a manufactured metal object, such 
as a metal weapon or a suit of heavy or 
medium metal armor, that you can see 
within range. You cause the object to glow 
red-hot. Any creature in physical contact 
with the object takes 2d8 fire damage 
when you cast the spell. Until the spell 
ends, you can use a bonus action on each 
of your subsequent turns to cause this 
damage again. 
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If a creature is holding or wearing the 
object and 

takes the damage from it, the creature 
must succeed on a Constitution saving 
throw or drop the object if it can. If it 
doesn’t drop the object, it has 
disadvantage on attack rolls and ability 
checks until the start of your next turn. 
AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
the damage increases by 1d8 for each slot 
level above 2nd. 


Hellish Rebuke 


Ist-level Destruction 


Casting Time: 1 reaction, which you take 
in response to being damaged by a 
creature within 60 feet of you that you can 
see 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

You point your finger, and the creature 
that damaged you is momentarily 
surrounded by hellish flames. The creature 
must make a Dexterity saving throw. It 
takes 2d10 fire damage on a failed save, or 
half as much damage on a successful one. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1dlO for each 
slot level above Ist. 


Heroes’ Feast 
6 th-level conjuration 


Casting Time: 10 minutes 
Range: 30 feet 
Components: V, S, M (a gem-encrusted 
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bowl worth at least 1,000 gp, which the 
spell consumes) 

Duration: Instantaneous 

You bring forth a great feast, including 
magnificent food and drink. The feast 
takes | hour to consume and disappears at 
the end of that time, and the beneficial 
effects don’t set in until this hour is over. 
Up to twelve other creatures can partake 
of the feast. 

A creature that partakes of the feast gains 
several benefits. The creature is cured of 
all diseases and poison, becomes immune 
to poison and being frightened, and makes 
all Wisdom saving throws with advantage. 
Its hit point maximum also increases by 
2d10, and it gains the same number of hit 
points. These benefits last for 24 hours. 


Heroism 


Ist-level enchantment 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 minute 
A willing creature you touch is imbued 
with bravery. Until the spell ends, the 
creature is immune to being frightened 
and gains temporary hit points equal to 
your spellcasting ability modifier at the 
start of each of its turns. When the spell 
ends, the target loses any remaining 
temporary hit points from this spell. 


AtHigherLevels.When you cast this spell 
using a spell slot of 2nd level or higher, 
you can target one additional creature for 
each slot level above Ist. 


Hex 
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Ist-level enchantment 


Casting Time: 1 bonus action 

Range: 90 feet 

Components: V, S, M (the petrified eye of 
a newt) 

Duration: Concentration, up to | hour 

You place a curse on a creature that you 
can see within range. Until the spell ends, 
you deal an extra 1d6 necrotic damage to 
the target whenever you hit it with an 
attack. Also, choose one ability when you 
cast the spell. The target has disadvantage 
on ability checks made with the chosen 
ability. 

If the target drops to 0 hit points before 
this spell ends, you can use a bonus action 
on a subsequent turn of yours to curse a 
new creature. 

A remove curse cast on the target ends this 
spell early. 

AtHigherLevels. When you cast this spell 
using a a spell slot of 3rd is or 4th level, 
you can maintain your concentration on 
the spell for up to 8 hours. When you use 
a spell slot of 5th level or higher, you can 
maintain your concentration on the spell 
for up to 24 hours. 


Hold Monster 


Sth-level enchantment 


Casting Time: | action 

Range: 90 feet 

Components: V, S, M (a small, straight 
piece of iron) 

Duration: Concentration, up to 1 minute 
Choose a creature that you can see within 
range. The target must succeed on a 
Wisdom saving throw or be paralyzed for 
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the duration. This spell has no effect on 
undead. At the end of each of its turns, the 
target can make another Wisdom saving 
throw. On a success, the spell ends on the 
target. 

AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, 
you can target one additional creature for 
each slot level above 5th. The creatures 
must be within 30 feet of each other when 
you target them. 


Hold Person 


2 nd-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a small, straight 
piece of iron) 

Duration: Concentration, up to 1 minute 
Choose a humanoid that you can see 
within range. The target must succeed on 
a W isdom saving throw or be paralyzed 
for the duration. At the end of each of its 
turns, the target can make another 
Wisdom saving throw. On a success, the 
spell ends on the target. 

AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
you can target one additional humanoid 
for each slot level above 2nd. The 
humanoids must be within 30 feet of each 
other when you target them. 


Holy Aura 


§ th-level Restoration 


Casting Time: | action 
Range: Self 
Components: V, S, M (a tiny reliquary 
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worth at least 1,000 gp containing a 
sacred relic, such as a scrap of cloth from 
a saint’s robe or a piece of parchment 
from a religious text) 

Duration: Concentration, up to 1 minute 
Divine light washes out from you and 
coalesces in a soft radiance in a 30-foot 
radius around you. Creatures of your 
choice in that radius when you cast this 
spell shed dim light in a 5-foot radius and 
have advantage on all saving throws, and 
other creatures have disadvantage on 
attack rolls against them until the spell 
ends. In addition, when a fiend or an 
undead hits an affected creature with a 
melee attack, the aura flashes with 
brilliant light. The attacker must succeed 
on a Constitution saving throw or be 
blinded until the spell ends. 


Hunger 
3rd-level conjuration 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (a pickled octopus 
tentacle) 

Duration: Concentration, up to 1 minute 
You open a gateway to the dark between 
the stars, a region infested with unknown 


horrors. A  20-foot-radius sphere of 
blackness and _ bitter cold appears, 
centered 


on a point with range and lasting for the 
duration. This void is filled with a 
cacophony of soft whispers and slurping 
noises that can be heard up to 30 feet 
away. No light, magical or otherwise, can 
illuminate the area, and creatures fully 
within the area are blinded. 
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The void creates a warp in the fabric of 
space, and the area is difficult terrain. Any 
creature that starts its turn in the area 
takes 2d6 cold damage. Any creature that 
ends its turn in the area must succeed on a 
Dexterity saving throw or take 2d6 acid 
damage as milky, otherworldly tentacles 
rub against it. 


Hunter’s Mark 


Ist-level Mysticism 


Casting Time: 1 bonus action 

Range: 90 feet 

Components: V 

Duration: Concentration, up to | hour 

You choose a creature you can see within 
range and mystically mark it as your 
quarry. Until the spell ends, you deal an 
extra 1d6 damage to the target whenever 
you hit it with a weapon attack, and you 
have advantage on any W _ isdom 
(Perception) or W isdom (Survival) check 
you make to find it. If the target drops to 0 
hit points before this spell ends, you can 
use a bonus action on a subsequent turn of 
yours to mark a new creature. 
AtHigherLevels. When you cast this spell 
using 

a spell slot of 3rd or 4th level, you can 
maintain your concentration on the spell 
for up to 8 hours. When you use a spell 
slot of 5th level or higher, you can 
maintain your concentration on the spell 
for up to 24 hours. 


Hypnotic Pattern 


3rd-level illusion 
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Casting Time: | action 

Range: 120 feet 

Components: S, M (a glowing stick of 
incense or a crystal vial filled with 
phosphorescent material) 

Duration: Concentration, up to 1 minute 
You create a twisting pattern of colors that 
weaves through the air inside a 30-foot 
cube within range. The pattern appears for 
a moment and vanishes. Each creature in 
the area who sees the pattern must make a 
W isdom saving throw. On a failed save, 
the creature becomes charmed for the 
duration. While charmed by this spell, the 
creature is incapacitated and has a speed 
of 0. 

The spell ends for an affected creature if it 
takes any damage or if someone else uses 
an action to shake the creature out of its 
stupor. 


Ice Storm 


4th-level Destruction 


Casting Time: | action 

Range: 300 feet 

Components: V, S, M (a pinch of dust and 
a few drops of water) 

Duration: Instantaneous 

A hail of rock-hard ice pounds to the 
ground in a 20-foot-radius, 40-foot-high 
cylinder centered on a point within range. 
Each creature in the cylinder must make a 
Dexterity saving throw. A creature takes 
2d8 bludgeoning damage and 4d6 cold 
damage on a failed save, or half as much 
damage on a successful one. 

Hailstones turn the storm's area of effect 
into difficult terrain until the end o f your 
next turn. 
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AtHigherLevels. When you cast this spell 
using a spell slot of 5th level or higher, the 
bludgeoning damage increases by 1d8 for 
each slot level above 4th. 


Identify 


Ist-level Mysticism(ritual) 


Casting Time: 1 minute 

Range: Touch 

Components: V, S, M (a pearl worth at 
least 100 gp and an ow! feather) 

Duration: Instantaneous 

You choose one object that you must 
touch throughout the casting of the spell. 
If it is a magic item or some other magic- 
imbued object, you learn its properties and 
how to use them, whether it requires 
attunement to use, and how many charges 
it has, if any. You learn whether any spells 
are affecting the item and what they are. If 
the item was created by a spell, you learn 
which spell created it. 

If you instead touch a creature throughout 
the casting, you learn what spells, if any, 
are currently affecting it. 


Illusory Script 
Ist-level illusion (ritual) 


Casting Time: 1 minute 

Range: Touch 

Components:S ,M(a lead-based ink worth 
at least10 gp, which the spell consumes) 
Duration: 10 days 

You write on parchment, paper, or some 
other suitable writing material and imbue 
it with a potent illusion that lasts for the 
duration. 
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To you and any creatures you designate 
when you 

cast the spell, the writing appears normal, 
written in your hand, and conveys 
whatever meaning you intended when you 
wrote the text. To all others, the writing 
appears as if it were written in an 
unknown or magical script that is 
unintelligible. Alternatively, you can cause 
the writing to appear to be an entirely 
different message, written in a different 
hand and language, though the language 
must be one you know. 

Should the spell be dispelled, the original 
script and the illusion both disappear. 

A creature with truesight can read the 
hidden message. 


Imprisonment 
9Oth-level Restoration 


Casting Time: 1 minute 

Range: 30 feet 

Components: V, S, M (a vellum depiction 
or a carved statuette in the likeness of the 
target, and a special component that varies 
according to the version of the spell you 
choose, worth at least 500 gp per Hit Die 
of the target) 

Duration: Until dispelled 

You create a magical restraint to hold a 
creature that you can see within range. 
The target must succeed on a W isdom 
saving throw or be bound by the spell; if it 
succeeds, it is immune to this spell if you 
cast it again. While affected by this spell, 
the creature doesn't need to breathe, eat, or 
drink, and it doesn’t age. Mysticism spells 
can’t locate or perceive the target. 
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When you cast the spell, you choose one 
of the following forms of imprisonment. 
Burial. The target is entombed far beneath 
the earth in a sphere of magical force that 
is just large enough to contain the target. 
Nothing can pass through the sphere, nor 
can any creature teleport or use planar 
travel to get into or out of it. 

The special component for this version of 
the spell is a small mithral orb. 

Chaining. Heavy chains, firmly rooted in 
the ground, hold the target in place. The 
target is restrained until the spell ends, and 
it can’t move or be moved by any means 
until then. 

The special component for this version of 
the spell is a fine chain of precious metal. 
Hedged Prison. The spell transports the 
target into a tiny demiplane that is warded 
against teleportation and planar travel. 
The demiplane can be a labyrinth, a cage, 
a tower, or any similar confined structure 
or area of your choice. 

The special component for this version of 
the spell is a miniature representation of 
the prison made from jade. 

Minimus Containment. The target shrinks 
to a height of 1 inch and is imprisoned 
inside a gemstone or similar object. Light 
can pass through the gemstone normally 
(allowing the target to see out and other 
creatures to see in), but nothing else can 
pass through, even by means. of 
teleportation or planar travel. The 
gemstone can’t be cut or broken while the 
spell remains in effect. 

The special component for this version of 
the spell is a large, transparent gemstone, 
such as a corundum, diamond, or ruby. 
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Slumber. The target falls asleep and can’t 
be awoken. The special component for 
this version of the spell consists of rare 
soporific herbs. 

Ending the Spell. During the casting of 
the spell, 

in any of its versions, you can specify a 
condition that will cause the spell to end 
and release the target. The condition can 
be as specific or as elaborate as you 
choose, but the DM must agree that the 
condition is reasonable and has a 
likelihood of coming to pass. The 
conditions can be based on a creature’s 
name, identity, or deity but otherwise must 
be based on observable actions or 
qualities and not based on intangibles 
such as level, class, or hit points. 

A dispel magic spell can end the spell 
only if it is cast as a 9th-level spell, 
targeting either the prison or the special 
component used to create it. 

You can use a_ particular special 
component to create only one prison at a 
time. If you cast the spell again using the 
same component, the target of the first 
casting is immediately freed from its 
binding. 


Incendiary Cloud 
§ th-level conjuration 


Casting Time: | action 

Range: 150 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 
A swirling cloud of smoke shot through 
with white-hot embers appears in a 20- 
foot-radius sphere centered on a point 
within range. The cloud spreads around 


Contents 


corners and is heavily obscured. It lasts 
for the duration or until a wind of 
moderate or greater speed (at least 10 
miles per hour) disperses it. 

When the cloud appears, each creature in 
it must make a Dexterity saving throw. A 
creature takes 10d8 fire damage on a 
failed save, or half as much damage on a 
successful one. A creature must also make 
this saving throw when it enters the spell’s 
area for the first time on a turn or ends its 
turn there. 

The cloud moves 10 feet directly away 
from you in a direction that you choose at 
the start of each of your turns. 


InflictWounds 


Ist-level necromancy 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

Make a melee spell attack against a 
creature you can reach. On a hit, the target 
takes 3d10 necrotic damage. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d10 for each 
slot level above Ist. 


Insect Plague 
Sth-level conjuration 


Casting Time: | action 

Range: 300 feet 

Components: V, S, M (a few grains of 
sugar, some kernels of grain, and a smear 
of fat) 
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Duration: Concentration, up to 10 minutes 
Swarming, biting locusts fill a 20-foot- 
radius sphere centered on a point you 
choose within range. The sphere spreads 
around corners. The sphere remains for 
the duration, and its area is lightly 
obscured. The sphere’s area is difficult 
terrain. 

W hen the area appears, each creature in it 
must make a Constitution saving throw. A 
creature takes 4d10 piercing damage on a 
failed save, or half as much damage on a 
successful one. A creature must also make 
this saving throw when it enters the spell’s 
area for the first time on a turn or ends its 
turn there. 

AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
damage increases by 1d10 for each slot 
level above 5th. 


Invisibility 
2 nd-level illusion 


Casting Time: | action 

Range: Touch 

Components: V, S, M (an eyelash encased 
in gum arabic) 

Duration: Concentration, up to 1 hour 

A creature you touch becomes invisible 
until the spell ends. Anything the target is 
wearing or carrying is invisible as long as 
it is on the target’s person. The spell ends 
for a target that attacks or casts a spell. 
AtHigher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, 
you can target one additional creature for 
each slot level above 2nd. 


Jump 
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I st-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a grasshopper’s 
hind leg) Duration: 1 hour 

You touch a creature. The creature’s jump 
distance is tripled until the spell ends. 


Knock 


2 nd-level Alteration 


Casting Time: | action 

Range: 60 feet 

Components: V 

Duration: Instantaneous 

Choose an object that you can see within 
range. The object can be a door, a box, a 
chest, a set of manacles, a padlock, or 
another object that contains a mundane or 
magical means that prevents access. 

A target that is held shut by a mundane 
lock or that is stuck or barred becomes 
unlocked, unstuck, or unbarred. If the 
object has multiple locks, only one of 
them is unlocked. 

If you choose a target that is held shut 
with arcane lock, that spell is suppressed 
for 10 minutes, during which time the 
target can be opened and shut normally. 
When you cast the spell, a loud knock, 
audible from as far away as 300 feet, 
emanates from the target object. 


Legend Lore 
Sth-level Mysticism 


Casting Time: 10 minutes 
Range: Self 
Components: V, S, M (incense worth at 
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least 250 gp, which the spell consumes, 
and four ivory strips worth at least 50 gp 
each) 

Duration: Instantaneous 

Name or describe a person, place, or 
object. The spell brings to your mind a 
brief summary of the significant lore 
about the thing you named. The lore might 
consist of current tales, forgotten stories, 
or even secret lore that has never been 
widely known. If the thing you named 
isn’t of legendary importance, you gain no 
information. The more information you 
already have about the thing, the more 
precise and detailed the information you 
receive is. 


Secret Chest 


4th-level conjuration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (an exquisite chest, 
3 feet by 2 feet by 2 feet, constructed from 
rare materials worth at least 5,000 gp, and 
a Tiny replica made from the same 
materials worth at least 50 gp) 

Duration: Instantaneous 

You hide a chest, and all its contents, on 
the Ethereal Plane. You must touch the 
chest and the miniature replica that serves 
as a material component for the spell. The 
chest can contain up to 12 cubic feet of 
nonliving material (3 feet by 2 feet by 2 
feet). 

While the chest remains on the Ethereal 
Plane, you can use an action and touch the 
replica to recall the chest. It appears in an 
unoccupied space on the ground within 5 
feet of you. You can send the chest back to 
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the Ethereal Plane by using an action and 
touching both the chest and the replica. 
After 60 days, there is a cumulative 5 
percent chance per day that the spell's 
effect ends. This effect ends if you cast 
this spell again, if the smaller replica chest 
is destroyed, or if you choose to end the 
spell as an action. If the spell ends and the 
larger chest is on the Ethereal Plane, it is 
irretrievably lost. 


Tiny Hut 
3rd-level Destruction (ritual) 


Casting Time: 1 minute 

Range: Self (10-foot-radius hemisphere) 
Components: V, S, M (a small crystal 
bead) Duration: 8 hours 

A 10-foot-radius immobile dome of force 
springs into existence around and above 
you and remains stationary for the 
duration. The spell ends if you leave its 
area. 

Nine creatures of Medium size or smaller 
can fit inside the dome with you. The spell 
fails if its area includes a larger creature or 
more than nine creatures. Creatures and 
objects within the dome when you cast 
this spell 

can move through it freely. All other 
creatures and objects are barred from 
passing through it. Spells and other 
magical effects can’t extend through the 
dome or be cast through it. The 
atmosphere inside the space _ is 
comfortable and dry, regardless of the 
weather outside. 

Until the spell ends, you can command the 
interior to become dimly lit or dark. The 
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dome is opaque from the outside, of any 
color you choose, but it is transparent 
from the inside. 


Lesser Restoration 


2 nd-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

You touch a creature and can end either 
one disease or one condition afflicting it. 
The condition can be blinded, deafened, 
paralyzed, or poisoned. 


Levitate 
2 nd-level Alteration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (either a small 
leather loop or a piece of golden wire bent 
into a cup shape with a long shank on one 
end) 

Duration: Concentration, up to 10 minutes 
One creature or object of your choice that 
you can see within range rises vertically, 
up to 20 feet, and remains suspended there 
for the duration. The spell can levitate a 
target that weighs up to 500 pounds. An 
unwilling creature that succeeds on a 
Constitution saving throw is unaffected. 
The target can move only by pushing or 
pulling against a fixed object or surface 
within reach (such as a wall or a ceiling), 
which allows it to move as if it were 
climbing. You can change the target’s 
altitude by up to 20 feet in either direction 
on your turn. If you are the target, you can 
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move up or down as part of your move. 
Otherwise, you can use your action to 
move the target, which must remain 
within the spell’s range. 

When the spell ends, the target floats 
gently to the ground if it is still aloft. 


Light 
Destruction cantrip 


Casting Time: | action 
Range: Touch 

Components: V, M (a 
phosphorescent moss) 
Duration: | hour 

You touch one object that is no larger than 
10 feet in any dimension. Until the spell 
ends, the object sheds bright light in a 20- 
foot radius and dim light for an additional 
20 feet. The light can be colored as you 
like. Completely covering the object with 
something opaque blocks the light. The 
spell ends if you cast it again or dismiss it 
as an action. 

If you target an object held or worn by a 
hostile creature, that creature must 
succeed on a Dexterity saving throw to 
avoid the spell. 


Lightning Arrow 


firefly or 


3rd-level Alteration 


Casting Time: 1 bonus action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 
The next time you make a ranged weapon 
attack during the spell’s duration, the 
weapon’s ammunition, or the weapon 
itself if it’s a thrown weapon, transforms 
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into a bolt of lightning. Make the attack 
roll as normal. The target takes 4d8 
lightning damage on a hit, or half as much 
damage on a miss, instead of the weapon’s 
normal damage. 

Whether you hit or miss, each creature 
within 10 feet of the target must make a 
Dexterity saving throw. Each of these 
creatures takes 2d8 lightning damage on a 
failed save, or half as much damage on a 
successful one. 

The piece of ammunition or weapon then 
returns to its normal form. 
AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
damage for both effects of the spell 
increases by 1d8 for each slot level above 
3rd. 


Lightning Bolt 
3rd-level Destruction 


Casting Time: | action 

Range: Self (100-foot line) 

Components: V, S, M (a bit of fur and a 
rod of amber, crystal, or glass) 

Duration: Instantaneous 

A stroke of lightning forming a line 100 
feet long and 5 feet wide blasts out from 
you in a direction you choose. Each 
creature in the line must make a Dexterity 
saving throw. A creature takes 8d6 
lightning damage on a failed save, or half 
as much damage on a successful one. The 
lightning ignites flammable objects in the 
area that aren’t being worn or carried. 
AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
damage increases by 1d6 for each slot 
level above 3rd. 
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Locate Animals or Plants 
2nd-levelMysticism(ritual) 


Casting Time: | action 

Range: Self 

Components: V, S, M (a bit of fur from a 
bloodhound) 

Duration: Instantaneous 

Describe or name a specific kind of beast 
or plant. Concentrating on the voice of 
nature in your surroundings, you learn the 
direction and distance to the closest 
creature or plant of that kind within 5 
miles, if any are present. 


Locate Creature 
4th-level Mysticism 


Casting Time: | action 

Range: Self 

Components: V, S, M (a bit of fur from a 
bloodhound) 

Duration: Concentration, up to 1 hour 
Describe or name a creature that is 
familiar to you. You sense the direction to 
the creature’s location, as long as that 
creature is within 1,000 feet of you. If the 
creature is moving, you know the 
direction of its movement. 

The spell can locate a specific creature 
known to you, or the nearest creature of a 
specific kind (such as a human or a 
unicorn), so long as you have seen such a 
creature up close—within 30 feet—at 
least once. If the creature you described or 
named is in a different form, such as being 
under the effects of a polymorph spell, 
this spell doesn’t locate the creature. 
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This spell can’t locate a creature if 
running water at least 10 feet wide blocks 
a direct path between you and_ the 
creature. 


Locate Object 


2 nd-level Mysticism 


Casting Time: | action 

Range: Self 

Components: V, S, M (a forked twig) 
Duration: Concentration, up to 10 minutes 
Describe or name an object that is familiar 
to you. You sense the direction to the 
object’s location, as long as that object is 
within 1,000 feet of you. If the object is in 
motion, you know the direction of its 
movement. 

The spell can locate a specific object 
known to you, as long as you have seen it 
up close—within 30 feet—at least once. 
Alternatively, the spell can locate the 
nearest object of a particular kind, such as 
a certain kind of apparel, jewelry, 
furniture, tool, or weapon. 

This spell can’t locate an object if any 
thickness of lead, even a thin sheet, blocks 
a direct path between you and the object. 


Longstrider 
I st-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a pinch of dirt) 
Duration: | hour 

You touch a creature. The target’s speed 
increases by 10 feet until the spell ends. 
AtHigher Levels. When you cast this spell 
using a spell slot of 2nd level or higher, 
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you can target one additional creature for 
each slot level above Ist. 


Mage Armor 


Ist-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a piece of cured 
leather) 

Duration: 8 hours 

You touch a willing creature who isn’t 
wearing armor, and a protective magical 
force surrounds it until the spellends. The 
target’s base AC becomes 13+i ts Dexterity 
modifier. The spell ends if the target dons 
armor or if you dismiss the spell as an 
action. 


Mage Hand 


Conjuration cantrip 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: | minute 

A spectral, floating hand appears at a point 
you choose within range. The hand lasts 
for the duration or until you dismiss it as 
an action. The hand vanishes if it is ever 
m ore than 30 feet away from you or if 
you cast this spell again. 

You can use your action to control the 
hand. You can use the hand to manipulate 
an object, open an unlocked door or 
container, stow or retrieve an item from an 
open container, or pour the contents out of 
a vial. You can move the hand up to 30 
feet each time you use it. 
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The hand can’t attack, activate magic 
items, or carry more than 10 pounds. 


Magic Circle 
3rd-level Restoration 


Casting Time: 1 minute 

Range: 10 feet 

Components: V, S, M (holy water or 
powdered silver and iron worth at least 
100 gp, which the spell consumes) 
Duration: | hour 

You create a 10-foot-radius, 20-foot-tall 
cylinder of magical energy centered on a 
point on the ground that you can see 
within range. Glowing runes appear 
wherever the cylinder intersects with the 
floor or other surface. 

Choose one or more of the following 
types of creatures: celestials, elementals, 
fey, fiends, or undead. The circle affects a 
creature of the chosen type in the 
following ways: 

e The creature can’t willingly enter the 
cylinder by nonmagical means. If the 
creature tries to use teleportation or 
interplanar travel to do so, it must first 
succeed on a Charisma saving throw. 

e The creature has disadvantage on attack 
rolls against targets within the cylinder. 

e Targets within the cylinder can’t be 
charmed, frightened, or possessed by the 
creature. 


When you cast this spell, you can elect to 
cause its magic to operate in the reverse 
direction, preventing a creature of the 
specified type from leaving the cylinder 
and protecting targets outside it. 


Contents 


AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
duration increases by | hour for each slot 
level above 3rd. 


Magic Jar 
6 th-level necromancy 


Casting Time: 1 minute 

Range: Self 

Components: V, S, M (a gem, crystal, 
reliquary, or some other ornamental 
container worth at least 500 gp) 

Duration: Until dispelled 

Your body falls into a catatonic state as 
your soul leaves it and enters the container 
you used for the spell’s material 
component. While your soul inhabits the 
container, you are aware of your 
surroundings as if you were in the 
container’s space. You can’t move or use 
reactions. The only action you can take is 
to project your soul up to 100 feet out of 
the container, either returning to your 
living body (and ending the spell) or 
attempting to possess a humanoids body. 
You can attempt to possess any humanoid 
within 100 feet of you that you can see 
(creatures warded by a protection from 
evil and good or magic circle spell can’t 
be possessed). The target must make a 
Charisma saving throw. On a failure, your 
soul moves into the target’s body, and the 
target’s soul becomes trapped in the 
container. On a success, the target resists 
your efforts to possess it, and you can’t 
attempt to possess it again for 24 hours. 
Once you possess a creature’s body, you 
control it. Your game statistics are 
replaced by the statistics of the creature, 
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though you retain your alignment and 
your Intelligence, Wisdom, and Charisma 
scores. You retain the benefit of your own 
class features. If the target has any class 
levels, you can’t use any of its class 
features. 

Meanwhile, the possessed creature’s soul 
can perceive from the container using its 
own senses, but it can’t move or take 
actions at all. 

While possessing a body, you can use 
your action to return from the host body to 
the container if it is within 100 feet of 
you, returning the host creature’s soul to 
its body. If the host body dies while 
you’re in it, the creature dies, and you 
must make a Charisma saving throw 
against your own spellcasting DC. On a 
success, you return to the container if it is 
within 100 feet of you. Otherwise, you 
die. 

If the container is destroyed or the spell 
ends, your soul immediately returns to 
your body. If your body is more than 100 
feet away from you or if your body is 
dead when you attempt to return to it, you 
die. If another creature’s soul is in the 
container when it is destroyed, the 
creature’s soul returns to its body if the 
body is alive and within 100 feet. 
Otherwise, that creature dies. 

When the spell ends, the container is 
destroyed. 


Magic Missile 
Ist-level Destruction 


Casting Time: | action 
Range: 120 feet 
Components: V, S 
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Duration: Instantaneous 

You create three glowing darts of magical 
force. Each dart hits a creature of your 
choice that you can see within range. A 
dart deals 1d4 + 1 force damage to its 
target. The darts all strike simultaneously, 
and you can direct them to hit one 
creature or several. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the spell creates one more dart for each 
slot level above Ist. 


Magic Mouth 


2 nd-level illusion (ritual) 


Casting Time: | minute 

Range: 30 feet 

Components: V, S, M (a small bit of 
honeycomb and jade dust worth at least 10 
gp, which the spell consumes) 

Duration: Until dispelled 

You implant a message within an object in 
range, a message that is uttered when a 
trigger condition is met. Choose an object 
that you can see and that isn’t being worn 
or carried by another creature. Then speak 
the message, which must be 25 words or 
less, though it 

can be delivered over as long as 10 
minutes. Finally, determine the 
circumstance that will trigger the spell to 
deliver your message. 

When that circumstance occurs, a magical 
mouth appears on the object and recites 
the message in your voice and at the same 
volume you spoke. If the object you chose 
has a mouth or something that looks like a 
mouth (for example, the mouth of a 
statue), the magical mouth appears there 
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so that the words appear to come from the 
object’s mouth. When you cast this spell, 
you can have the spell end after it delivers 
its message, or it can remain and repeat its 
message whenever the trigger occurs. 

The triggering circumstance can be as 
general or as detailed as you like, though 
it must be based on visual or audible 
conditions that occur within 30 feet of the 
object. For example, you could instruct 
the mouth to speak when any creature 
moves within 30 feet of the object or 
when a silver bell rings within 30 feet of 
ite 

Magic Weapon 


2 nd-level Alteration 


Casting Time: 1 bonus action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 hour 

You touch a nonmagical weapon. Until the 
spell ends, that weapon becom es a magic 
weapon with a +1 bonus to attack rolls 
and damage rolls. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
bonus increases to +2. When you use a 
spell slot of 6th level or higher, the bonus 
increases to +3. 


Major Image 
3rd-level illusion 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a bit of fleece) 
Duration: Concentration, up to 10 minutes 
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You create the image of an object, a 
creature, or some other _ visible 
phenomenon that is no larger than a 20- 
foot cube. The image appears at a spot 
that you can see within range and lasts for 
the duration. It seems completely real, 
including sounds, smells, and temperature 
appropriate to the thing depicted. You 
can’t create sufficient heat or cold to cause 
damage, a sound loud enough to deal 
thunder damage or deafen a creature, or a 
smell that might sicken a creature (like a 
troglodyte’s stench). 

As long as you are within range of the 
illusion, you can use your action to cause 
the image to move to any other spot 
within range. As the image changes 
location, you can alter its appearance so 
that its movements appear natural for the 
image. For example, if you create an 
image of a creature and move it, you can 
alter the image so that it appears to be 
walking. Similarly, you can cause the 
illusion to make different sounds at 
different times, even making it carry on a 
conversation, for example. 

Physical interaction with the image 
reveals it to be an illusion, because things 
can pass through it. A creature that uses its 
action to examine the image can 
determine that it is an illusion with a 
successful Intelligence (Investigation) 
check against your spell save DC. If a 
creature discerns the illusion for what it is, 
the creature can see through the image, 
and its other sensory qualities becom e 
faint to the creature. 

AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
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spell lasts until dispelled, without 


requiring your concentration. 


Mass Cure Wounds 


Sth-level Restoration 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

A wave of healing energy washes out 
from a point of your choice within range. 
Choose up to six creatures in a 30-foot- 
radius sphere centered on that point. Each 
target regains hit points equal to 3d8 + 
your spellcasting ability modifier. This 
spell has no effect on undead or 
constructs. 


AtHigherLevels. When you cast this spell 
using a spell slot of 6th level or higher, the 
healing increases by 1d8 for each slot 
level above 5th. 


Mass Heal 


9th-level Restoration 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

A flood of healing energy flows from you 
into injured creatures around you. You 
restore up to 700 hit points, divided as you 
choose among any number of creatures 
that you can see within range. Creatures 
healed by this spell are also cured of all 
diseases and any effect making them 
blinded or deafened. This spell has no 
effect on undead or constructs. 
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Mass Healing Word 


3rd-level Restoration 


Casting Time: 1 bonus action 

Range: 60 feet 

Components: V 

Duration: Instantaneous 

As you call out words of restoration, up to 
six creatures of your choice that you can 
see within range regain hit points equal to 
1d4 + your spellcasting ability modifier. 
This spell has no effect on undead or 
constructs. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
healing increases by 1d4 for each slot 
level above 3rd. 


Mass Suggestion 
6 th-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V, M (a snake’s tongue and 
either a bit of honeycomb or a drop of 
sweet oil) 

Duration: 24 hours 

You suggest a course of activity (limited 
to a sentence or two) and magically 
influence up to twelve creatures of your 
choice that you can see within range and 
that can hear and understand you. 
Creatures that can’t be charmed are 
immune to this effect. The suggestion 
must be worded in such a manner as to 
make the course of action sound 
reasonable. Asking the creature to stab 
itself, throw itself onto a spear, immolate 
itself, or do some other obviously harmful 
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act automatically negates the effect of the 
spell. 

Each target must make a W isdom saving 
throw. On a failed save, it pursues the 
course of action you described to the best 
of its ability. The suggested course of 
action can continue for the entire duration. 
If the suggested activity can be completed 
in a shorter time, the spell ends when the 
subject finishes what it was asked to do. 
You can also specify conditions that will 
trigger a special activity during the 
duration. For example, you might suggest 
that a group of soldiers give all their 
money to the first beggar they meet. If the 
condition isn’t met before the spell ends, 
the activity isn’t performed. 

If you or any of your companions damage 
a creature affected by this spell, the spell 
ends for that creature. 

AtHigherLevels. When you cast this spell 
using 

a 7th-level spell slot, the duration is 10 
days. When you use an 8th-level spell 
slot, the duration is 30 days. When you 
use a 9th-level spell slot, the duration is a 
year and a day. 


Maze 


§ th-level conjuration 


Casting Time: | action 
Range: 60 feet 


Components: V, S 

Duration: Concentration, up to 10 minutes 
You banish a creature that you can see 
within range into a __ labyrinthine 
demiplane. The target remains there for 
the duration or until it escapes the maze. 
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The target can use its action to attempt to 
escape. When it does so, it makes a DC 20 
Intelligence check. If it succeeds, it 
escapes, and the spell ends (a minotaur or 
goristro demon automatically succeeds). 

When the spell ends, the target reappears 
in the space it left or, if that space is 
occupied, in the nearest unoccupied space. 


Meld into Stone 


3rd-level Alteration (ritual) 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: 8 hours 

You step into a stone object or surface 
large enough to fully contain your body, 
melding yourself and all the equipment 
you carry with the stone for the duration. 
Using your movement, you step into the 
stone at a point you can touch. Nothing of 


your presence remains visible or 
otherwise detectable by nonmagical 
senses. 


While merged with the stone, you can’t 
see what occurs outside it, and any 
Wisdom (Perception) checks you make to 
hear sounds outside it are made with 
disadvantage. You remain aware of the 
passage of time and can cast spells on 
yourself while merged in the stone. You 
can use your movement to leave the stone 
where you entered it, which ends the spell. 
You otherwise can’t move. 

Minor physical damage to the stone 
doesn’t harm you, but its partial 
destruction or a change in its shape (to the 
extent that you no longer fit within it) 
expels you and deals 6d6 bludgeoning 
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damage to you. The stone’s complete 
destruction (or Alteration into a different 
substance) expels you and deals 50 
bludgeoning damage to you. If expelled, 
you fall prone in an unoccupied space 
closest to where you first entered. 


Acid Arrow 


2 nd-level Destruction 


Casting Time: | action 

Range: 90 feet 

Components: V, S, M (powdered rhubarb 
leaf and an adder’s stomach) 

Duration: Instantaneous 

A shimmering green arrow streaks toward 
a target within range and bursts in a spray 
of acid. Make a ranged spell attack against 
the target. On a hit, the target takes 4d4 
acid damage immediately and 2d4 acid 
damage at the end of its next turn. On a 
miss, the arrow splashes the target with 
acid for half as much of the initial damage 
and no damage at the end of its next turn. 
AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
the damage (both initial and later) 
increases by 1d4 for each slot level above 
2nd. 


Mending 
Alteration cantrip 


Casting Time: 1 minute 

Range: Touch 

Components: V, S, M (two lodestones) 
Duration: Instantaneous 

This spell repairs a single break or tear in 
an object you touch, such as a broken 
chain link, two halves of a broken key, a 
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torn cloak, or a leaking wineskin. As long 
as the break or tear is no larger than | foot 
in any dimension, you mend it. leaving no 
trace of the former damage. 

This spell can physically repair a magic 
item or construct, but the spell can’t 
restore magic to such an object. 


Message 


Alteration cantrip 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a short piece of 
copper wire) 

Duration: 1 round 

You point your finger toward a creature 
within range and whisper a message. The 
target (and only the target) hears the 
message and can reply in a whisper that 
only you can hear. 

You can cast this spell through solid 
objects if you are familiar with the target 
and know it is beyond the barrier. Magical 
silence. | foot of stone, 1 inch of common 
metal, a thin sheet of lead, or 3 feet of 
wood blocks the spell. The spell doesn’t 
have to follow a straight line and can 
travel freely around corners or through 
openings. 


Meteor Swarm 
9Oth-level Destruction 


Casting Time: | action 

Range: | mile 

Components: V, S 

Duration: Instantaneous 

Blazing orbs of fire plummet to the 
ground at four different points you can see 
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within range. Each creature in a 40-foot- 
radius sphere centered on each point you 
choose must make a Dexterity saving 
throw. The sphere spreads around corners. 
A creature takes 20d6 fire damage and 
20d6 bludgeoning damage on a failed 
save, or half as much damage on a 
successful one. A creature in the area of 
more than one fiery burst is affected only 
once. 

The spell damages objects in the area and 
ignites flammable objects that aren’t being 
worn or carried. 


MindBlank 


8 th-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: 24 hours 

Until the spell ends, one willing creature 
you touch is immune to psychic damage, 
any effect that would sense 


its emotions or read its _ thoughts, 
Mysticism spells, and the charmed 
condition. The spell even foils wish spells 
and spells or effects of similar power used 
to affect the target’s mind or to gain 
information about the target. 


Minor Illusion 
Illusion cantrip 


Casting Time: | action 

Range: 30 feet 

Components: S, M (a bit of fleece) 
Duration: 1 minute 
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You create a sound or an image of an 
object within 

range that lasts for the duration. The 
illusion also ends if you dismiss it as an 
action or cast this spell again. 

If you create a sound, its volume can 
range from a whisper to a scream. It can 
be your voice, someone else’s voice, a 
lion’s roar, a beating of drums, or any 
other sound you choose. The sound 
continues unabated’ throughout the 
duration, or you can make discrete sounds 
at different times before the spell ends. 

If you create an image of an object—such 
as a chair, muddy footprints, or a small 
chest—it must be no larger than a 5-foot 
cube. The image can’t create sound, light, 
smell, or any other sensory effect. 
Physical interaction with the image 
reveals it to be an illusion, because things 
can pass through it. 

If a creature uses its action to examine the 
sound or image, the creature can 
determine that it is an illusion with a 
successful Intelligence (Investigation) 
check against your spell save DC. If a 
creature discerns the illusion for what it 1s, 
the illusion becomes faint to the creature. 


Mirage Arcane 
7th-level illusion 


Casting Time: 10 minutes 

Range: Sight 

Components: V, S 

Duration: 10 days 

You make terrain in an area up to | mile 
square look, sound, smell, and even feel 
like some other sort of terrain. The 
terrain’s general shape remains the same, 
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however. Open fields or a road could be 
made to resemble a swamp, hill, crevasse, 
or some other difficult or impassable 
terrain. A pond can be made to seem like a 
grassy meadow, a precipice like a gentle 
slope, or a rock-strewn gully like a wide 
and smooth road. 

Similarly, you can alter the appearance of 
structures, or add them where none are 


present. The spell doesn’t disguise, 
conceal, or add creatures. 
The illusion includes audible, visual, 


tactile, and olfactory elements, so it can 
turn clear ground into difficult terrain (or 
vice versa) or otherwise impede 
movement through the area. Any piece of 
the illusory terrain (such as a rock or 
stick) that is removed from the spell’s area 
disappears immediately. 

Creatures with truesight can see through 
the illusion to the terrain’s true form; 
however, all other elements of the illusion 
remain, so while the creature is aware of 
the illusion’s presence, the creature can 
still physically interact with the illusion. 


Mirror Image 
2nd-level illusion 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: 1 minute 

Three illusory duplicates of yourself 
appear in your space. Until the spell ends, 
the duplicates move with you and mimic 
your actions, shifting position so it’s 
impossible to track which image is real. 
You can use your action to dismiss the 
illusory duplicates. 
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Each time a creature targets you with an 
attack during the spell’s duration, roll a 
d20 to determine whether the attack 
instead targets one of your duplicates. 

If you have three duplicates, you must roll 
a 6 or higher to change the attack’s target 
to a duplicate. With two duplicates, you 
must roll an 8 or higher. With one 
duplicate, you must roll an 11 or higher. 

A duplicate’s AC equals 10 + your 
Dexterity modifier. If an attack hits a 
duplicate, the duplicate is destroyed. A 
duplicate can be destroyed only by an 
attack that hits it. It ignores all other 
damage and effects. The spell ends when 
all three duplicates are destroyed. 

A creature is unaffected by this spell if it 
can’t see, if it relies on senses other than 
sight, such as blindsight, or if it can 
perceive illusions as false, as with 
truesight. 


Mislead 


Sth-level illusion 


Casting Time: | action 

Range: Self 

Components: S 

Duration: Concentration, up to 1 hour 

You become invisible at the same time 
that an illusory double of you appears 
where you are standing. The double lasts 
for the duration, but the invisibility ends if 
you attack or cast a spell. 

You can use your action to move your 
illusory double up to twice your speed and 
make it gesture, speak, and behave in 
whatever way you choose. 

You can see through its eyes and hear 
through its ears as if you were located 
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where it is. On each of your turns as a 
bonus action, you can switch from using 
its senses to using your own, or back 
again. While you are using its senses, you 
are blinded and deafened in regard to your 
own surroundings. 


Misty Step 
2nd-level conjuration 


Casting Time: 1 bonus action 

Range: Self 

Components: V 

Duration: Instantaneous 

Briefly surrounded by silvery mist, you 
teleport up to 30 feet to an unoccupied 
space that you can see. 


Modify Memory 
Sth-level enchantment 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to | minute 
You attempt to reshape another creature’s 
memories. One creature that you can see 
must make a Wisdom saving throw. If you 
are fighting the creature, it has advantage 
on the saving throw. On a failed save, the 
target becomes charmed by you for the 
duration. The charmed target is 
incapacitated and unaware of its 
surroundings, though it can still hear you. 
If it takes any damage or is targeted by 
another spell, this spell ends, and none of 
the target’s memories are modified. 

While this charm lasts, you can affect the 
target’s memory of an event that it 
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experienced within the last 24 hours and 
that lasted no more than 10 minutes. You 
can permanently eliminate all memory of 
the event, allow the target to recall the 
event with perfect clarity and exacting 
detail, change its memory of the details of 
the event, or create a memory of some 
other event. 

You must speak to the target to describe 
how 

its memories are affected, and it must be 
able to understand your language for the 
modified memories to take root. Its mind 
fills in any gaps in the details of your 
description. If the spell ends before you 
have finished describing the modified 
memories, the creature’s memory isn’t 
altered. Otherwise, the modified memories 
take hold when the spell ends. 

A modified memory doesn’t necessarily 
affect how a creature behaves, particularly 
if the m em ory contradicts the creature’s 
natural inclinations, alignment, or beliefs. 
An illogical modified memory, such as 
implanting a memory of how much the 
creature enjoyed dousing itself in acid, is 
dismissed, perhaps as a bad dream. The 
DM might deem a modified memory too 
nonsensical to affect a creature in a 
significant manner. 

A remove curse or greater restoration spell 
cast on the target restores the creature’s 
true memory. 

AtHigherLevels. If you cast this spell 
using a spell slot of 6th level or higher, 
you can alter the target’s memories of an 
event that took place up to 7 days ago (6th 
level), 30 days ago (7th level), 1 year ago 
(8th level), or any time in the creature’s 
past (9th level). 
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Moonbeam 


2nd-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (several seeds of 
any moonseed plant and a piece of 
opalescent feldspar) 

Duration: Concentration, up to 1 minute 

A silvery beam of pale light shines down 
in a 5-foot- radius, 40-foot-high cylinder 
centered on a point within range. Until the 
spell ends, dim light fills the cylinder. 
When a creature enters the spell’s area for 
the first time on a turn or starts its turn 
there, it is engulfed in ghostly flames that 
cause searing pain, and it must make a 
Constitution saving throw. It takes 2d10 
radiant damage on a failed save, or half as 
much damage on a successful one. 

A shapechanger makes its saving throw 
with disadvantage. If it fails, it also 
instantly reverts to its original form and 
can’t assume a different form until it 
leaves the spell’s light. 

On each of your turns after you cast this 
spell, you can use an action to move the 
beam 60 feet in any direction. 
AtHigherLevels.When you cast this spell 
using a spell slot of 3rd level or higher, 
the damage increases by 1dlO for each 
slot level above 2nd. 


Faithful Hound 


4th-level conjuration 


Casting Time: | action 
Range: 30 feet 
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Components: V, S, M (a tiny silver 
whistle, a piece of bone, and a thread) 
Duration: 8 hours 

You conjure a phantom watchdog in an 
unoccupied space that you can see within 
range, where it remains for the duration, 
until you dismiss it as an action, or until 
you move more than 100 feet away from 
it. 

The hound is invisible to all creatures 
except you and can't be harmed. When a 
Small or larger creature comes within 30 
feet of it without first speaking the 
password that you specify when you cast 
this spell, the hound starts barking loudly. 
The hound sees invisible creatures and 
can see into the Ethereal Plane. It ignores 
illusions. 

At the start of each of your turns, the 
hound attempts to bite one creature within 
5 feet of it that is hostile to you. The 
hound’s attack bonus is equal to your 
spellcasting ability modifier + your 
proficiency bonus. On a hit, it deals 4d8 
piercing damage. 


Magnificent Mansion 
7th-level conjuration 


Casting Time: 1 minute 

Range: 300 feet 

Components: V, S, M (a miniature portal 
carved from ivory, a small piece of 
polished marble, and a tiny silver spoon, 
each item worth at least 5 gp) 

Duration: 24 hours 

You conjure an extradimensional dwelling 
in range 

that lasts for the duration. You choose 
where its one entrance is located. The 
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entrance shimmers faintly and is 5 feet 
wide and 10 feet tall. You and any 
creature you designate when you cast the 
spell can enter the extradimensional 
dwelling as long as the portal remains 
open. You can open or close the portal if 
you are within 30 feet of it. While closed, 
the portal is invisible. 

Beyond the portal is a magnificent foyer 
with numerous chambers beyond. The 
atmosphere is clean, fresh, and warm. 

You can create any floor plan you like, but 
the space can’t exceed 50 cubes, each 
cube being 10 feet on each side. The place 
is furnished and decorated as you choose. 
It contains sufficient food to serve a nine- 
course banquet for up to 100 people. A 
staff of 100 near-transparent servants 
attends all who enter. You decide the 
visual appearance of these servants and 
their attire. They are completely obedient 
to your orders. Each servant can perform 
any task a normal human servant could 
perform, but they can’t attack or take any 
action that would directly harm another 
creature. Thus the servants can fetch 
things, clean, mend, fold clothes, light 
fires, serve food, pour wine, and so on. 
The servants can go anywhere in the 
mansion but can’t leave it. Furnishings 
and other objects created by this spell 
dissipate into smoke if removed from the 
mansion. When the spell ends, any 
creatures inside the extradimensional 
space are expelled into the open spaces 
nearest to the entrance. 


Private Sanctum 


Ath-level Restoration 
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Casting Time: 10 minutes 

Range: 120 feet 

Components: V, S, M (a thin sheet of lead, 

a piece of opaque glass, a wad of cotton or 

cloth, and powdered chrysolite) 

Duration: 24 hours 

You make an area within range magically 

secure. The area is a cube that can be as 

small as 5 feet to as large as 100 feet on 
each side. The spell lasts for the duration 
or until you use an action to dism iss it. 

When you cast the spell, you decide what 

sort of security the spell provides, 

choosing any or all of the following 
properties: 

¢ Sound can't pass through the barrier at 
the edge of the warded area. 

e The barrier of the warded area appears 
dark and foggy, preventing vision 
(including darkvision) through it. 

e Sensors created by Mysticism spells 
can’t appear inside the protected area or 
pass through the barrier at its perimeter. 

e Creatures in the area can’t be targeted 
by Mysticism spells. 

e Nothing can teleport into or out of the 
warded area. 

e Planar travel is blocked within the 
warded area. 

Casting this spell on the same spot 
every day for a year makes this effect 
permanent. 

AtHigherLevels. When you cast this 
spell using a spell slot of 5th level or 
higher, you can increase the size of the 
cube by 100 feet for each slot level 
beyond 4th. Thus you could protect a 
cube that can be up to 200 feet on one 
side by using a spell slot of 5th level. 


Floating Sword 
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7th-level Conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a_ miniature 
platinum sword with a grip and pommel 
of copper and zinc, worth 250 gp) 
Duration: Concentration, up to | minute 
You create a sword-shaped plane of force 
that hovers within range. It lasts for the 
duration. When the sword appears, you 
make a melee spell attack against a target 
of your choice within 5 feet of the sword. 
On a hit. the target takes 3d10 force 
damage. 


Until the spell ends, you can use a bonus 
action on each of your turns to move the 
sword up to 20 feet to a spot you can see 
and repeat this attack against the same 
target or a different one. 


MoveEarth 


6th-level Alteration 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (an iron blade and a 
small bag containing a mixture of soils— 
clay, loam, and sand) 

Duration: Concentration, up to 2 hours 
Choose an area of terrain no larger than 40 
feet on a side within range. You can 
reshape dirt, sand, or clay in the area in 
any manner you choose for the duration. 
You can raise or lower the area’s 
elevation, create or fill in a trench, erect or 
flatten a wall, or form a pillar. The extent 
of any such changes can’t exceed half the 
area’s largest dimension. So, if you affect 
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a 40-foot square, you can create a pillar up 
to 20 feet high, raise or lower the square’s 
elevation by up to 20 feet, dig a trench up 
to 20 feet deep, and so on. It takes 10 
minutes for these changes to complete. 

At the end of every 10 minutes you spend 
concentrating on the spell, you can choose 
a new area of terrain to affect. 

Because the terrain’s transformation 
occurs slowly, creatures in the area can’t 
usually be trapped or injured by the 
ground’s movement. 

This spell can’t manipulate natural stone 
or stone construction. Rocks and 
structures shift to accommodate the new 
terrain. If the way you shape the terrain 
would make a structure unstable, it might 
collapse. 

Similarly, this spell doesn’t directly affect 
plant growth. The moved earth carries any 
plants along with it. 


Nondetection 


3rd-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a pinch of diamond 
dust worth 25 gp sprinkled over the target, 
which the spell consumes) 

Duration: 8 hours 

For the duration, you hide a target that 
you touch from Mysticism magic. The 
target can be a willing creature or a place 
or an object no larger than 10 feet in any 
dimension. The target can’t be targeted by 
any Mysticism magic or _ perceived 
through magical scrying sensors. 


Magic Aura 
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2nd-level illusion 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a small square of 
silk) 

Duration: 24 hours 

You place an illusion on a creature or an 
object you touch so that Mysticism spells 
reveal false information about it. The 
target can be a willing creature or an 
object that isn’t being carried or worn by 
another creature. 

When you cast the spell, choose one or 
both of the following effects. The effect 
lasts for the duration. If you cast this spell 
on the same creature or object every day 
for 30 days, placing the same effect on it 
each time, the illusion lasts until it is 
dispelled. 

False Aura. You change the way the target 
appears to spells and magical effects, such 
as detectmagic, that detect magical auras. 
You can make a nonmagical object appear 
magical, a magical object appear 
nonmagical, or change the object’s 
magical aura so that it appears to belong 
to a specific school of magic that you 
choose. When you use this effect on an 
object, you can make the false magic 
apparent to any creature that handles the 
item. 

Mask. You change the way the target 
appears to spells and magical effects that 
detect creature types, such as a paladin’s 
Divine Sense or the trigger of a symbol 
spell. You choose a creature type and 
other spells and magical effects treat the 
target as if it were a creature of that type 
or of that alignment. 
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Freezing Sphere 


6th-level Destruction 


Casting Time: | action 

Range: 300 feet 

Components: V, S, M (a small crystal 
sphere) 

Duration: Instantaneous 

A frigid globe of cold energy streaks from 
your fingertips to a point of your choice 
within range, where it explodes in a 60- 
foot-radius sphere. Each creature within 
the 

area must make a Constitution saving 
throw. On a failed save, a creature takes 
10d6 cold damage. On a successful save, 
it takes half as much damage. 

If the globe strikes a body of water or a 
liquid that is principally water (not 
including water-based _ creatures), it 
freezes the liquid to a depth of 6 inches 
over an area 30 feet square. This ice lasts 
for 1 minute. Creatures that were 
swimming on the surface of frozen water 
are trapped in the ice. A trapped creature 
can use an action to make a Strength 
check against your spell save DC to break 
free. 

You can refrain from firing the globe after 
completing the spell, if you wish. A small 
globe about the size of a sling stone, cool 
to the touch, appears in your hand. At any 
time, you or a creature you give the globe 
to can throw the globe (to a range of 40 
feet) or hurl it with a sling (to the sling’s 
normal range). It shatters on impact, with 
the same effect as the normal casting of 
the spell. You can also set the globe down 
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without shattering it. After 1 minute, if the 
globe hasn’t already shattered, it explodes. 
AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, the 
damage increases by 1d6 for each slot 
level above 6th. 


Resilient Sphere 
4th-level Destruction 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a hemispherical 
piece of clear crystal and a matching 
hemispherical piece of gum arabic) 
Duration: Concentration, up to 1 minute 

A sphere of shimmering force encloses a 
creature or object of Large size or smaller 
within range. An unwilling creature must 
make a Dexterity saving throw. On a 
failed save, the creature is enclosed for the 
duration. 

Nothing—not physical objects, energy, or 
other spell effects—can pass through the 
barrier, in or out, though a creature in the 
sphere can breathe there. The sphere is 
immune to all damage, and a creature or 
object inside can’t be damaged by attacks 
or effects originating from outside, nor 
can a creature inside the sphere damage 
anything outside it. 

The sphere is weightless and just large 
enough to contain the creature or object 
inside. An enclosed creature can use its 
action to push against the sphere’s walls 
and thus roll the sphere at up to half the 
creature’s speed. Similarly, the globe can 
be picked up and moved by other 
creatures. 
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A disintegrate spell targeting the globe 
destroys it without harming anything 
inside it. 


Irresistible Dance 


6th-level enchantment 


Casting Time: | action 

Range: 30 feet 

Components: V 

Duration: Concentration, up to 1 minute 
Choose one creature that you can see 
within range. The target begins a comic 
dance in place: shuffling, tapping its feet, 
and capering for the duration. Creatures 
that can’t be charmed are immune to this 
spell. 

A dancing creature must use all its 
movement to dance without leaving its 
space and has disadvantage on Dexterity 
saving throws and attack rolls. While the 
target is affected by this spell, other 
creatures have advantage on attack rolls 
against it. As an action, a dancing creature 
makes a Wisdom saving throw to regain 
control of itself. On a successful save, the 
spell ends. 


Pass without Trace 
2nd-level Restoration 


Casting Time: | action 

Range: Self 

Components: V, S, M (ashes from a 
burned leaf of mistletoe and a sprig of 
spruce) Duration: Concentration, up to | 
hour 

A veil of shadows and silence radiates 
from you, masking you and_ your 
companions from detection. For the 
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duration, each creature you choose within 
30 feet of you (including you) has a +10 
bonus to Dexterity (Stealth) checks and 
can’t be tracked except by magical means. 
A creature that receives this bonus leaves 
behind no tracks or other traces of its 
passage. 


Passwall 


Sth-level Alteration 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a pinch of sesame 
seeds) 

Duration: | hour 

A passage appears at a point of your 
choice that you can see on a wooden, 
plaster, or stone surface (such as a wall, a 
ceiling, or a floor) within range, and lasts 
for the duration. You choose the opening’s 
dimensions: up to 5 feet wide, 8 feet tall, 
and 20 feet deep. The passage creates no 
instability in a structure surrounding it. 
When the opening disappears, any 
creatures or objects still in the passage 
created by the spell are safely ejected to 
an unoccupied space nearest to the surface 
on which you cast the spell. 


Phantasmal Force 
2nd-level illusion 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a bit of fleece) 
Duration: Concentration, up to 1 minute 
You craft an illusion that takes root in the 
mind of a creature that you can see within 
range. The target must make an 
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Intelligence saving throw. On a failed 
save, you create a phantasmal object, 
creature, or other visible phenomenon of 
your choice that is no larger than a 10-foot 
cube and that is perceivable only to the 
target for the duration. This spell has no 
effect on undead or constructs. 
The phantasm includes 
temperature, and other 
evident only to the creature. 
The target can use its action to examine 
the phantasm with an_ Intelligence 
(Investigation) check against your spell 
save DC. If the check succeeds, the target 
realizes that the phantasm is an illusion, 
and the spell ends. 

While a target is affected by the spell, the 
target treats the phantasm as if it were 
real. The target rationalizes any illogical 
outcomes from interacting with the 
phantasm. For example, a _ target 
attempting to walk across a phantasmal 
bridge that spans a chasm falls once it 
steps onto the bridge. If the target survives 
the fall, it still believes that the bridge 
exists and comes up with some other 
explanation for its fall—it was pushed, it 
slipped, or a strong wind might have 
knocked it off. 

An affected target is so convinced of the 
phantasm’s reality that it can even take 
damage from the illusion. A phantasm 
created to appear as a creature can attack 
the target. Similarly, a phantasm created to 
appear as fire, a pool of acid, or lava can 
burn the target. Each round on your turn, 
the phantasm can deal 1d6_ psychic 
damage to the target if it is in the 
phantasm’s area or within 5 feet of the 
phantasm, provided that the illusion is of a 
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creature or hazard that could logically 
deal damage, such as by attacking. The 
target perceives the damage as a type 
appropriate to the illusion. 


Phantasmal Killer 


4th-level illusion 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 
You tap into the nightmares of a creature 
you can see within range and create an 
illusory manifestation of its deepest fears, 
visible only to that creature. The target 
must make a Wisdom saving throw. On a 
failed save, the target becomes frightened 
for the duration. At the start of each of the 
target’s turns before the spell ends, the 
target must succeed on a Wisdom saving 
throw or take 4d10 psychic damage. On a 
successful save, the spell ends. 
AtHigherLevels. When you cast this spell 
using a spell slot of 5th level or higher, the 
damage increases by l1dlO for each slot 
level above 4th. 


Phantom Steed 


3rd-level illusion (ritual) 


Casting Time: | minute 

Range: 30 feet 

Components: V, S 

Duration: | hour 

A Large quasi-real, horselike creature 
appears on the ground in an unoccupied 
space of your choice within range. You 
decide the creature’s appearance, but it is 
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equipped with a saddle, bit, and bridle. 
Any of the equipment created by the spell 
vanishes in a puff of smoke if it is carried 
more than 10 feet away from the steed. 
For the duration, you or a creature you 
choose can ride the steed. The creature 
uses the statistics for a riding horse, 
except it has a speed of 100 feet and can 
travel 10 miles in an hour, or 13 miles at a 
fast pace. When the spell ends, the steed 
gradually fades, giving the rider 1 minute 
to dismount. The spell ends if you use an 
action to dismiss it or if the steed takes 
any damage. 


PlanarAlly 


6 th-level conjuration 

Casting Time: 10 minutes 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

You beseech an otherworldly entity for 
aid. The being must be known to you: a 
god, a primordial, a demon prince, or 
some other being of cosmic power. That 
entity sends a celestial, an elemental, or a 
fiend loyal to it to aid you, making the 
creature appear in an unoccupied space 
within range. If you know a specific 
creature’s name, you can speak that name 
when you cast this spell to request that 
creature, though you might get a different 
creature anyway (DM’s choice). 

When the creature appears, it is under no 
compulsion to behave in any particular 
way. You can ask the creature to perform a 
service in exchange for payment, but it 
isn’t obliged to do so. The requested task 
could range from simple (fly us across the 
chasm, or help us fight a battle) to 
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complex (spy on our enemies, or protect 
us during our foray into the dungeon). You 
must be able to communicate with the 
creature to bargain for its services. 
Payment can take a variety of forms. A 
celestial might require a sizable donation 
of gold or magic items toan allied temple, 
while a fiend might demand a living 
sacrifice or a gift of treasure. Some 
creatures might exchange their service for 
a quest undertaken by you. 

As a rule of thumb, a task that can be 
measured in minutes requires a payment 
worth 100 gp per minute. A task measured 
in hours requires 1,000 gp per hour. And a 
task measured in days (up to 10 days) 
requires 10,000 gp per day. The DM can 
adjust these payments based on_ the 
circumstances under which you cast the 
spell. If the task is aligned with the 
creature’s ethos, the payment might be 
halved or even waived. Nonhazardous 
tasks typically require only half the 
suggested payment, while especially 
dangerous tasks might require a greater 
gift. Creatures rarely accept tasks that 
seem suicidal. 

After the creature completes the task, or 
when the agreed-upon duration of service 
expires, the creature returns to its home 
plane after reporting back to you, 

if appropriate to the task and if possible. If 
you are unable to agree on a price for the 
creature’s Service, the creature 
immediately returns to its home plane. 

A creature enlisted to join your group 
counts as a member of it, receiving a full 
share of experience points awarded. 


Planar Binding 
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Sth-level Restoration 


Casting Time: | hour 

Range: 60 feet 

Components:V, S, M (ajewel worth at 
least 1,000 gp, which the spell consumes) 
Duration: 24 hours 

With this spell, you attempt to bind a 
celestial, an elemental, a fey, or a fiend to 
your service. The creature must be within 
range for the entire casting of the spell. 
(Typically, the creature is first summoned 
into the center of an inverted magic circle 
in order to keep it trapped while this spell 
is cast.) At the completion of the casting, 
the target must make a Charisma saving 
throw. On a failed save, it is bound to 
serve you for the duration. If the creature 
was summoned or created by another 
spell, that spell’s duration is extended to 
match the duration 

of this spell. 

A bound creature must follow your 
instructions to the best of its ability. You 
might command the creature to 
accompany you on an adventure, to guard 
a location, or to deliver a message. The 
creature obeys the letter of your 
instructions, but if the creature is hostile 
to you, it strives to twist your words to 
achieve its own objectives. If the creature 
carries out your instructions completely 
before the spell ends, it travels to you to 
report this fact if you are on the same 
plane of existence. If you are on a 
different plane of existence, it returns to 
the place where you bound it and remains 
there until the spell ends. 
AtHigherLevels. When you cast this spell 
using a spell slot of a higher level, the 
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duration increases to 10 days with a 6th- 
level slot, to 30 days with a 7th-level slot, 
to 180 days with an 8th-level slot, and to a 
year and a day with a 9th-level spell slot. 


Plane Shift 


7th-level conjuration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a forked, metal rod 
worth at least 250 gp, attuned to a 
particular plane of existence) 

Duration: Instantaneous 

You and up to eight willing creatures who 
link hands in a circle are transported to a 
different plane of existence. You can 
specify a target destination in general 
terms, such as the City of Brass on the 
Elemental Plane of Fire or the palace of 
Dispater on the second level of the Nine 
Hells, and you appear in or near that 
destination. If you are trying to reach the 
City o f Brass, for example, you might 
arrive in its Street of Steel, before its Gate 
of Ashes, or looking at the city from 
across the Sea of Fire, at the DM’s 
discretion. 

Alternatively, if you know the sigil 
sequence of a teleportation circle on 
another plane of existence, this spell can 
take you to that circle. If the teleportation 
circle is too small to hold all the creatures 
you transported, they appear in the closest 
unoccupied spaces next to the circle. 

You can use this spell to banish an 
unwilling creature to another plane. 
Choose a creature within your reach and 
make a melee spell attack against it. Ona 
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hit, the creature must make a Charisma 
saving throw. If the creature fails this 
save, it is transported to a random location 
on the plane of existence you specify. A 
creature so transported must find its own 
way back to your current plane of 
existence. 


Plant Growth 


3rd-level Alteration 


Casting Time: | action or 8 hours Range: 
150 feet 

Components: V, S 

Duration: Instantaneous 

This spell channels vitality into plants 
within a specific area. There are two 
possible uses for the spell, granting either 
immediate or long-term benefits. 

If you cast this spell using 1 action, 
choose a point within range. All normal 
plants in a 100-foot radius centered on 
that point become thick and overgrown. A 
creature moving through the area must 
spend 4 feet of movement for every 1 foot 
it moves. 

You can exclude one or more areas of any 
size within the spell’s area from being 
affected. 

If you cast this spell over 8 hours, you 
enrich the land. All plants in a half-mile 
radius centered on a point within range 
become enriched for | year. The plants 
yield twice the normal amount of food 
when harvested. 


Poison Spray 
Conjuration cantrip 


Casting Time: | action 
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Range: 10 feet 

Components: V, S 

Duration: Instantaneous 

You extend your hand toward a creature 
you can see within range and project a 
puff of noxious gas from your palm. The 
creature must succeed on a Constitution 
saving throw or take 1d12 poison damage. 
This spell’s damage increases by 1d12 
when you reach 5th level (2d12), 11th 
level (3d12), and 17th level (4d12). 


Polymorph 
4th-level Alteration 


Casting Time: | action 
Range: 60 feet 
Components: 
cocoon) 
Duration: Concentration, up to | hour 
This spell transforms a creature that you 
can see within range into a new form. An 
unwilling creature must make a Wisdom 
saving throw to avoid the effect. A 
shapechanger automatically succeeds on 
this saving throw. 

The transformation lasts for the duration, 
or until the target drops to O hit points or 
dies. The new form can be any beast 
whose challenge rating is equal to or less 
than the target’s (or the target’s level, if it 
doesn't have a challenge rating). The 
target’s game statistics, including mental 
ability scores, are replaced by the statistics 
of the chosen beast. It retains its 
alignment and personality. 

The target assumes the hit points of its 
new form. When it reverts to its normal 
form, the creature returns to the number of 
hit points it had before it transformed. If it 


V, S, M (a _ caterpillar 
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reverts as a result of dropping to 0 hit 
points, any excess damage carries over to 
its normal form. As long as the excess 
damage doesn’t reduce the creature’s 
normal form to O hitpoints, it isn’t 
knocked unconscious. 

The creature is limited in the actions it can 
perform by the nature of its new form, and 
it can’t speak, cast spells, or take any 
other action that requires hands or speech. 
The target’s gear melds into the new form. 
The creature can’t activate, use, wield, or 


otherwise benefit from any of its 
equipment. 
Power Word Heal 


9Oth-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

A wave of healing energy washes over the 
creature you touch. The target regains all 
its hit points. If the creature is charmed, 
frightened, paralyzed, or stunned, the 
condition ends. If the creature is prone, it 
can use its reaction to stand up. This spell 
has no effect on undead or constructs. 


PowerWordKill 


9Oth-level enchantment 


Casting Time: | action 
Range: 60 feet 
Components: V 
Duration: Instantaneous 


You utter a word of power that can 
compel one creature you can see within 
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range to die instantly. If the creature you 
choose has 100 hit points or fewer, it dies. 
Otherwise, the spell has no effect. 


Power Word Stun 


Sth-level enchantment 


Casting Time: | action 

Range: 60 feet 

Components: V 

Duration: Instantaneous 

You speak a word of power that can 
overwhelm the mind of one creature you 
can see within range, leaving it 
dumbfounded. If the target has 150 hit 
points or fewer, it is stunned. Otherwise, 
the spell has no effect. 

The stunned target must make a 
Constitution saving throw at the end of 
each of its turns. On a successful save, 
this stunning effect ends. 


Prayer of Healing 
2nd-level Restoration 


Casting Time: 10 minutes 

Range: 30 feet 

Components: V 

Duration: Instantaneous 

Up to six creatures of your choice that you 
can see within range each regain hit points 
equal to 2d8 + your spellcasting ability 
modifier. This spell has no effect on 
undead or constructs. 
AtHigherLevels.When you cast this spell 
using a spell slot of 3rd level or higher, 
the healing increases by 

1d8 for each slot level above 2nd. 


Prestidigitation 
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Alteration cantrip 


Casting Time: | action 

Range: 10 feet 

Components: V, S 

Duration: Up to | hour 

This spell is a minor magical trick that 
novice spellcasters use for practice. You 
create one of the following magical effects 
within range: 

eYou create an instantaneous, harmless 
sensory effect, such as a shower of sparks, 
a puff of wind, faint musical notes, or an 
odd odor. 


eYou instantaneously light or snuff out a 
candle, a torch, or a small campfire. 


eYou instantaneously clean or soil an 
object no larger than | cubic foot. 


eYou chill, warm, or flavor up to 1 cubic 
foot of nonliv ing material for 1 hour. 


eYou make a color, a small mark, or a 
symbol appear on an object or a surface 
for 1 hour. 


eYou create a nonmagical trinket or an 
illusory image that can fit in your hand 
and that lasts until the end of your next 
turn. 

If you cast this spell multiple times, you 
can have up to three of its non- 
instantaneous effects active at a time, and 
you can dismiss such an effect as an 
action. 


Prismatic Spray 
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7th-level Destruction 


Casting Time: 1 action Range: Self (60- 
foot cone) 

Components: V, S 

Duration: Instantaneous 

Eight multicolored rays of light flash from 
your hand. Each ray is a different color 
and has a different power and purpose. 
Each creature in a 60-foot cone must 
make a Dexterity saving throw. For each 
target, roll a d8 to determine which color 
ray affects it. 

1. Red. The target takes 10d6 fire damage 
on a failed save, or half as much damage 
on a successful one. 

2. Orange. The target takes 10d6 acid 
damage on a failed save, or half as much 
damage on a successful one. 

3. Yellow. The target takes 10d6 lightning 
damage on a failed save, or half as much 
damage on a successful one. 

4. Green. The target takes 10d6 poison 
damage on a failed save, or half as much 
damage on a successful one. 

5. Blue. The target takes 10d6 cold 
damage on a failed save, or half as much 
damage on a successful one. 

6. Indigo. On a failed save, the target is 
restrained. It must then make a 
Constitution saving throw at the end of 
each of its turns. If it successfully saves 
three times, the spell ends. If it fails its 
save three times, 

it permanently turns to stone and is 
subjected to the petrified condition. The 
successes and failures don’t need to be 
consecutive; keep track of both until the 
target collects three of a kind. 
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7. Violet. On a failed save, the target is 
blinded. It must then make a Wisdom 
saving throw at the start of your next turn. 
A successful save ends the blindness. If it 
fails that save, the creature is transported 
to another plane of existence of the DM’s 
choosing and is no_ longer blinded. 
(Typically, a creature that is on a plane 
that isn’t its home plane is banished home, 
while other creatures are usually cast into 
the Astral or Ethereal planes.) 

8. Special. The target is struck by two 
rays. Roll twice more, rerolling any 8. 


Prismatic Wall 


9Oth-level Restoration 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: 10 minutes 

A shimmering, multicolored plane of light 
forms a vertical opaque wall—up to 90 
feet long, 30 feet high, and 1 inch thick — 
centered on a point you can see within 
range. Alternatively, you can shape the 
wall into a sphere up to 30 feet in 
diameter centered on a point you choose 
within range. The wall remains in place 
for the duration. If you position the wall 
so that it passes through a space occupied 
by a creature, the spell fails, and your 
action and the spell slot are wasted. 

The wall sheds bright light out to a range 
of 100 

feet and dim light for an additional 100 
feet. You and creatures you designate at 
the time you cast the spell can pass 
through and remain near the wall without 
harm. If another creature that can see the 
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wall moves to within 20 feet of it or starts 
its turn there, the creature must succeed 
on a Constitution saving throw or become 
blinded for 1 minute. 

The wall consists of seven layers, each 
with a different color. When a creature 
attempts to reach into or pass through the 
wall, it does so one layer at a time through 
all the wall’s layers. As it passes or 
reaches through each layer, the creature 
must make a Dexterity saving throw or be 
affected by that layer’s properties as 
described below. 

The wall can be destroyed, also one layer 
at a time, in order from red to violet, by 
means specific to each layer. Once a layer 
is destroyed, it remains so for the duration 
of the spell. A rod of cancellation destroys 
a prismatic wall, but an antimagic field 
has no effect on it. 

1. Red. The creature takes 10d6 fire 
damage on a failed save, or half as much 
damage on a successful one. While this 
layer is in place, nonmagical ranged 
attacks can’t pass through the wall. The 
layer can be destroyed by dealing at least 
25 cold damage to it. 

2. Orange. The creature takes 10d6 acid 
damage on a failed save, or half as much 
damage on a successful one. While this 
layer is in place, magical ranged attacks 
can’t pass through the wall. The layer is 
destroyed by 

a strong wind. 

3. Yellow. The creature takes 10d6 
lightning damage on a failed save, or half 
as much damage on a successful one. This 
layer can be destroyed by dealing at least 
60 force damage to it. 
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4. Green. The creature takes 10d6 poison 
damage on a failed save, or half as much 
damage on a successful one. A passwall 
spell, or another spell of equal or greater 
level that can open a portal on a solid 
surface, destroys this layer. 

5. Blue. The creature takes 10d6 cold 
damage on a failed save, or half as much 
damage on a successful one. This layer 
can be destroyed by dealing at least 25 fire 
damage to it. 

6. Indigo. On a failed save, the creature is 
restrained. It must then make a 
Constitution saving throw at the end of 
each of its turns. If it successfully saves 
three times, the spell ends. If it fails its 
save three times, 

it permanently turns to stone and is 
subjected to the petrified condition. The 
successes and failures don’t need to be 
consecutive; keep track of both until the 
creature collects three of a kind. 

While this layer is in place, spells can’t be 
cast through the wall. The layer is 
destroyed by bright light shed by a 
daylight spell or a similar spell of equal or 
higher level. 

7. Violet. On a failed save, the creature is 
blinded. It must then make a W isdom 
saving throw at the start of your next turn. 
A successful save ends the blindness. If it 
fails that save, the creature is transported 
to another plane of the DM’s choosing and 
is no longer blinded. (Typically, a creature 
that is on a plane that isn’t its home plane 
is banished home, while other creatures 
are usually cast into the Astral or Ethereal 
planes.) This layer is destroyed by a dispel 
magic spell or a similar spell of equal or 
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higher level that can end spells and 
magical effects. 


Produce Flame 


Conjuration cantrip 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: 10 minutes 

A flickering flame appears in your hand. 
The flame remains there for the duration 
and harms neither you nor your 
equipment. The flame sheds bright light in 
a 10-foot radius and dim light for an 
additional 10 feet. The spell ends if you 
dismiss it as an action or if you cast it 
again. 

You can also attack with the flame, 
although doing so ends the spell. When 
you cast this spell, or as an action on a 
later turn, you can hurl the flame at a 
creature within 30 feet of you. Make a 
ranged spell attack. On a hit, the target 
takes 1d8 fire damage. 

This spell’s damage increases by 1d8 
when you reach 5th level (2d8), 11th level 
(3d8), and 17th level (4d8). 


Programmed Illusion 
6th-level illusion 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a bit of fleece and 
jade dust worth at least 25 gp) 

Duration: Until dispelled 

You create an illusion of an object, a 
creature, or some other _ visible 
phenomenon within range that activates 
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when a specific condition occurs. The 
illusion is imperceptible until then. It must 
be no larger than a 30-foot cube, and you 
decide when you cast the spell how the 
illusion behaves and what sounds it 
makes. This scripted performance can last 
up to 5 minutes. 

When the condition you specify occurs, 
the illusion springs into existence and 
performs in the manner you described. 
Once the illusion finishes performing, it 
disappears and remains dormant for 10 
minutes. After this time, the illusion can 
be activated again. 

The triggering condition can be as general 
or as detailed as you like, though it must 
be based on visual or audible conditions 
that occur within 30 feet of the area. For 
example, you could create an illusion of 
yourself to appear and warn off others 
who attempt to open a trapped door, or 
you could set the illusion to trigger only 
when a creature says the correct word or 
phrase. 

Physical interaction with the image 
reveals it to be an illusion, because things 
can pass through it. A creature that uses its 
action to examine the image can 
determine that it is an illusion with a 
successful Intelligence (Investigation) 
check against your spell save DC. If a 
creature discerns the illusion for what it is, 
the creature can see through the image, 
and any noise it makes sounds hollow to 
the creature. 


Project Image 


7th-level illusion 
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Casting Time: | action 

Range: 500 miles 

Components: V, S, M (a small replica of 
you made from materials worth at least 5 
gp) Duration: Concentration, up to 1 day 
You create an illusory copy of yourself 
that lasts for the duration. The copy can 
appear at any location within range that 
you have seen before, regardless of 
intervening obstacles. The illusion looks 
and sounds like you but is intangible. If 
the illusion takes any damage, it 
disappears, and the spell ends. 

You can use your action to move this 
illusion up to twice your speed, and make 
it gesture, speak, and behave in whatever 
way you choose. It mimics your 
mannerisms perfectly. 

You can see through its eyes and hear 
through its ears as if you were in its space. 
On your turn as a bonus action, you can 
switch from using its senses to using your 
own, or back again. While you are using 
its senses, you are blinded and deafened in 
regard to your own surroundings. 

Physical interaction with the image 
reveals it to be an illusion, because things 
can pass through it. A creature that uses its 
action to examine the image can 
determine that it is an illusion with a 
successful Intelligence (Investigation) 
check against your spell save DC. If a 
creature discerns the illusion for what it is, 
the creature can see through the image, 
and any noise it makes sounds hollow to 
the creature. 


Protection from Energy 


3rd-level Restoration 
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Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 hour 

For the duration, the willing creature you 
touch has resistance to one damage type 
of your choice: acid, cold, fire, lightning, 
or thunder. 


Protection from Evil and 
Good 


Ist-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (holy water or 
powdered silver and iron, which the spell 
consumes) Duration: Concentration up to 
10 minutes 

Until the spell ends, one willing creature 
you touch is protected against certain 
types of creatures: aberrations, celestials, 
elementals, fey, fiends, and undead. 

The protection grants several benefits. 
Creatures of those types have 
disadvantage on attack rolls against the 
target. The target also can’t be charmed, 
frightened, or possessed by them. If the 
target is already charmed, frightened, or 
possessed by such a creature, the target 
has advantage on any new saving throw 
against the relevant effect. 


Protection from Poison 


2nd-level Restoration 


Casting Time: | action 
Range: Touch 
Components: V, S 
Duration: | hour 
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You touch a creature. If it is poisoned, you 
neutralize the poison. If more than one 
poison afflicts the target, you neutralize 
one poison that you know is present, or 
you neutralize one at random. 

For the duration, the target has advantage 
on saving throws against being poisoned, 
and it has resistance to poison damage. 


Purify Food and Drink 


Ist-level Alteration (ritual) 


Casting Time: | action 

Range: 10 feet 

Components: V, S 

Duration: Instantaneous 

All nonmagical food and drink within a 5- 
foot-radius sphere centered on a point of 
your choice within range is purified and 
rendered free of poison and disease. 


Raise Dead 


5th-levelnecromancy 


Casting Time: | hour 

Range: Touch 

Components: V, S, M (a diamond worth at 
least 500 gp, which the spell consumes) 
Duration: Instantaneous 

You return a dead creature you touch to 
life, provided that it has been dead no 
longer than 10 days. If the creature’s soul 
is both willing and at liberty to rejoin the 
body, the creature returns to life with 1 hit 
point. 

This spell also neutralizes any poisons and 
cures nonmagical diseases that affected 
the creature at the time it died. This spell 
doesn’t, however, remove magical 
diseases, curses, or similar effects; if these 
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aren’t first removed prior to casting the 
spell, they take effect when the creature 
returns to life. The spell can’t return an 
undead creature to life. 

This spell closes all mortal wounds, but it 
doesn’t restore missing body parts. If the 
creature is lacking body parts or organs 
integral for its survival—its head, for 
instance —the spell automatically fails. 
Coming back from the dead is an ordeal. 
The target takes a -4 penalty to all attack 
rolls, saving throws, and ability checks. 
Every time the target finishes a long rest, 
the penalty is reduced by 1 until it 
disappears. 


Telepathic Bond 


Sth-level Mysticism(ritual) 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (pieces of eggshell 
from two different kinds of creatures) 
Duration: | hour 

You forge a telepathic link among up to 
eight willing creatures of your choice 
within range, psychically linking each 
creature to all the others for the duration. 
Creatures with Intelligence scores of 2 or 
less aren’t affected by this spell. 

Until the spell ends, the targets can 
communicate telepathically through the 
bond whether or not they have a common 
language. The communication is possible 
over any distance, though it can’t extend 
to other planes of existence. 


Ray of Enfeeblement 


2nd-level necromancy 
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Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 

A black beam of enervating energy 
springs from your finger toward a creature 
within range. Make a ranged spell attack 
against the target. On a hit, the target deals 
only half damage with weapon attacks 
that use Strength until the spell ends. 

At the end of each of the target’s turns, it 
can make a Constitution saving throw 
against the spell. On a success, the spell 
ends. 


Ray of Frost 


Destruction cantrip 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

A frigid beam of blue-white light streaks 
toward a creature within range. Make a 
ranged spell attack against the target. On a 
hit, it takes 1d8 cold damage, and its 
speed is reduced by 10 feet until the start 
of your next turn. 

The spell’s damage increases by 1d8 when 
you reach Sth level (2d8), 11th level 
(3d8), and 17th level (4d8). 


Ray of Sickness 
Ist-levelnecromancy 


Casting Time: | action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
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A ray of sickening greenish energy lashes 
out toward a creature within range. Make 
a ranged spell attack against the target. On 
a hit, the target takes 2d8 poison damage 
and must make a Constitution saving 
throw. On a failed save, it is also poisoned 
until the end of your next turn. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d8 for each slot 
level above Ist. 


Regenerate 
7th-level Alteration 


Casting Time: 1 minute 

Range: Touch 

Components: V, S, M (a prayer wheel and 
holy water) 

Duration: | hour 

You touch a creature and stimulate its 
natural healing ability. The target regains 
4d8 + 15 hit points. For the duration of the 
spell, the target regains 1 hit point at the 
start of each of its turns (10 hit points each 
minute). 

The target’s severed body members 
(fingers, legs, tails, and so on), if any, are 
restored after 2 minutes. If you have the 
severed part and hold it to the stump, the 
spell instantaneously causes the limb to 
knit 

to the stump. 


Reincarnate 
Sth-level Alteration 


Casting Time: | hour 
Range: Touch 
Components: V, S, M (rare oils and 
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unguents worth at least 1,000 gp, which 
the spell consumes) 

Duration: Instantaneous 

You touch a dead humanoid or a piece of a 
dead humanoid. Provided that the creature 
has been dead no longer than 10 days, the 
spell forms a new adult body for it and 
then calls the soul to enter that body. If the 
target’s soul isn’t free or willing to do so, 
the spell fails. 

The magic fashions a new body for the 
creature to inhabit, which likely causes the 
creature’s race to change. The DM 
chooses a form. 


Remove Curse 


3rd-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

At your touch, all curses affecting one 
creature or object end. If the object is a 
cursed magic item, its curse remains, but 
the spell breaks its owner’s attunement to 
the object so it can be removed or 
discarded. 


Resistance Revivify 
Restoration cantrip 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a miniature cloak) 
Duration: Concentration, up to 1 minute 
You touch one willing creature. Once 
before the spell ends, the target can roll a 
d4 and add the number rolled to one 
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saving throw of its choice. It can roll the 
die before or after making the saving 
throw. The spell then ends. 


Resurrection 


7th-level necromancy 


Casting Time: 1 hour 

Range: Touch 

Components: V, S, M (a diamond worth at 
least 1,000 gp, which the spell consumes) 
Duration: Instantaneous 

You touch a dead creature that has been 
dead for no more than a century, that 
didn’t die of old age, and that isn’t 
undead. If its soul is free and willing, the 
target returns to life with all its hit points. 
This spell neutralizes any poisons and 
cures normal diseases afflicting the 
creature when it died. It doesn’t, however, 
remove magical diseases, curses, and the 
like; if such effects aren't removed prior to 
casting the spell, they afflict the target on 
its return to life. 

This spell closes all mortal wounds and 
restores any missing body parts. 

Coming back from the dead is an ordeal. 
The target takes a -4 penalty to all attack 
rolls, saving throws, and ability checks. 
Every time the target finishes a long rest, 
the penalty is reduced by 1 until it 
disappears. 

Casting this spell to restore life to a 
creature that has been dead for one year or 
longer taxes you greatly. Until you finish a 
long rest, you can’t cast spells again, and 
you have disadvantage on all attack rolls, 
ability checks, and saving throws. 


Reverse Gravity 
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7th-level Alteration 


Casting Time: | action 

Range: 100 feet 

Components: V, S, M (a lodestone and 
iron filings) 

Duration: Concentration, up to | minute 
This spell reverses gravity in a 50-foot- 
radius, 100-foot high cylinder centered on 
a point within range. All creatures and 
objects that aren’t somehow anchored to 
the ground in the area fall upward and 
reach the top of the area when you cast 
this spell. A creature can make a Dexterity 
saving throw to grab onto a fixed object it 
can reach, thus avoiding the fall. 

If some solid object (such as a ceiling) is 
encountered in this fall, falling objects and 
creatures strike it just as they would 
during a normal downward fall. If an 
object or creature reaches the top of the 
area without striking anything, it remains 
there, oscillating slightly, for the duration. 
At the end of the duration, affected objects 
and creatures fall back down. 


Revivify 
3rd-level conjuration 


Casting Time: | action 

Range: Touch 

Components: V,S, M (diamonds worth 
300 gp, which the spell consumes) 


Duration: Instantaneous 


You touch a creature that has died within 
the last minute. That creature returns to 
life with 1 hit point. This spell can’t return 
to life a creature that has died of old age, 
nor can it restore any missing body parts. 
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Rope Trick 


2nd-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (powdered corn 
extract and a twisted loop of parchment) 
Duration: | hour 

You touch a length of rope that is up to 60 
feet long. One end of the rope then rises 
into the air until the whole rope hangs 
perpendicular to the ground. At the upper 
end of the rope, an invisible entrance 
opens to an extradimensional space that 
lasts until the spell ends. 

The extradimensional space can be 
reached by climbing to the top of the rope. 
The space can hold as many as eight 
Medium or smaller creatures. The rope 
can be pulled into the space, making the 
rope disappear from view outside the 
space. 

Attacks and spells can’t cross through the 
entrance into or out of _ the 
extradimensional space, but those inside 
can see out of it as if through a 3-foot- 
by-5-foot window centered on the rope. 
Anything inside the extradimensional 
space drops out when the spell ends. 


Sacred Flame 
Destruction cantrip 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 

Flame-like radiance descends on a 
creature that you can see within range. 
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The target must succeed on a Dexterity 
saving throw or take 1d8 radiant damage. 
The target gains no benefit from cover for 
this saving throw. 

The spell’s damage increases by 1d8 when 
you reach Sth level (2d8), 11th level 
(3d8), and 17th level (4d8). 


Sanctuary 


Ist-level Restoration 


Casting Time: 1 bonus action 

Range: 30 feet 

Components: V, S, M (a small silver 
mirror) 

Duration: | minute 

You ward a creature within range against 
attack. Until the spell ends, any creature 
who targets the warded creature with an 
attack or a harmful spell must first make a 
Wisdom saving throw. On a failed save, 
the creature must choose a new target or 
lose the attack or spell. This spell doesn’t 
protect the warded creature from area 
effects, such as the explosion of a fireball. 
If the warded creature makes an attack or 
casts a spell that affects an enemy 
creature, this spell ends. 


Scorching Ray 
2nd-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Instantaneous 

You create three rays of fire and hurl them 
at targets within range. You can hurl them 
at one target or several. 
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Make a ranged spell attack for each ray. 
On a hit, the target takes 2d6 fire damage. 
AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
you create one additional ray for each slot 
level above 2nd. 


Scrying 
Sth-level Mysticism 


Casting Time: 10 minutes 

Range: Self 

Components: V, S, M (a focus worth at 
least 1,000 gp, such as a crystal ball, a 
silver mirror, or a font filled with holy 
water) 

Duration: Concentration, up to 10 minutes 
You can see and hear a particular creature 
you choose that is on the same plane of 
existence as you. The target must make a 
W isdom saving throw, which is modified 
by how well you know the target and the 
sort of physical connection you have to it. 
If a target knows you're casting this spell, 
it can fail the saving throw voluntarily if it 
wants to be observed. 

Knowledge 

Secondhand (you have heard of the target) 
Firsthand (you have met the target) 
Familiar (you know the target well) 
Connection 

Likeness or picture 

Possession or garment 

Body part, lock of hair, bit of nail, or the 
like 

Save Modifier 

+5 +0 -5 

Save Modifier 

-2 

-4 -10 
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On a successful save, the target isn’t 
affected, and you can’t use this spell 
against it again for 24 hours. 

On a failed save, the spell creates an 
invisible sensor within 10 feet of the 
target. You can see and hear through the 
sensor as if you were there. The sensor 
moves with the target, remaining within 
10 feet of it for the duration. A creature 
that can see invisible objects sees the 
sensor as a luminous orb about the size of 
your fist. 

Instead of targeting a creature, you can 
choose a location you have seen before as 
the target of this spell. When you do, the 
sensor appears at that location and doesn’t 
move. 


Searing Smite 


Ist-level Destruction 


Casting Time: | bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
The next time you hit a creature with a 
melee weapon attack during the spell’s 
duration, your weapon flares with white- 
hot intensity, and the attack deals an extra 
1d6 fire damage to the target and causes 
the target to ignite in flames. At the start 
of each of its turns until the spell ends, the 
target must make a Constitution saving 
throw. On a failed save, it takes 1d6 fire 
damage. On a successful save, the spell 
ends. If the target or a creature within 5 
feet of it uses an action to put out the 
flames, or if some other effect douses the 


Contents 


flames (such as the _ target 
submerged in water), the spell ends. 
AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the initial extra damage dealt by the attack 
increases by 1d6 for each slot 

level above Ist. 


See Invisibility 


being 


2nd-level Mysticism 


Casting Time: | action 

Range: Self 

Components: V, S, M (a pinch of talc and 
a small sprinkling of powdered silver) 
Duration: | hour 

For the duration, you see _ invisible 
creatures and objects as if they were 
visible, and you can see into the Ethereal 
Plane. Ethereal creatures and objects 
appear ghostly and translucent. 


Seeming 
Sth-level illusion 


Casting Time: | action 

Range: 30 feet 

Components: V, S 

Duration: 8 hours 

This spell allows you to change the 
appearance of any number of creatures 
that you can see within range. You give 
each target you choose a new, illusory 
appearance. An unwilling target can make 
a Charisma saving throw, and if it 
succeeds, it is unaffected by this spell. 

The spell disguises physical appearance as 
well as clothing, armor, weapons, and 
equipment. You can make each creature 
seem | foot shorter or taller and appear 
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thin, fat, or in between. You can’t change 
a target’s body type, so you must choose a 
form that has the same basic arrangement 
of limbs. Otherwise, the extent of the 
illusion is up to you. The spell lasts for the 
duration, unless you use your action to 
dismiss it sooner. 

The changes wrought by this spell fail to 
hold up to physical inspection. For 
example, if you use this spell to add a hat 
to a creature’s outfit, objects pass through 
the hat, and anyone who touches it would 
feel nothing or would feel the creature’s 
head and hair. If you use this spell to 
appear thinner than you are, the hand of 
someone who reaches out to touch you 
would bump into you while it was 
seemingly still in midair. 

A creature can use its action to inspect a 
target and make an_ Intelligence 
(Investigation) check against your spell 
save DC. If it succeeds, it becomes aware 
that the target is disguised. 


Sending 
3rd-level Destruction 


Casting Time: | action 

Range: Unlimited 

Components: V, S, M (a short piece of fine 
copper wire) 

Duration: 1 round 

You send a short message of twenty-five 
words or 

less to a creature with which you are 
familiar. The creature hears the message 
in its mind, recognizes you as the sender if 
it knows you, and can answer in a like 
manner immediately. The spell enables 
creatures with Intelligence scores of at 
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least 1 to understand the meaning of your 
message. 

You can send the message across any 
distance and even to other planes of 
existence, but if the target is on a different 
plane than you, there is a 5 percent chance 
that the message doesn’t arrive. 


Sequester 
7th-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M _ (a_ powder 
composed of diamond, emerald, ruby, and 
sapphire dust worth at least 5,000 gp, 
which the spell consumes) 

Duration: Until dispelled 

By means of this spell, a willing creature 
or an object can be hidden away, safe 
from detection for the duration. When you 
cast the spell and touch the target, it 
becom es invisible and can’t be targeted 
by Mysticism spells or perceived through 
scrying sensors created by Mysticism 
spells. 

If the target is a creature, it falls into a 
state of suspended animation. Time ceases 
to flow for it, and it doesn’t grow older. 
You can set a condition for the spell to end 
early. The condition can be anything you 
choose, but it must occur or be visible 
within 1 mile of the target. Examples 
include “after 1,000 years” or “when the 
tarrasque awakens.” This spell also ends if 
the target takes any damage. 


Shapechange 


9Oth-level Alteration 
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Casting Time: | action 

Range: Self 

Components: V, S, M (a jade circlet worth 
at least 1,500 gp, which you must place on 
your head before you cast the spell) 
Duration: Concentration, up to 1 hour 

You assume the form of a different 
creature for the duration. The new form 
can be of any creature with a challenge 
rating equal to your level or lower. The 
creature can’t be a construct or an undead, 
and you must have seen the sort of 
creature at least once. You transform into 
an average example of that creature, one 
without any class levels or _ the 
Spellcasting trait. 

Your game statistics are replaced by the 
statistics of the chosen creature, though 
you. retain your alignment and 
Intelligence, Wisdom, and Charisma 
scores. You also retain all of your skill and 
saving throw proficiencies, in addition to 
gaining those of the creature. If the 
creature has the same proficiency as you 
and the bonus listed in its statistics is 
higher than yours, use the creature’s bonus 
in place of yours. You can’t use any 
legendary actions or lair actions of the 
new form. 

You assume the hit points and Hit Dice of 
the new form. When you revert to your 
normal form, you return to the number of 
hit points you had before you transformed. 
If you revert as a result of dropping to 0 
hit points, any excess damage carries over 
to your normal form. As long as the 
excess damage doesn’t reduce your 
normal form to O hit points, you aren’t 
knocked unconscious. 
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You retain the benefit of any features from 
your class, race, or other source and can 
use them, provided that your new form is 
physically capable of doing so. You can’t 
use any special senses you have (for 
example, darkvision) unless your new 
form also has that sense. You can only 
speak if the creature can normally speak. 
When you transform, you choose whether 
your equipment falls to the ground, 
merges into the new form, or is worn by 
it. Worn equipment functions as normal. 
The DM determines whether it is practical 
for the new form to wear a piece of 
equipment, based on the creature’s shape 
and size. Your equipment doesn’t change 
shape or size to match the new form, and 
any equipment that the new form can’t 
wear must either fall to the ground or 
merge into your new form. Equipment 
that merges has no effect in that state. 
During this spell’s duration, you can use 
your action to assume a different form 
following the same restrictions and rules 
for the original form, with one exception: 
if your new form has more hit points than 
your current one, your hit points remain at 
their current value. 


Shatter 


2nd-level Destruction 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a chip of mica) 
Duration: Instantaneous 

A sudden loud ringing noise, painfully 
intense, erupts from a point of your choice 
within range. Each creature in a 10-foot- 
radius sphere centered on that point must 
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make a Constitution saving throw. A 
creature takes 3d8 thunder damage on a 
failed save, or half as much damage on a 
successful one. A creature made of 
inorganic material such as stone, crystal, 
or metal has disadvantage on this saving 
throw. 

A nonmagical object that isn’t being worn 
or carried also takes the damage if it’s in 
the spell's area. 

AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
the damage increases by 1d8 for each slot 
level above 2nd. 


Shield 


Ist-level Restoration 


Casting Time: 1 reaction, which you take 
when you are hit by an attack or targeted 
by the magic missile spell 

Range: Self 

Components: V, S 

Duration: 1 round 

An invisible barrier of magical force 
appears and protects you. Until the start of 
your next turn, you have a +5 bonus to 
AC, including against the triggering 
attack, and you take no damage from 
magic missile. 


Shield of Faith 


Ist-level Restoration 


Casting Time: | bonus action 

Range: 60 feet 

Components: V, S, M (a small parchment 
with a bit of holy text written on it) 
Duration: Concentration, up to 10 minutes 
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A shimmering field appears and surrounds 
a creature of your choice within range, 
granting it a +2 bonus to AC for the 
duration. 


Shillelagh 


Alteration cantrip 


Casting Time: 1 bonus action 

Range: Touch 

Components: V, S, M (mistletoe, a 
shamrock leaf, and a club or quarterstaff) 
Duration: 1 minute 

The wood of a club or quarterstaffyou are 
holding is imbued with nature’s power. 
For the duration, you can use your 
spellcasting ability instead of Strength for 
the attack and damage rolls of melee 
attacks using that weapon, and _ the 
weapon's damage die becomes 

a d8. The weapon also becomes magical, 
if it isn’t already. The spell ends if you 
cast it again or if you let go of the 
weapon. 


Shocking Grasp 
Destruction cantrip 


Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

Lightning springs from your hand to 
deliver a shock to a creature you try to 
touch. Make a melee spell attack against 
the target. You have advantage on the 
attack roll if the target is wearing armor 
made of metal. On a hit, the target takes 
1d8 lightning damage, and it can’t take 
reactions until the start of its next turn. 
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The spell’s damage increases by 1d8 when 
you reach Sth level (2d8), 11th level 
(3d8), and 17th level (4d8). 


Silence 


2nd-level illusion (ritual) 


Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 


For the duration, no sound can be created 
within or pass through a 20-foot-radius 
sphere centered on a point you choose 
within range. Any creature or object 
entirely inside the sphere is immune to 
thunder damage, and creatures are 
deafened while entirely inside it. Casting a 
spell that includes a verbal component is 
impossible there. 


SilentImage 
I st-levelillusion 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a bit of fleece) 
Duration: Concentration, up to 10 minutes 
You create the image of an object, a 
creature, or some other _ visible 
phenomenon that is no larger than a 15- 
foot cube. The image appears at a spot 
within range and lasts for the duration. 
The image is purely visual; it isn't 
accompanied by sound, smell, or other 
sensory effects. 

You can use your action to cause the 
image to move to any spot within range. 
As the image changes location, you can 
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alter its appearance so that its movements 
appear natural for the image. For example, 
if you create an image of a creature and 
move it, you can alter the image so that it 
appears to be walking. 

Physical interaction with the image 
reveals it to be an illusion, because things 
can pass through it. A creature that uses its 
action to examine the image can 
determine that it is an illusion with a 
successful Intelligence (Investigation) 
check against your spell save DC. If a 
creature discerns the illusion for what it is, 
the creature can see through the image. 


Simulacrum 
7th-level illusion 


Casting Time: 12 hours 

Range: Touch 

Components: V, S, M (snow or ice in 
quantities sufficient to made a life-size 
copy of the duplicated creature; some hair, 
fingernail clippings, or other piece of that 
creature’s body placed inside the snow or 
ice; and powdered ruby worth 1,500 gp, 
sprinkled over the duplicate and 
consumed by the spell) 

Duration: Until dispelled 

You shape an illusory duplicate of one 
beast or humanoid that is within range for 
the entire casting time of the spell. The 
duplicate is a creature, partially real and 
formed from ice or snow, and it can take 
actions and otherwise be affected as a 
normal creature. It appears to be the same 
as the original, but it has half the 
creature’s hit point maximum and _ is 
formed without any — equipment. 
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Otherwise, the illusion uses all the 
statistics of the creature it duplicates. 

The simulacrum is friendly to you and 
creatures you designate. It obeys your 
spoken commands, moving and acting in 
accordance with your wishes and acting 
on your turn in combat. The simulacrum 
lacks the ability to learn or become more 
powerful, so it never increases its level or 
other abilities, nor can it regain expended 
spell slots. 

If the simulacrum is damaged, you can 
repair it in an alchemical laboratory, using 
rare herbs and minerals worth 100 gp per 
hit point it regains. The simulacrum lasts 
until it drops to 0 hit points, at which 
point it reverts to snow and melts 
instantly. 

If you cast this spell again, any currently 
active duplicates you created with this 
spell are instantly destroyed. 


Sleep 
Ist-level enchantment 


Casting Time: | action 

Range: 90 feet 

Components: V, S, M (a pinch of fine 
sand, rose petals, or a cricket) 

Duration: 1 minute 

This spell sends creatures into a magical 
slumber. Roll 5d8; the total is how many 
hit points of creatures this spell can affect. 
Creatures within 20 feet of a point you 
choose within range are affected in 
ascending order of their current hit points 
(ignoring unconscious creatures). 

Starting with the creature that has the 
lowest current hit points, each creature 
affected by this spell falls unconscious 
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until the spell ends, the sleeper takes 
damage, or someone uses an action to 
shake or slap the sleeper awake. Subtract 
each creature’s hit points from the total 
before moving on to the creature with the 
next lowest hit points. A creature’s hit 
points must be equal to or less than the 
remaining total for that creature to be 
affected. 

Undead and creatures immune to being 
charmed aren’t affected by this spell. 


AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
roll an additional 2d8 for each slot level 
above Ist. 


Sleet Storm 


3rd-level conjuration 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (a pinch of dust and 
a few drops of water) 

Duration: Concentration, up to 1 minute 
Until the spell ends, freezing rain and 
sleet fall in a 20-foot-tall cylinder with a 
40-foot radius centered on a point you 
choose within range. The area is heavily 
obscured, and exposed flames in the area 
are doused. 

The ground in the area is covered with 
slick ice, making it difficult terrain. When 
a creature enters the spell’s area for the 
first time on a turn or starts its turn there, 
it must make a Dexterity saving throw. On 
a failed save, it falls prone. 

If a creature is concentrating in the spell’s 
area, the creature must make a successful 
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Constitution saving throw against your 
spell save DC or lose concentration. 


Slow 


3rd-level Alteration 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a drop of molasses) 
Duration: Concentration, up to 1 minute 
You alter time around up to six creatures 
of your 

choice in a 40-foot cube within range. 
Each target must succeed on a Wisdom 
saving throw or be affected by this spell 
for the duration. 

An affected target’s speed is halved, it 
takes a -2 penalty to AC and Dexterity 
saving throws, and it can’t use reactions. 
On its turn, it can use either an action or a 
bonus action, not both. Regardless of the 
creature’s abilities or magic items, it can’t 
make more than one melee or ranged 
attack during its turn. 

If the creature attempts to cast a spell with 
a casting time of 1| action, roll a d20. On 
an 11 or higher, the spell doesn’t take 
effect until the creature’s next turn, and 
the creature must use its action on that 
turn to complete the spell. If it can’t, the 
spell is wasted. 

A creature affected by this spell makes 
another Wisdom saving throw at the end 
of its turn. On a successful save, the effect 
ends for it. 


Spare the Dying 


Necromancy cantrip 
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Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Instantaneous 

You touch a living creature that has 0 hit 
points. The creature becomes stable. This 


spell has no effect on undead or 
constructs. 
Speak with Animals 


Ist-level Mysticism(ritual) 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: 10 minutes 

You gain the ability to comprehend and 
verbally communicate with beasts for the 
duration. The knowledge and awareness 
of many beasts is limited by their 
intelligence, but at minimum, beasts can 
give you information about nearby 
locations and monsters, including 
whatever they can perceive or have 
perceived within the past day. You might 
be able to persuade a beast to perform a 
small favor for you, at the DM’s 
discretion. 


Speak with Dead 


3rd-level necromancy 


Casting Time: | action 

Range: 10 feet 

Components: V, S, M (burning incense) 
Duration: 10 minutes 

You grant the semblance of life and 
intelligence to a corpse of your choice 
within range, allowing it to answer the 
questions you pose. The corpse must still 
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have a mouth and can’t be undead. The 
spell fails if the corpse was the target of 
this spell within the last 10 days. 

Until the spell ends, you can ask the 
corpse up to five questions. The corpse 
knows only what it knew in life, including 
the languages it knew. Answers are 
usually brief, cryptic, or repetitive, and the 
corpse is under no compulsion to offer a 
truthful answer ifyou are hostile to it or it 
recognizes you as an enemy. This spell 
doesn’t return the creature’s soul to its 
body, only its animating spirit. Thus, the 
corpse can’t learn new_ information, 
doesn’t comprehend anything that has 
happened since it died, and can’t speculate 
about future events. 


Speak with Plants 
3rd-level Alteration 


Casting Time: | action 

Range: Self (30-foot radius) 

Components: V, S 

Duration: 10 minutes 

You imbue plants within 30 feet of you 
with limited sentience and animation, 
giving them the ability to communicate 
with you and follow your simple 
commands. You can question plants about 
events in the spell’s area within the past 
day, gaining information about creatures 
that have passed, weather, and other 
circumstances. 

You can also turn difficult terrain caused 
by plant growth (such as thickets and 
undergrowth) into ordinary terrain that 
lasts for the duration. Or you can turn 
ordinary terrain where plants are present 
into difficult terrain that lasts for the 
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duration, causing vines and branches to 
hinder pursuers, for example. 

Plants might be able to perform other 
tasks on your behalf, at the DM’s 
discretion. The spell doesn’t enable plants 
to uproot themselves and move about, but 
they can freely move branches, tendrils, 
and stalks. 

If a plant creature is in the area, you can 
communicate with it as if you shared a 
com m on language, but you gain no 
magical ability to influence it. 

This spell can cause the plants created by 
the entangle spell to release a restrained 
creature. 


Spider Climb 


2nd-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a drop of bitumen 
and a spider) 

Duration: Concentration, up to 1 hour 
Until the spell ends, one willing creature 
you touch gains the ability to move up, 
down, and across vertical surfaces and 
upside down along ceilings, while leaving 
its hands free. The target also gains a 
climbing speed equal to its walking speed. 


Spike Growth 


2nd-level Alteration 


Casting Time: | action 

Range: 150 feet 

Components: V, S, M (seven sharp thorns 
or seven small twigs, each sharpened to a 
point) 

Duration: Concentration, up to 10 minutes 
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The ground in a 20-foot radius centered 
on a point within range twists and sprouts 
hard spikes and thorns. The area becomes 
difficult terrain for the duration. When a 
creature moves into or within the area, it 
takes 2d4 piercing damage for every 5 feet 
it travels. 

The transformation of the ground is 
camouflaged to look natural. Any creature 
that can’t see the area at the time the spell 
is cast must make a Wisdom (Perception) 
check against your spell save DC to 
recognize the terrain as hazardous before 
entering it. 


Spirit Guardians 


3rd-level conjuration 


Casting Time: | action 

Range: Self (15-foot radius) 

Components: V,S, M (a holy symbol) 
Duration: Concentration, up to 10 minutes 
You call forth spirits to protect you. They 
flit around you to a distance of 15 feet for 
the duration. If you are good or neutral, 
their spectral form appears angelic or fey 
(your choice). If you are evil, they appear 
fiendish. 

When you cast this spell, you can 
designate any number of creatures you 
can see to be unaffected by it. An affected 
creature’s speed is halved in the area, and 
when the creature enters the area for the 
first time on a turn or starts its turn there, 
it must make a Wisdom saving throw. On 
a failed save, the creature takes 3d8 
radiant damage (if you are good or 
neutral) or 3d8 necrotic damage (if you 


Contents 


are evil). On a _ successful save, the 
creature takes half as much damage. 
AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
damage increases by 1d8 for each slot 
level above 3rd. 


Spiritual Weapon 
2nd-level Destruction 


Casting Time: | bonus action Range: 60 
feet 

Components: V, S 

Duration: | minute 

You create a floating, spectral weapon 
within range that lasts for the duration or 
until you cast this spell again. When you 
cast the spell, you can make a melee spell 
attack against a creature within 5 feet of 
the weapon. On a hit, the target takes 
force damage equal to 1d8 + your 
spellcasting ability modifier. 

As a bonus action on your turn, you can 
move the weapon up to 20 feet and repeat 
the attack against a creature within 5 feet 
of it. 

The weapon can take whatever form you 
choose. Clerics of deities who are 
associated with a particular weapon (as St. 
Cuthbert is known for his mace and Thor 
for his hammer) make this spell’s effect 
resemble that weapon. 

AtHigherLevels. When you cast this spell 
using a spell slot of 3rd level or higher, 
the damage increases by 1d8 for every 
two slot levels above the 2nd. 


Staggering Smite 


4th-level Destruction 
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Casting Time: 1 bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
The next time you hit a creature with a 
melee weapon attack during this spell’s 
duration, your weapon pierces both body 
and mind, and the attack deals an extra 
4d6 psychic damage to the target. The 
target must make a Wisdom saving throw. 
On a failed save, it has disadvantage on 
attack rolls and ability checks, and can't 
take reactions, until the end of its next 
turn. 


Stinking Cloud 


3rd-level conjuration 


Casting Time: | action 

Range: 90 feet 

Components: V, S, M (a rotten egg or 
several skunk cabbage leaves) 

Duration: Concentration, up to 1 minute 
You create a 20-foot-radius sphere of 
yellow, nauseating gas centered on a point 
within range. The cloud spreads around 
corners, and its area is heavily obscured. 
The cloud lingers in the air for the 
duration. 

Each creature that is completely within 
the cloud at the start of its turn must make 
a Constitution saving throw against 
poison. On a failed save, the creature 
spends its action that turn retching and 
reeling. Creatures that don’t need to 


breathe or are immune to poison 
automatically succeed on this saving 
throw. 


A moderate wind (at least 10 miles per 
hour) disperses the cloud after 4 rounds. A 
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strong wind (at least 20miles per hour) 
disperses it after 1 round. 


Stone Shape 


4th-level Alteration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (soft clay, which 
must be worked into roughly the desired 
shape of the stone object) 

Duration: Instantaneous 

You touch a stone object of Medium size 
or smaller or 

a section of stone no more than 5 feet in 
any dimension and form it into any shape 
that suits your purpose. So, for example, 
you could shape a large rock into a 
weapon, idol, or coffer, or make a small 
passage through a wall, as long as the wall 
is less than 5 feet thick. You could also 
shape a stone door or its frame to seal the 
door shut. The object you create can have 
up to two hinges and a latch, but finer 
mechanical detail isn’t possible. 


Stoneskin 
4th-level Restoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (diamond dust 
worth 100 gp, which the spell consumes) 
Duration: Concentration, up to | hour 


This spell turns the flesh of a willing 
creature you touch as hard as stone. Until 
the spell ends, the target has resistance to 
nonmagical bludgeoning, piercing, and 
slashing damage. 
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Storm of Vengeance 


9th-level conjuration 


Casting Time: | action 

Range: Sight 

Components: V, S 

Duration: Concentration, up to 1 minute 

A churning storm cloud forms, centered 
on a point you can see and spreading to a 
radius of 360 feet. Lightning flashes in the 
area, thunder booms, and strong winds 
roar. Each creature under the cloud (no 
more than 5.000 feet beneath the cloud) 
when it appears must make a Constitution 
saving throw. On a failed save, a creature 
takes 2d6 thunder damage and becomes 
deafened for 5 minutes. Each round you 
maintain concentration on this spell, the 
storm produces additional effects on your 
turn. 

Round 2. Acidic rain falls from the cloud. 
Each creature and object under the cloud 
takes 1d6 acid damage. 

Round 3. You call six bolts of lightning 
from the cloud to strike six creatures or 
objects of your choice beneath the cloud. 
A given creature or object can’t be struck 
by more than one bolt. A struck creature 
must make a Dexterity saving throw. The 
creature takes 10d6 lightning damage on a 
failed save, or half as much damage on a 
successful one. 

Round 4. Hailstones rain down from the 
cloud. Each creature under the cloud takes 
2d6 bludgeoning damage. 

Round 5-10. Gusts and freezing rain assail 
the area under the cloud. The area 
becomes difficult terrain and is heavily 
obscured. Each creature there takes 1d6 
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cold damage. Ranged weapon attacks in 
the area are impossible. The wind and rain 
count as a severe distraction for the 
purposes of maintaining concentration on 
spells. Finally, gusts of strong wind 
(ranging from 20 to 50 miles per hour) 
automatically disperse fog, mists, and 
similar phenomena in the area, whether 
mundane or magical. 


Suggestion 
2nd-level enchantment 


Casting Time: | action 

Range: 30 feet 

Components: V, M (a snake’s tongue and 
either a bit of honeycomb or a drop of 
sweet oil) 

Duration: Concentration, up to 8 hours 
You suggest a course of activity (limited 
to a sentence or two) and magically 
influence a creature you can see within 
range that can hear and understand you. 
Creatures that can’t be charmed are 
immune to this effect. The suggestion 
must be worded in such a manner as to 
make the course of action sound 
reasonable. Asking the creature to stab 
itself, throw itself onto a spear, immolate 
itself, or do some other obviously harmful 
act ends the spell. 

The target must make a Wisdom saving 
throw. On a failed save, it pursues the 
course of action you described to the best 
of its ability. The suggested course of 
action can continue for the entire duration. 
If the suggested activity can be completed 
in a shorter time, the spell ends when the 
subject finishes what it was asked to do. 
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You can also specify conditions that will 
trigger a special activity during the 
duration. For example, you might suggest 
that a knight give her warhorse to the first 
beggar she meets. If the condition isn’t 
met before the spell expires, the activity 
isn’t performed. 

If you or any of your companions damage 
the target, the spell ends. 


Sunbeam 


6th-level Destruction 


Casting Time: | action 

Range: Self (60-foot line) 

Components: V, S, M (a magnifying glass) 
Duration: Concentration, up to 1 minute 

A beam of brilliant light flashes out from 
your hand in a 5-foot-wide, 60-foot-long 
line. Each creature in the line must make a 
Constitution saving throw. On a failed 
save, a creature takes 6d8 radiant damage 
and is blinded until your next turn. On a 
successful save, it takes half as much 
damage and isn’t blinded by this spell. 
Undead and oozes have disadvantage on 
this saving throw. 

You can create a new line of radiance as 
your action on any turn until the spell 
ends. 

For the duration, a mote of brilliant 
radiance shines in your hand. It sheds 
bright light in a 30-foot radius and dim 
light for an additional 30 feet. This light is 
sunlight. 


Sunburst 


Sth-level Destruction 
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Casting Time: | action 

Range: 150 feet 

Components: V, S, M (fire and a piece of 
sunstone) 

Duration: Instantaneous 

Brilliant sunlight flashes in a 60-foot 
radius centered on a point you choose 
within range. Each creature in that light 
must make a Constitution saving throw. 
On a failed save, a creature takes 12d6 
radiant damage and is blinded for 1 
minute. On a successful save, it takes half 
as much damage and isn’t blinded by this 
spell. Undead and _ oozes have 
disadvantage on this saving throw. 

A creature blinded by this spell makes 
another Constitution saving throw at the 
end of each of its turns. On a successful 
save, it is no longer blinded. 

This spell dispels any darkness in its area 
that was created by a spell. 


Swift Quiver 
Sth-level Alteration 


Casting Time: | bonus action 

Range: Touch 

Components: V, S, M (a quiver containing 
at least one piece of ammunition) 
Duration: Concentration, up to 1 minute 


You transmute your quiver so it produces 
an endless supply of nonmagical 
ammunition, which seems to leap into 
your hand when you reach for it. 

On each of your turns until the spell ends, 
you can use a bonus action to make two 
attacks with a weapon that uses 
ammunition from the quiver. Each time 
you make such a ranged attack, your 
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quiver magically replaces the piece of 
ammunition you used with a similar piece 
of nonmagical ammunition. Any pieces of 
ammunition created by _ this _ spell 
disintegrate when the spell ends. If the 
quiver leaves your possession, the spell 
ends. 


Symbol 
7th-level Restoration 


Casting Time: 1 minute 

Range: Touch 

Components: V, S, M _— (mercury, 
phosphorus, and powdered diamond and 
opal with a total value of at least 1,000 gp, 
which the spell consumes) 

Duration: Until dispelled or triggered 
When you cast this spell, you inscribe a 
harmful glyph either on a surface (such as 
a section of floor, a wall, or a table) or 
within an object that can be closed to 
conceal the glyph (such as a book, a 
scroll, or a treasure chest). If you choose a 
surface, the glyph can cover an area of the 
surface no larger than 10 feet in diameter. 
If you choose an object, that object must 
remain in its place; if the object is moved 
more than 10 feet from where you cast 
this spell, the glyph is broken, and the 
spell ends without being triggered. 

The glyph is nearly invisible, requiring an 
Intelligence (Investigation) check against 
your spell save DC to find it. 

You decide what triggers the glyph when 
you cast the spell. For glyphs inscribed on 
a surface, the most typical triggers include 
touching or stepping on the glyph, 
removing another object covering it, 
approaching within a certain distance of it, 
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or manipulating the object that holds it. 
For glyphs inscribed within an object, the 
most common triggers are opening the 
object, approaching within a certain 
distance of it, or seeing or reading the 
glyph. 

You can further refine the trigger so the 
spell is activated only under certain 
circumstances or according to a creature’s 
physical characteristics (such as height 

or weight), or physical kind (for example, 
the ward could be set to affect hags or 
shapechangers). You can also specify 
creatures that don’t trigger the glyph, such 
as those who say a certain password. 
When you inscribe the glyph, choose one 
of the options below for its effect. Once 
triggered, the glyph glows, filling a 60- 
foot-radius sphere with dim light 

for 10 minutes, after which time the spell 
ends. Each creature in the sphere when the 
glyph activates is targeted by its effect, as 
is a creature that enters the sphere for the 
first time on a turn or ends its turn there. 
Death. Each target must make a 
Constitution saving throw, taking 10d10 
necrotic damage on a failed save, or half 
as much damage on a successful save. 
Discord. Each target must make a 
Constitution saving throw. On a failed 
save, a target bickers and argues 

with other creatures for 1 minute. During 
this time, 

it is incapable of meaningful 
communication and has disadvantage on 
attack rolls and ability checks. 

Fear. Each target must make a Wisdom 
saving throw and becom es frightened for 
1 minute on a failed save. While 
frightened, the target drops whatever it is 
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holding and must move at least 30 feet 
away from the glyph on each of its turns, 
if able. 

Hopelessness. Each target must make a 
Charisma saving throw. On a failed save, 
the target is overwhelmed with despair for 
1 minute. During this time, it can’t attack 
or target any creature with harmful 
abilities, spells, or other magical effects. 
Insanity. Each target must make an 
Intelligence saving throw. On a failed 
save, the target is driven insane for | 
minute. An insane creature can’t take 
actions, can't understand what other 
creatures say, can’t read, and speaks only 
in gibberish. The DM _ controls _ its 
movement, which is erratic. 

Pain. Each target must make a 
Constitution saving throw and becomes 
incapacitated with excruciating pain for 1 
minute on a failed save. 

Sleep. Each target must make a Wisdom 
saving throw and falls unconscious for 10 
minutes on a failed save. A creature 
awakens if it takes damage or if someone 
uses an action to shake or slap it awake. 
Stunning. Each target must make a 
Wisdom saving throw and _ becomes 
stunned for 1 minute on a failed save. 


Hideous Laughter 


Ist-level enchantment 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (tiny tarts and a 
feather that is waved in the air) 

Duration: Concentration, up to 1 minute 
A creature of your choice that you can see 
within range perceives everything as 
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hilariously funny and falls into fits of 
laughter if this spell affects it. The target 
must succeed on a Wisdom saving throw 
or fall prone, becoming incapacitated and 
unable to stand up for the duration. A 
creature with an Intelligence score of 4 or 
less isn’t affected. 

At the end of each of its turns, and each 
time it takes damage, the target can make 
another Wisdom saving throw. The target 
has advantage on the saving throw if it’s 
triggered by damage. On a success, the 
spell ends. 


Telekinesis 
Sth-level Alteration 


Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 
You gain the ability to move or 
manipulate creatures or objects by 
thought. When you cast the spell, and as 
your action each round for the duration, 
you can exert your will on one creature or 
object that you can see within range, 
causing the appropriate effect below. You 
can affect the same target round after 
round, or choose a new one at any time. If 
you switch targets, the prior target is no 
longer affected by the spell. 


Creature. You can try to move a Huge or 
smaller creature. Make an ability check 
with your spellcasting ability contested by 
the creature’s Strength check. If you win 
the contest, you move the creature up to 
30 feet in any direction, including upward 
but not beyond the range of this spell. 
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Until the end of your next turn, the 
creature is restrained in your telekinetic 
grip. A creature lifted upward is 
suspended in mid-air. 

On subsequent rounds, you can use your 
action to attempt to maintain your 
telekinetic grip on the creature by 
repeating the contest. 

Object. You can try to move an object that 
weighs up to 1,000 pounds. If the object 
isn’t being worn or carried, you 
automatically move it up to 30 feet in any 
direction, but not beyond the range of this 
spell. 

If the object is worn or carried by a 
creature, you must make an ability check 
with your spellcasting ability contested by 
that creature’s Strength check. If you 
succeed, you pull the object away from 
that creature and can move it up to 30 feet 
in any direction but not beyond the range 
of this spell. 

You can exert fine control on objects with 
your telekinetic grip, such as manipulating 
a simple tool, opening a door or a 
container, stowing or retrieving an item 
from an open container, or pouring the 
contents from a vial. 


Telepathy 
§ th-level Destruction 


Casting Time: | action 

Range: Unlimited 

Components: V, S, M (a pair of linked 
silver rings) 

Duration: 24 hours 

You create a telepathic link between 
yourself and a willing creature with which 
you are familiar. The creature can be 
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anywhere on the same plane of existence 
as you. The spell ends if you or the target 
are no longer on the same plane. 

Until the spell ends, you and the target can 
instantaneously share words, images, 
sounds, and other sensory messages with 
one another through the link, and the 
target recognizes you as the creature it is 
communicating with. The spell enables a 
creature with an Intelligence score of at 
least 1 to understand the meaning of your 
words and take in the scope of any 
sensory messages you send to it. 


Teleport 
7th-level conjuration 


Casting Time: | action 

Range: 10 feet 

Components: V 

Duration: Instantaneous 

This spell instantly transports you and up 
to eight willing creatures of your choice 
that you can see within range, or a single 
object that you can see within range, to a 
destination you select. If you target an 
object, it must be able to fit entirely inside 
a 10-foot cube, and it can’t be held or 
carried by an unwilling creature. 

The destination you choose must be 
known to you, and it must be on the same 
plane of existence as you. Your familiarity 
with the destination determines whether 
you arrive there successfully. The DM 
rolls d100 and consults the table. 


Teleportation Circle 


Sth-level conjuration 
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Casting Time: 1 minute 

Range: 10 feet 

Components: V, M (rare chalks and inks 
infused with precious gems with 50 gp, 
which the spell consumes) 

Duration: 1 round 

As you cast the spell, you draw a 10-foot- 
diameter circle on the ground inscribed 
with sigils that link your location to a 
permanent teleportation circle of your 
choice whose sigil sequence you know 
and that is on the same plane of existence 
as you. A shimmering portal opens within 
the circle you drew and remains open until 
the end of your next turn. Any creature 
that enters the portal instantly appears 
within 5 feet of the destination circle or in 
the nearest unoccupied space if that space 
is occupied. 

Many major temples, guilds, and other 
important places have permanent 
teleportation circles inscribed somewhere 
within their confines. Each such circle 
includes a unique sigil sequence —a string 
of magical runes arranged in a particular 
pattern. When you first gain the ability to 
cast this spell, you learn the sigil 
sequences for two destinations on the 
Material Plane, determined by the DM. 
You can learn additional sigil sequences 
during your adventures. You can commit a 
new sigil sequence to memory after 
studying it 

for 1 minute. 

You can create a permanent teleportation 
circle by casting this spell in the same 
location every day for one year. You need 
not use the circle to teleport when you 
cast the spell in this way. 


Floating Disk 
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Ist-level conjuration (ritual) 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a drop of mercury) 
Duration: | hour 

This spell creates a circular, horizontal 
plane of force, 3 feet in diameter and 1 
inch thick, that floats 3 feet above the 
ground in an unoccupied space of your 
choice that you can see within range. The 
disk remains for the duration, and can 
hold up to 500 pounds. If more weight is 
placed on it, the spell ends, and everything 
on the disk falls to the ground. 

The disk is immobile while you are within 
20 feet of it. If you move more than 20 
feet away from it, the disk follows you so 
that it remains within 20 feet of you. It 
can move across uneven terrain, up or 
down stairs, slopes and the like, but it 
can’t cross an elevation change of 10 feet 
or more. For example, the disk can’t move 
across a 10-foot-deep pit, nor could it 
leave such a pit if it was created at the 
bottom. 

If you move more than 100 feet from the 
disk (typically because it can’t move 
around an obstacle to follow you), the 
spell ends. 


Thaumaturgy 


Alteration cantrip 
Casting Time: 1 action 


Range: 30 feet 

Components: V 

Duration: Up to | minute 

You manifest a minor wonder, a sign of 
supernatural power, within range. You 
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create one of the following magical effects 
within range: 

e Your voice booms up to three times as 
loud as normal for 1 minute. 

e You cause flames to flicker, brighten, 
dim, or change color for 1 minute. 

e You cause harmless tremors in the 
ground for 1 minute. 

e You create an instantaneous sound that 
originates from a point of your choice 
within range, such as a rumble of thunder, 
the cry of a raven, or ominous whispers. 

e You instantaneously cause an unlocked 
door or win dow to fly open or slam shut. 
e You alter the appearance of your eyes for 
1 minute. 

If you cast this spell multiple times, you 
can have up to three of its 1-minute effects 
active at a time, and you can dismiss such 
an effect as an action. 


Thorn Whip 


Alteration cantrip 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (the stem of a plant 
with thorns) 

Duration: Instantaneous 

You create a long, vine-like whip covered 
in thorns that lashes out at your command 
toward a creature in range. Make a melee 
spell attack against the target. If the attack 
hits, the creature takes 1d6_ piercing 
damage, and if the creature is Large or 
smaller, you pull the creature up to 10 feet 
closer to you. 

This spell’s damage increases by 1d6 
when you reach 5th level (2d6), 11th level 
(3d6), and 17th level (4d6). 
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Thunderous Smite 


Ist-levelDestruction 


Casting Time: | bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
The first time you hit with a melee 
weapon attack during this spell’s duration, 
your weapon rings with thunder that is 
audible within 300 feet of you, and the 
attack deals an extra 2d6 thunder damage 
to the target. Additionally, if the target is a 
creature, it must succeed on a Strength 
saving throw or be pushed 10 feet away 
from you and knocked prone. 


Thunderwave 
Ist-level Destruction 


Casting Time: | action 

Range: Self (15-foot cube) 
Components: V,S 

Duration: Instantaneous 

A wave of thunderous force sweeps out 
from you. Each creature in a 15-foot cube 
originating from you must make a 
Constitution saving throw. On a failed 
save, a creature takes 2d8 thunder damage 
and is pushed 10 feet away from you. On 
a successful save, the creature takes half 
as much damage and isn’t pushed. 

In addition, unsecured objects that are 
completely within the area of effect are 
automatically pushed 10 feet away from 
you by the spell’s effect, and the spell 
emits a thunderous boom audible out to 
300 feet. 
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AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the damage increases by 1d8 for each slot 
level above Ist. 


Time Stop 


9Oth-level Alteration 


Casting Time: | action 

Range: Self 

Components: V 

Duration: Instantaneous 

You briefly stop the flow of time for 
everyone but yourself. No time passes for 
other creatures, while you take 1d4 + 1 
turns in a row, during which you can use 
actions and move as normal. 

This spell ends if one of the actions you 
use during this period, or any effects that 
you create during this period, affects a 
creature other than you or an object being 
worn or carried by someone other than 
you. In addition, the spell ends if you 
move to a place more than 1,000 feet from 
the location where you cast it. 


Tongues 
3rd-level Mysticism 


Casting Time: | action 

Range: Touch 

Components: V, M (a small clay model of 
a ziggurat) 

Duration: | hour 

This spell grants the creature you touch 
the ability to understand any spoken 
language it hears. Moreover, when the 
target speaks, any creature that knows at 
least one language and can hear the target 
understands what it says. 
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Transport via Plants 


6th-level conjuration 


Casting Time: | action 

Range: 10 feet 

Components: V, S 

Duration: 1 round 

This spell creates a magical link between 
a Large or larger inanimate plant within 
range and another plant, at any distance, 
on the same plane of existence. You must 
have seen or touched the destination plant 
at least once before. For the duration, any 
creature can step into the target plant and 
exit from the destination plant by using 5 
feet of movement. 


Tree Stride 


Sth-level conjuration 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Concentration, up to | minute 
You gain the ability to enter a tree and 
move from inside it to inside another tree 
of the same kind within 500 feet. Both 
trees must be living and at least the same 
size as you. You must use 5 feet of 
movement to enter a tree. You instantly 
know the location of all other trees of the 
same kind within 500 feet and, as part of 
the move used to enter the tree, can either 
pass into one of those trees or step out of 
the tree you’re in. You appear in a spot of 
your choice within 5 feet of the 
destination tree, using another 5 feet of 
movement. If you have no movement left, 
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you appear within 5 feet of the tree you 
entered. 

You can use this transportation ability 
once per round for the duration. You must 
end each turn outside a tree. 


True Polymorph 
9th-level Alteration 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a drop of mercury, 
a dollop of gum arabic, and a wisp of 
smoke) Duration: Concentration, up to 1 
hour 

Choose one creature or nonmagical object 
that you can see within range. You 
transform the creature into a different 
creature, the creature into an object, or the 
object into a creature (the object must be 
neither worn nor carried by another 
creature). The transformation lasts for the 
duration, or until the target drops to O hit 
points or dies. If you concentrate on this 
spell for the full duration, — the 
transformation becom es permanent. 
Shapechangers aren’t affected by this 
spell. An unwilling creature can make a W 
isdom saving throw, and if it succeeds, it 
isn’t affected by this spell. 

Creature into Creature. If you turn a 
creature into another kind of creature, the 
new form can be any kind you choose 
whose challenge rating is equal to or less 
than the target’s (or its level, if the target 
doesn’t have a challenge rating). The 
target’s game statistics, including mental 
ability scores, are replaced by the statistics 
of the new form. It retains its alignment 
and personality. 
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The target assumes the hit points of its 
new form, and when it reverts to its 
normal form, the creature returns to the 
number of hit points it had before it 
transformed. If it reverts as a result of 
dropping to O hit points, any excess 
damage carries over to its normal form. 
As long as the excess damage doesn’t 
reduce the creature’s normal form to 0 hit 
points, it isn’t knocked unconscious. 

The creature is limited in the actions it can 
perform by the nature of its new form, and 
it can’t speak, cast spells, or take any 
other action that requires hands or speech 
unless its new form is capable of such 
actions. 

The target’s gear melds into the new form. 
The creature can’t activate, use, wield, or 
otherwise benefit from any of its 
equipment. 


Object into Creature. You can turn an 
object into any kind of creature, as long as 
the creature’s size is no larger than the 
object’s size and the creature’s challenge 
rating is 9 or lower. The creature is 
friendly to you and your companions. It 
acts on each of your turns. You decide 
what action it takes and how it moves. 
The DM has the creature’s statistics and 
resolves all of its actions and movement. 
If the spell becomes permanent, you no 
longer control the creature. It might 
remain friendly to you, depending on how 
you have treated it. 

Creature into Object. If you turn a 
creature into an object, it transforms along 
with whatever it is wearing and carrying 
into that form. The creature’s statistics 
become those of the object, and the 
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creature has no memory of time spent in 
this form, after the spell ends and it 
returns to its normal form. 


True Resurrection 


9th-levelnecromancy 


Casting Time: 1 hour 

Range: Touch 

Components: V, S, M (a sprinkle of holy 
water and diamonds worth at least 25,000 
gp, which the spell consumes) 

Duration: Instantaneous 

You touch a creature that has been dead 
for no longer than 200 years and that died 
for any reason except old age. If the 
creature’s soul is free and willing, the 
creature is restored to life with all its hit 
points. 

This spell closes all wounds, neutralizes 
any poison, cures all diseases, and lifts 
any curses affecting the creature when it 
died. The spell replaces damaged or 
missing organs and limbs. 

The spell can even provide a new body if 
the original no longer exists, in which 
case you must speak the creature’s name. 
The creature then appears in an 
unoccupied space you choose within 10 
feet of you. 


True Seeing 
6 th-level Mysticism 


Casting Time: | action 

Range: Touch 

Components: V, S, M (an ointment for the 
eyes that costs 25 gp; is made from 
mushroom powder, saffron, and fat; and is 
consumed by the spell) 
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Duration: | hour 

This spell gives the willing creature you 
touch the ability to see things as they 
actually are. For the duration, the creature 
has truesight, notices secret doors hidden 
by magic, and can see into the Ethereal 
Plane, all out to a range of 120 feet. 


True Strike 


Mysticism cantrip 


Casting Time: | action 

Range: 30 feet 

Components: S 

Duration: Concentration, up to | round 
You extend your hand and point a finger at 
a target in range. Your magic grants you a 
brief insight into the 

target’s defenses. On your next turn, you 
gain advantage on your first attack roll 
against the target, provided that this spell 
hasn’t ended. 


Tsunami 
§ th-level conjuration 


Casting Time: 1 minute 

Range: Sight 

Components: V, S 

Duration: Concentration, up to 6 rounds 

A wall of water springs into existence at a 
point you choose within range. You can 
make the wall up to 300 feet long, 300 
feet high, and 50 feet thick. The wall lasts 
for the duration. 

When the wall appears, each creature 
within its area must make a Strength 
saving throw. On a failed save, 

a creature takes 6d10  bludgeoning 
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damage, or half as much damage on a 
successful save. 

At the start of each of your turns after the 
wall appears, the wall, along with any 
creatures in it, moves 50 feet away from 
you. Any Huge or smaller creature inside 
the wall or whose space the wall enters 
when 

it moves must succeed on a Strength 
saving throw or take 5d10 bludgeoning 
damage. A creature can take 

this damage only once per round. At the 
end of the turn, the wall’s height is 
reduced by 50 feet, and the damage 
creatures take from the spell on 
subsequent rounds is reduced by 1d10. 
When the wall reaches 0 feet in height, the 
spell ends. 

A creature caught in the wall can move by 
swimming. Because of the force of the 
wave, though, the creature must make a 
successful Strength (Athletics) check 
against your spell save DC in order to 
move at all. If it fails the check, it can’t 
move. A creature that moves out of the 
area falls to the ground. 


Unseen Servant 
Ist-level conjuration (ritual) 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a piece of string 
and a bit of wood) 

Duration: | hour 

This spell creates an invisible, mindless, 
shapeless force that performs simple tasks 
at your command until the spell ends. The 
servant springs into existence in an 
unoccupied space on the ground within 
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range. It has AC 10, 1 hit point, and a 
Strength of 2, and it can’t attack. If it 
drops to 0 hit points, the spell ends. 

Once on each of your turns as a bonus 
action, you can mentally command the 
servant to move up to 15 feet and interact 
with an object. The servant can perform 
simple tasks that a human servant could 
do, such as fetching things, cleaning, 
mending, folding clothes, lighting fires, 
serving food, and pouring wine. Once you 
give the command, the servant performs 
the task to the best of its ability until it 
completes the task, then waits for your 
next command. 

If you command the servant to perform a 
task that would move it more than 60 feet 
away from you, the spell ends. 


Vampiric Touch 


3rd-level necromancy 


Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 
The touch of your shadow-wreathed hand 
can siphon life force from others to heal 
your wounds. Make a melee spell attack 
against a creature within your reach. On 

a hit, the target takes 3d6_ necrotic 
damage, and you regain hit points equal to 
half the amount of necrotic damage dealt. 
Until the spell ends, you can make the 
attack again on each of your turns as an 
action. 

AtHigherLevels. When you cast this spell 
using a spell slot of 4th level or higher, the 
damage increases by 1d6 for each slot 
level above 3rd. 
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Vicious Mockery 


Enchantment cantrip 


Casting Time: | action 

Range: 60 feet 

Components: V 

Duration: Instantaneous 

You unleash a string of insults laced with 
subtle enchantments at a creature you can 
see within range. If the target can hear you 
(though it need not understand you), it 
must succeed on a Wisdom saving throw 
or take 1d4 psychic damage and have 
disadvantage on the next attack roll it 
makes before the end of its next turn. 

This spell’s damage increases by 1d4 
when you reach 5th level (2d4), 11th level 
(3d4), and 17th level (4d4). 


Wall of Fire 


4th-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a small piece of 
phosphorus) 

Duration: Concentration, up to | minute 
You create a wall of fire on a solid surface 
within range. You can make the wall up to 
60 feet long, 20 feet high, and 1 foot 
thick, or a ringed wall up to 20 feet in 
diameter, 20 feet high, and 1 foot thick. 
The wall is opaque and lasts for the 
duration. 

When the wall appears, each creature 
within its area must make a Dexterity 
saving throw. On a failed save, a creature 
takes 5d8 fire damage, or half as much 
damage on a successful save. 
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One side of the wall, selected by you 
when you cast this spell, deals 5d8 fire 
damage to each creature that ends its turn 
within 10 feet of that side or inside the 
wall. A creature takes the same damage 
when it enters the wall for the first time on 
a turn or ends its turn there. The other side 
of the wall deals no damage. 
AtHigherLevels. When you cast this spell 
using a spell slot of 5th level or higher, the 
damage increases by 1d8 for each slot 
level above 4th. 


Wall of Force 


Sth-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a pinch of powder 
made by crushing a clear gemstone) 
Duration: Concentration, up to 10 minutes 
An invisible wall of force springs into 
existence at a point you choose within 
range. The wall appears in any orientation 
you choose, as a horizontal or vertical 
barrier or at an angle. It can be free 
floating or resting on a solid surface. You 
can form it into a hemispherical dome or a 
sphere with a radius of up to 10 feet, or 
you can shape a flat surface made up of 
ten 10-foot-by- 10-foot panels. Each panel 
must be contiguous with another panel. In 
any form, the wall is 1/4 inch thick. 

It lasts for the duration. If the wall cuts 
through a creature’s space when it 
appears, the creature is pushed to one side 
of the wall (your choice which side). 
Nothing can physically pass through the 
wall. It is immune to all damage and can’t 
be dispelled by dispel magic. A 
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disintegrate spell destroys the wall 
instantly, however. The wall also extends 
into the Ethereal Plane, blocking ethereal 
travel through the wall. 


Wall of Ice 


6 th-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a small piece of 
quartz) 

Duration: Concentration, up to 10 minutes 
You create a wall of ice on a solid surface 
within range. You can form it into a 
hemispherical dome or a sphere with a 
radius of up to 10 feet, or you can shape a 
flat surface made up of ten 10-foot-square 
panels. Each panel must be contiguous 
with another panel. In any form, the wall 
is 1 foot thick and lasts for the duration. 

If the wall cuts through a creature’s space 
when it appears, the creature within its 
area is pushed to one side of the wall and 
must make a Dexterity saving throw. On a 
failed save, the creature takes 10d6 cold 
damage, or half as much damage on a 
successful save. 

The wall is an object that can be damaged 
and thus breached. It has AC 12 and 30 hit 
points per 10-foot section, and it is 
vulnerable to fire damage. Reducing 

a 10-foot section of wall to O hit points 
destroys it and leaves behind a sheet of 
frigid air in the space the wall occupied. A 
creature moving through the sheet of 
frigid air for the first time on a turn must 
make a Constitution saving throw. That 
creature takes 5d6 cold damage on a failed 
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save, or half as much damage on a 
successful one. 

AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, the 
damage the wall deals when it appears 
increases by 2d6, and the damage from 
passing through the sheet of frigid air 
increases by 1d6, for each slot level above 
6th. 


Wall of Stone 


Sth-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a small block of 
granite) 

Duration: Concentration, up to 10 minutes 
A nonmagical wall of solid stone springs 
into existence at a point you choose within 
range. The wall is 6 inches thick and is 
com posed of ten 10-foot-by-10-foot 
panels. Each panel must be contiguous 
with at least one other panel. 
Alternatively, you can create 10-foot- 
by-20-foot panels that are only 3 inches 
thick. 

If the wall cuts through a creature’s space 
when it appears, the creature is pushed to 
one side of the wall (your choice). If a 
creature would be surrounded on all sides 
by the wall (or the wall and another solid 
surface), that creature can make a 
Dexterity saving throw. On a success, it 
can use its reaction to move up to its 
speed so that it is no longer enclosed by 
the wall. 

The wall can have any shape you desire, 
though it can’t occupy the same space as a 
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creature or object. The wall doesn’t need 
to be vertical or rest on any firm 
foundation. It must, however, merge with 
and be solidly supported by existing stone. 
Thus, you can use this spell to bridge a 
chasm or create a ramp. 

If you create a span greater than 20 feet in 
length, you must halve the size of each 
panel to create supports. You can crudely 
shape the wall to create crenellations, 
battlements, and so on. 

The wall is an object made of stone that 
can be damaged and thus breached. Each 
panel has AC 15 and 30 hit points per inch 
of thickness. Reducing a panel to 0 hit 
points destroys it and might cause 
connected panels to collapse at the DM’s 
discretion. 

If you maintain your concentration on this 
spell for its whole duration, the wall 
becomes permanent and can’t’ be 
dispelled. Otherwise, the wall disappears 
when the spell ends. 


WallofThorns 


6 th-level conjuration 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a handful of 
thorns) 

Duration: Concentration, up to 10 minutes 
You create a wall of tough, pliable, 
tangled brush bristling with needle-sharp 
thorns. The wall appears within range on a 
solid surface and lasts for the duration. 
You choose to make the wall up to 60 feet 
long, 10 feet high, and 5 feet thick or a 
circle that has a 20-foot diameter and is up 
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to 20 feet high and 5 feet thick. The wall 
blocks line of sight. 

When the wall appears, each creature 
within its area must make a Dexterity 
saving throw. On a failed save, a creature 
takes 7d8 piercing damage, or half as 
much damage on a successful save. 

A creature can move through the wall, 
albeit slowly and painfully. For every 1 
foot a creature moves through the wall, it 
must spend 4 feet of movement. 
Furthermore, the first time a creature 
enters the wall on a turn or ends its turn 
there, the creature must 

make a Dexterity saving throw. It takes 
7d8 slashing damage on a failed save, or 
half as much damage on a successful one. 
AtHigherLevels. When you cast this spell 
using a spell slot of 7th level or higher, 
both types of damage increase by 1d8 for 
each slot level above 6th. 


Warding Bond 


2nd-levelRestoration 


Casting Time: | action 

Range: Touch 

Components: V, S, M (a pair of platinum 
rings worth at least 50 gp each, which you 
and the target must wear for the duration) 
Duration: | hour 

This spell wards a willing creature you 
touch and creates a mystic connection 
between you and the target until the spell 
ends. While the target is within 60 feet of 
you, it gains a +1 bonus to AC and saving 
throws, and it has resistance to all 
damage. Also, each time it takes damage, 
you take the same amount of damage. 
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The spell ends if you drop to 0 hit points 
or if you and the target become separated 
by more than 60 feet. It also ends if the 
spell is cast again on either of the 
connected creatures. You can also dismiss 
the spell as an action. 


Water Breathing 


3rd-level Alteration (ritual) 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a short reed or 
piece of straw) 

Duration: 24 hours 

This spell grants up to ten willing 
creatures you can see within range the 
ability to breathe underwater until the 
spell ends. Affected creatures also retain 
their normal mode of respiration. 


WaterWalk 


3rd-level Alteration (ritual) 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a piece of cork) 
Duration: | hour 

This spell grants the ability to move 
across any liquid surface—such as water, 
acid, mud, snow, quicksand, or lava—as if 
it were harmless solid ground (creatures 
crossing molten lava can still take damage 
from the heat). Up to ten willing creatures 
you can see within range gain this ability 
for the duration. 

If you target a creature submerged in a 
liquid, the spell carries the target to the 
surface of the liquid at a rate of 60 feet per 
round. 
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Web 


2nd-level conjuration 


Casting Time: | action 

Range: 60 feet 

Components: V, S, M (a bit of spiderweb) 
Duration: Concentration, up to 1 hour 


You conjure a mass of thick, sticky 
webbing at a point of your choice within 
range. The webs fill a 20-foot cube from 
that point for the duration. The webs are 
difficult terrain and lightly obscure their 
area. 

If the webs aren’t anchored between two 
solid masses (such as walls or trees) or 
layered across a floor, wall, or ceiling, the 
conjured web collapses on itself, and the 
spell ends at the start of your next turn. 
Webs layered over a flat surface have a 
depth of 5 feet. 

Each creature that starts its turn in the 
webs or that enters them during its turn 
must make a Dexterity saving throw. On a 
failed save, the creature is restrained as 
long as it remains in the webs or until it 
breaks free. 

A creature restrained by the webs can use 
its action to make a Strength check against 
your spell save DC. If it succeeds, it is no 
longer restrained. 

The webs are flammable. Any 5-foot cube 
of webs exposed to fire burns away in | 
round, dealing 2d4 fire damage to any 
creature that starts its turn in the fire. 


Weird 


Oth-level illusion 
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Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to one minute 
Drawing on the deepest fears of a group 
of creatures, you create illusory creatures 
in their minds, visible only to them. Each 
creature in a  30-foot-radius sphere 
centered on a point of your choice within 
range must make a Wisdom saving throw. 
On a failed save, a creature becom es 
frightened for the duration. The illusion 
calls on the creature’s deepest fears, 
manifesting its worst nightmares as an 
implacable threat. At the start of each of 
the frightened creature’s turns, it must 
succeed on a Wisdom saving throw or 
take 4d10 psychic damage. On a 
successful save, the spell ends for that 
creature. 


WindWalk 


6 th-level Alteration 


Casting Time: 1 minute 

Range: 30 feet 

Components: V, S, M (fire and holy water) 
Duration: 8 hours 

You and up to ten willing creatures you 
can see within range assume a gaseous 
form for the duration, appearing as wisps 
of cloud. While in this cloud form, a 
creature has a flying speed of 300 feet and 
has resistance to damage from nonmagical 
weapons. The only actions a creature can 
take in this form are the Dash action or to 
revert to its normal form. Reverting takes 
1 minute, during which time a creature is 
incapacitated and can’t move. Until the 
spell ends, a creature can revert to cloud 
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form, which also requires the 1-minute 
transformation. 

If a creature is in cloud form and flying 
when the effect ends, the creature 
descends 60 feet per round for | minute 
until it lands, which it does safely. If it 
can’t land after 1 minute, the creature falls 
the remaining distance. 


WindWall 


3rd-level Destruction 


Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a tiny fan and a 
feather of exotic origin) 

Duration: Concentration, up to 1 minute 

A wall of strong wind rises from the 
ground at a point you choose within 
range. You can make the wall up to 50 feet 
long, 15 feet high, and 1 foot thick. You 
can shape the wall in any way you choose 
so long as it makes one continuous path 
along the ground. The wall lasts for the 
duration. 

When the wall appears, each creature 
within its area must make a Strength 
saving throw. A creature takes 3d8 
bludgeoning damage on a failed save, or 
half as much damage on a successful one. 
The strong wind keeps fog, smoke, and 
other gases at bay. Small or smaller flying 
creatures or objects can’t pass through the 
wall. Loose, lightweight materials brought 
into the wall fly upward. Arrows, bolts, 
and other ordinary projectiles launched at 
targets behind the wall are deflected 
upward and automatically miss. (Boulders 
hurled by giants or siege engines, and 
similar projectiles, are unaffected.) 
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Creatures in gaseous form can’t pass 
through it. 


Wish 
9th-level conjuration 


Casting Time: | action 

Range: Self 

Components: V 

Duration: Instantaneous 

Wish is the mightiest spell a mortal 
creature can cast. By simply speaking 
aloud, you can alter the very foundations 
of reality in accord with your desires. 

The basic use of this spell is to duplicate 
any other spell of 8th level or lower. You 
don’t need to meet any requirements in 
that spell, including costly components. 
The spell simply takes effect. 
Alternatively, you can create one of the 
following effects of your choice: 

e You create one object of up to 25,000 gp 
in value that isn’t a magic item. The 
object can be no more than 300 feet in 
any dimension, and it appears in an 
unoccupied space you can see on the 
ground. 

You allow up to twenty creatures that 
you can see to regain all hit points, and 
you end all effects on them described in 
the greater restoration spell. 

You grant up to ten creatures that you 
can see resistance to a damage type you 
choose. 

You grant up to ten creatures you can 
see immunity to a single spell or other 
magical effect for 8 hours. For instance, 
you could make yourself and all your 
companions immune to a lich’s life 
drain attack. 
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e You undo a single recent event by 
forcing a reroll of any roll made within 
the last round (including your last turn). 
Reality reshapes itself to accommodate 
the new result. For example, a wish 
spell could undo an_ opponent’s 
successful save, a foe’s critical hit, or a 
friend’s failed save. You can force the 
reroll to be made with advantage or 
disadvantage, and you can _ choose 
whether to use the reroll or the original 
roll. 

You might be able to achieve something 
beyond the scope of the above examples. 
State your wish to the DM as precisely as 
possible. The DM has great latitude in 
ruling what occurs in such an instance; the 
greater the wish, the greater the likelihood 
that something goes wrong. This spell 
might simply fail, the effect you desire 
might only be partly achieved, or you 
might suffer some unforeseen 
consequence as a result of how you 
worded the wish. For example, wishing 
that a villain were dead might propel you 
forward in time to a period when that 
villain is no longer alive, effectively 
removing you from the game. Similarly, 
wishing for a legendary magic item or 
artifact might instantly transport you to 
the presence of the item’s current owner. 

The stress of casting this spell to produce 

any effect other than duplicating another 

spell weakens you. After enduring that 
stress, each time you cast a spell until you 
finish a long rest, you take 1d10 necrotic 
damage per level of that spell. This 
damage can’t be reduced or prevented in 
any way. In addition, your Strength drops 
to 3, if it isn’t 3 or lower already, for 2d4 
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days. For each of those days that you 
spend resting and doing nothing more 
than light activity, your remaining 
recovery time decreases by 2 days. 
Finally, there is a 33 percent chance that 
you are unable to cast wish ever again if 
you suffer this stress. 


Witch Bolt 


Ist-level Destruction 


Casting Time: | action 

Range: 30 feet 

Components: V, S, M (a twig from a tree 
that has been struck by lightning) 
Duration: Concentration, up to 1 minute 

A beam of crackling, blue energy lances 
out toward a creature within range, 
forming a sustained arc of lightning 
between you and the target. Make a 
ranged spell attack against that creature. 
On a hit, the target takes 1d12 lightning 
damage, and on each of your turns for the 
duration, you can use your action to deal 
1d12 lightning damage to the target 
automatically. The spell ends if you use 
your action to do anything else. The spell 
also ends if the target is ever outside the 
spell’s range or if it has total cover from 
you. 

AtHigherLevels. When you cast this spell 
using a spell slot of 2nd level or higher, 
the initial damage increases by 1d12 for 
each slot level above Ist. 


Word of Recall 


6 th-level conjuration 


Casting Time: | action 
Range: 5 feet 
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Components: V 

Duration: Instantaneous 

You and up to five willing creatures within 
5 feet of you instantly teleport to a 
previously designated sanctuary. You and 
any creatures that teleport with you appear 
in the nearest unoccupied space to the spot 
you designated when you prepared your 
sanctuary (see below). If you cast this 
spell without first preparing a sanctuary, 
the spell has no effect. 

You must designate a sanctuary by casting 
this spell within a location, such as a 
temple, dedicated to or strongly linked to 
your deity. If you attempt to cast the spell 
in this manner in an area that isn’t 
dedicated to your deity, the spell has no 
effect. 


Wrathful Smite 


Ist-level Destruction 


Casting Time: 1 bonus action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 minute 
The next time you hit with a melee 
weapon attack during this spell’s duration, 
your attack deals an extra 1d6 psychic 
damage. Additionally, if the target is a 
creature, it must make a Wisdom saving 
throw or be frightened of you until the 
spell ends. As an action, the creature can 
make a Wisdom check against your spell 
save DC to steel its resolve and end this 
spell. 


Zone of Truth 


2nd-level enchantment 
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Casting Time: | action 

Range: 60 feet 

Components: V, S 

Duration: 10 minutes 

You create a magical zone that guards 
against deception in a_ 15-foot-radius 
sphere centered on a point o f your choice 
within range. Until the spell ends, a 
creature 

that enters the spell’s area for the first time 
on a turn or starts its turn there must make 
a Charisma saving throw. On a failed 
save, a creature can’t speak a deliberate lie 
while in the radius. You know whether 
each creature succeeds or fails on its 
saving throw. 

An affected creature is aware of the spell 
and can thus avoid answering questions to 
which it would normally respond with a 
lie. Such a creature can be evasive in 

its answers as long as it remains within 
the boundaries of the truth. 
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CHAPTER 12: CONDITIONS 


CONDITIONS ALTERA CREATURE’S CAPABILITIES IN a variety of ways and can 

arise as a result of a spell, a class feature, a monster’s attack, or other effect. Most 

conditions, such as blinded, are impairments, but a few, such as invisible, can be 
advantageous. 

A condition lasts either until it is countered (the prone condition is countered by standing 

up, for example) or for a duration specified by the effect that im posed the condition. 

If multiple effects impose the same condition on a creature, each instance of the condition 

has its own duration, but the condition’s effects don't get worse. A creature either has a 

condition or doesn’t. 

The following definitions specify what happens to a creature while it is subjected to a 

condition. 

Blinded 

e A blinded creature can’t see and automatically fails any ability check that requires 
sight. 

e Attack rolls against the creature have advantage, and the creature’s attack rolls have 
disadvantage. 

Charmed 

e A charmed creature can't attack the charmer or target the charmer with harmful abilities 
or magical effects. 

e The charmer has advantage on any ability check to interact socially with the creature. 

Deafened 

e A deafened creature can’t hear and automatically fails any ability check that requires 
hearing. 

Frightened 

¢ A frightened creature has disadvantage on ability checks and attack rolls while the 
source of its fear is within line of sight. 

e The creature can’t willingly move closer to the source of its fear. 

Grappled 

e A grappled creature’s speed becomes 0, and it can't benefit from any bonus to its speed. 

¢ The condition ends if the grappler is incapacitated (see the condition). 

e The condition also ends if an effect removes the grappled creature from the reach of the 
grappler or grappling effect, such as when a creature is hurled away by the 
thunderwave spell. 

Incapacitated 

e An incapacitated creature can’t take actions or reactions. 

Invisible 
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e An invisible creature is impossible to see without the 
aid of magic or a special sense. For the purpose of hiding, the creature is heavily 
obscured. The creature’s location can be detected by any noise it makes or any tracks it 
leaves. 

e Attack rolls against the creature have disadvantage, and the creature’s attack rolls have 
advantage. 

Paralyzed 

e A paralyzed creature is incapacitated (see the condition) and can’t move or speak. 

e The creature automatically fails Strength and Dexterity saving throws. 

e Attack rolls against the creature have advantage. 

e Any attack that hits the creature is a critical hit if the attacker is within 5 feet of the 
creature. 

Petrified 

e A petrified creature is transformed, along with any nonmagical object it is wearing or 
carrying, into a solid inanimate substance (usually stone). Its weight increases by a 
factor of ten, and it ceases aging. 

e The creature is incapacitated (see the condition), can’t move or speak, and is unaware 
of its surroundings. 

e Attack rolls against the creature have advantage. 

e The creature automatically fails Strength and Dexterity saving throws. 

e The creature has resistance to all damage. 

e The creature is immune to poison and disease, although a poison or disease already in 
its system is suspended, not neutralized. 


Exhaustion 

Some special abilities and environmental hazards, such as starvation and the long-term 
effects o f freezing or scorching temperatures, can lead to a special condition called 
exhaustion. Exhaustion is measured in six levels. An effect can give a creature one or 
more levels o f exhaustion, as specified in the effect’s description. 

Level Effect 

1 Disadvantage on ability checks 

2 Speed halved 

3 Disadvantage on attack rolls and saving throws 4 Hit point maximum halved 

5 Speed reduced to 0 

6 Death 

If an already exhausted creature suffers another effect that causes exhaustion, its current 
level of exhaustion increases by the amount specified in the effect’s description. 

A creature suffers the effect of its current level of exhaustion as well as all lower levels. 
For example, a creature suffering level 2 exhaustion has its speed halved and has 
disadvantage on ability checks. 
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An effect that removes exhaustion reduces its level as specified in the effect’s description, 

with all exhaustion effects ending if a creature’s exhaustion level is reduced below 1. 

Finishing a long rest reduces a creature's exhaustion level by 1, provided that the creature 

has also ingested some food and drink. 

Poisoned 

e A poisoned creature has disadvantage on attack rolls and ability checks. 

Prone 

e A prone creature’s only movement option is to crawl, unless it stands up and thereby 
ends the condition. 

e The creature has disadvantage on attack rolls. 

e An attack roll against the creature has advantage if the attacker is within 5 feet of the 
creature. Otherwise, the attack roll has disadvantage. 

Restrained 

e A restrained creature’s speed becomes 0, and it can’t benefit from any bonus to its 
speed. 

e Attack rolls against the creature have advantage, and the creature’s attack rolls have 
disadvantage. 

e The creature has disadvantage on Dexterity saving throws. 

Stunned 

e A stunned creature is incapacitated (see the condition), can’t move, and can speak only 
falteringly. 

e The creature automatically fails Strength and Dexterity saving throws. 

e Attack rolls against the creature have advantage. 

Unconscious 

e An unconscious creature is incapacitated (see the condition), can’t move or speak, and 
is unaware of its surroundings 

e The creature drops whatever it’s holding and falls prone. 

e The creature automatically fails Strength and Dexterity saving throws. 

e Attack rolls against the creature have advantage. 

e Any attack that hits the creature is a critical hit if the attacker is within 5 feet of the 
creature. 
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CHAPTER 13: ALCHEMY 


A Players Guide to Alchemy 
Where Alchemy is done 


Anyone may use alchemy as long as they are at an alchemy lab. Alchemy labs can be 
found in drug stores and you may pay lgp to use the lab for 1 day. You may do alchemy 
on the go with alchemist supplies but you must have proficiency to use them. 


How 


Making a potion is done by combining 2 ingredients at an alchemy table. Each ingredient 
has 4 effects (Primary, Secondary, Tertiary, And Quaternary) each level of effect is 
restricted by your ability in alchemy. Anyone may use the primary effect of potions. The 
secondary requires proficiency. The other levels may be reached through your class or 
feats. To create a potion you first need to find compatible ingredients. This means that the 
2 ingredients share an effect that you can use. Discovering an effect of an ingredient may 
be done through trying the ingredient yourself. This is done by consuming the whole 
Ingredient and making a DC 15 alchemy check. Succeeding the check will discover all 
effects that you can use at this point. Another way is through alchemy training where you 
can learn effects from the teachings and notes of other alchemists. 


Rolling for a potion 


To create a potion you must succeed a DC 15 alchemy check. The strength of the potion 
is reliant on how high you roll plus your alchemy modifier. The effects determine what 
variable you replace. To see the result you replace the Replace Variable with the 
corresponding DC that you created the potion with. The resulting effect is to be read with 
the variable replaced. Upon failing the check there are 2 things that happen depending on 
what you rolled. 5 and below destroy both ingredients. Between 6 and 14 you must roll 
for each Individual ingredient to see if it is destroyed the odds for this are 50/50. I suggest 
rolling a d6 if it is even the ingredient is saved, if odd it is destroyed. 





La {= 0) f= [ex-) 

variable 
Cure Disease _| Cures Disease/poision n/a 
Damage Health | Y plus creators alchemy mod poison damage Y 
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Damage Y plus creators alchemy mod damage to magicka pool Y 
Magicka 
Damage Magika regeneration is halved until cured n/a 
Magicka Regen 
Damage Minus the creators alchemy mod to dex rolls for X x 
Stamina turns 
Damage Add one level of exhaustion and minus 10 movement X 


Stamina Regen | speed for X minutes 


Fear Adds frightened condition for X turns x 
Fortify Alteration spells cost 50% less magicka for X turns x 
Alteration 

Fortify Barter | Plus the creators alchemy mod to Persuasion x 


negotiating prices for X minutes 


Fortify Block | Plus the creators alchemy mod to AC when using a Xx 
shield for X turns 

Fortify Carry | No penalty for over encumbrance for X hours x 
Weight 

Fortify Conjuration spells cost 50% less magicka for X turns x 
Conjuration 

Fortify Destruction spells cost 50% less magicka for X turns x 
Destruction 

Fortify Enchanting spells cost 50% less magicka for X turns x 
Enchanting 


Fortify Health | plus creators alchemy mod to max health for X minutes X 
additional health remains after the effect ends and acts 
as temporary health 


Fortify Heavy |For X Turns Add the creators alchemy mod to AC if xX 
Armor wearing heavy armor 


Fortify Illusion | Illusion spells cost 50% less magicka for X turns x 
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Fortify Light 
Armor 


Fortify 
Lockpicking 


Fortify 
Magicka 


Fortify 
Marksman 


Fortify One- 
Handed 


Fortify 
Pickpocket 


Fortify 
Restoration 


Fortify 
Smithing 


Fortify Stamina 


Fortify Sneak 


Fortify Two- 
Handed 


Frenzy 
Invisibility 


Lingering 


Damage Health 


Lingering 
Damage 
Magicka 


Contents 


For X Turns Add the creators alchemy mod to AC if 
wearing light armor 


Plus the creators alchemy mod to lock picking for X 
minutes 


Plus creators alchemy mod to max Magicka for X 
minutes additional Magicka lowers to your max 
magicka after the effect ends 


Plus the creators alchemy mod to hit with ranged 
weapons for X turns 


Plus the creators alchemy mod to hit with 1 handed 
weapons for X turns 


Plus the creators alchemy mod to slight of hand 
(pickpocket) checks for X minutes 


Illusion spells cost 50% less magicka for X minutes 


Plus Creators alchemy mod to success while smithing 
lasts For X days 


Resist exhaustion and Plus 5 movement speed for X 
hours 


Plus the creators alchemy mod to sneak for X minutes 


Plus the creators alchemy mod to hit with 2 handed 
weapons for X turns 


Target attacks nearest being for X turns 
Effected is invisible for X turns 


1d4 damage for X turns 


1d4 magicka damage for X/2 turns 
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Replace Variable Table 


15-16 
17-18 
19-20 
21-22 
23-24 
25-26 
27-28 
29-30 
31-32 
33-34 
35-36 
37-38 


39-40 


1-14 | Fail Fail 


1d6 
2d6 
2d6 
3d6 
3d6 
4d6 
5d6 
6d6 
7d6 
8d6 
9d6 
10d6 
12d6 





Fail 
1d10 


2d10 
2d10 
3d10 
3d10 
4d10 
5d10 
6d10 
7d10 
8d10 
9d10 
10d10 
12d10 
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Lingering 
Damage 
Stamina 


Paralysis 
Ravage Health 


Ravage 
Magicka 


Ravage 
Stamina 


Regenerate 
Health 


Regenerate 
Magicka 


Regenerate 
Stamina 


Resist Fire 
Resist Frost 


Resist Magic 


Resist Poison 
Resist Shock 
Restore Health 


Restore 
Magicka 


Restore 
Stamina 


Slow 


Waterbreathing 


Contents 


Plus 2 levels of exhaustion for X hours 


Effected is paralyzed for X turn. 
Z poison damage 


Z damage to magicka 


Minus creators alchemy mod to hit with strength based 


weapons for X turns 


Plus 1d4 health for X turns 


Plus 1d4 magicka for X turns 


Acts as X hours of sleep 


Effected gains resistance to fire for X minutes 
Effected gains resistance to cold for X minutes 


Effected gains resistance to sources of magic for X 
minutes 


Effected gains resistance to poison for X minutes 
Effected gains resistance to electricity for X minutes 
Z plus creator’s alchemy mod health 


Z plus creators alchemy mod magicka 


Restore one level of exhaustion 


Movement speed is decreased by 50% for X turns 


Effected gains water breathing for X minutes 


Index 
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Weakness to Negates resistance to Fire damage or vulnerability to x 
Fire Fire damage, and disadvantage on saves against Fire 
effects for X turns 


Weakness to Negates resistance to Frost damage or vulnerability to xX 
Frost Frost damage, and disadvantage on saves against Frost 
effects for X turns 


Weakness to Disadvantage on saves against magical effects for X x 
Magic turns 

Weakness to Negates resistance to Poison damage or vulnerability to X 
Poison Poison damage, and disadvantage on saves against 


Poison effects for X turns 


Weakness to Negates resistance to Electricity damage or x 
Shock vulnerability to Electricity damage, and disadvantage 
on saves against Electricity effects for X turns 
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Alchemy DM Only 


Nate [gevel(-valt 


Quaternary 
Effect 





Abecean 
Longfin 


Ancestor 
Moth Wing 


Ash creep 


Ash Hopper 
Jelly 


Ashen Grass 
Pod 


Bear Claws 


Bee 


Beehive 
Husk 


Bleeding 
Crown 


Blisterwort 


Blue 
Butterfly 
Wing 


Contents 


Weakness to 
Frost 


Damage 
Stamina 


Damage 
Stamina 


Restore 
Health 


Resist Fire 


Restore 
Stamina 


Restore 
Stamina 


Resist 
Poison 


Weakness to 
Fire 
Damage 


Stamina 


Damage 
Stamina 


Sy-Yexe)alel-lavamim (-yait-1 avg 
Effect Effect 
Fortify Weakness to 
Sneak Poison 
Fortify Damage 
Conjuration Magicka 

Regen 
Invisibility | Resist Fire 
Fortify Light Resist Shock 
Armor 
Weakness to Fortify 
Shock Lockpicking 
Fortify Fortify One- 
Health Handed 
Ravage Regenerate 
Stamina Stamina 
Fortify Light Fortify Sneak 
Armor 
Fortify Weakness to 
Block Poison 
Frenzy Restore 

Health 
Fortify Damage 
Conjuration Magicka 

Regen 

Index 





Fortify 
Restoration 


Fortify 
Enchanting 


Fortify 
Destruction 


Weakness to 
Frost 


Fortify Sneak 


Damage 
Magicka 
Regen 


Weakness to 
Shock 


Fortify 
Destruction 


Resist Magic 


Fortify 
Smithing 


Fortify 
Enchanting 


15 


20 


20 


10 


12 
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Blue 
Dartwing 


Blue 
Mountain 
Flower 


Boar Tusk 


Bone Meal 


Briar Heart 


Burnt 
Spriggan 
Wood} 


Butterfly 
Wing 


Canis Root 


Charred 
Skeever 
Hide 
Chaurus 
Eggs 
Chaurus 


Hunter 
Antennae 


Chicken's 
Egg 


Contents 


Secondary 
Effect 
Resist Shock Fortify Restore 
Pickpocket Health 
Restore Fortify Fortify 
Health Conjuration Health 
Fortify Fortify Fortify Block 
Stamina Health 
Damage Resist Fire _ Fortify 
Stamina Conjuration 
Restore Fortify Paralysis 
Magicka Block 
Weakness to Fortify Damage 
Fire Alteration Magicka 
Regen 
Restore Fortify Lingering 
Health Barter Damage 
Stamina 
Damage Fortify One-  Fortify 
Stamina Handed Marksman 
Restore Cure Disease Resist Poison 
Stamina 
Weakness to Fortify Damage 
Poison Stamina Magicka 
Damage Fortify Damage 
Stamina Conjuration Magicka 
Regen 
Resist Damage Waterbreathi 
Magic Magicka ng 
Regen 
Index 





Quaternary Value gp 
Effect 

Bear 1 
Damage pi) 
Magicka 

Regen 

Frenzy 20 
Ravage 5 
Stamina 

Fortify 20 
Magicka 

Slow 20 
Damage 3) 
Magicka 

Paralysis 5 


Restore Health 1 


Invisibility 10 
Fortify 2 
Enchanting 
Lingering 2 
Damage 

Stamina 
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Effect Effect Effect 
Creep Restore Damage Fortify Carry Weakness to 1 
Cluster Magicka Stamina Weight Magic 
Regen 
Crimson Damage Damage Invisibility Resist Magic 10 
Nirnroot Health Stamina 
Cyrodilic Damage Fortify Fear Ravage Health 15 
Spadetail Stamina Restoration 
Daedra Restore Damage Damage Fear 250 
Heart Health Stamina Magicka 
Regen 
Deathbell Damage Ravage Slow Weakness to 4 
Health Stamina Poison 
Dragon's Resist Fire — Fortify Fortify Fortify Two- = 5 
Tongue Barter Illusion handed 
Dwarven Weakness to Fortify Regenerate —_ Restore i) 
Oil Magic Illusion Magicka Magicka 
Ectoplasm | Restore Fortify Fortify Damage 22 
Magicka Destruction Magicka Health 
Elves Ear Restore Fortify Weakness to Resist Fire 10 
Magicka Marksman _ Frost 
Emperor Damage Fortify Regenerate — Fortify Two- 1 
Parasol Health Magicka Health Handed 
Moss 
Eye of Sabre | Restore Ravage Damage Restore Health 2 
Cat Stamina Health Magicka 
Falmer Ear | Damage Frenzy Resist Poison Fortify 10 
Health Lockpicking 
Felsaad Restore Fortify Light Cure Disease Resist Magic 15 
Tern Health Armor 
Feathers 
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Secondary 
Effect 


Quaternary 
Effect 





Fire Salts 


Fly Amanita 


Frost 
Mirriam 


Frost Salts 


Garlic 


Giant 
Lichen 


Giant's Toe 


Gleambloss 
om 


Glow Dust 


Glowing 
Mushroom 


Grass Pod 


Hagraven 
Claw 


Hagraven 
Feathers 


Contents 


Weakness to 
Frost 


Resist Fire 


Resist Frost 


Weakness to 
Fire 
Resist 


Poison 


Weakness to 
Shock 


Damage 
Stamina 


Resist 
Magic 


Damage 
Magicka 


Resist Shock 


Resist 
Poison 


Resist 
Magic 


Damage 
Magicka 


Resist Fire Restore 

Magicka 
Fortify Two- Frenzy 
handed 
Fortify Ravage 
Sneak Magicka 
Resist Frost Restore 

Magicka 
Fortify Regenerate 
Stamina Magicka 
Ravage Weakness to 
Health Poison 
Fortify Fortify Carry 
Health Weight 
Fear Regenerate 

Health 
Damage Fortify 
Magicka Destruction 
Regen 
Fortify Fortify 
Destruction Smithing 
Ravage Fortify 
Magicka Alteration 
Lingering Fortify 
Damage Enchanting 
Magicka 
Fortify Frenzy 
Conjuration 

Index 





Regenerate 
Magicka 


Regenerate 
Stamina 


Damage 
Stamina Regen 


Fortify 
Conjuration 


Regenerate 
Health 


Restore 
Magicka 


Damage 
Stamina Regen 


Paralysis 


Resist Shock 


Fortify Health 


Restore 
Magicka 


Fortify Barter 


Weakness to 
Shock 


50 


100 


20 


20 


20 


20 
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Effect 
Hanging Damage Fortify Damage Fortify One- 1 
Moss Magicka Health Magicka Handed 
Regen 
Hawk Beak | Restore Resist Frost Fortify Carry Resist Shock 15 
Stamina Weight 
Hawk Cure Fortify Light Fortify One-  Fortify Sneak 15 
Feathers Disease Armor Handed 
Hawk's Egg | Resist Damage Waterbreathi Lingering Z 
Magic Magicka ng Damage 
Regen Stamina 
Histcarp Restore Fortify Damage Waterbreathing 6 
Stamina Magicka Stamina 
Regen 
Honeycomb | Restore Fortify Fortify Light Ravage a 
Stamina Block Armor Stamina 
Human Damage Paralysis Restore Fortify Sneak 1 
Flesh Health Magicka 
Human Damage Damage Damage Frenzy 1 
Heart Health Magicka Magicka 
Regen 
Ice Wraith | Weakness to Fortify Invisibility | Weaknessto 30 
Teeth Frost Heavy Fire 
Armor 


Imp Stool Damage Lingering Paralysis Restore Health 1 


Health Damage 
Health 
Jarrin Root | Damage Damage Damage Damage 10 
Health Magicka Stamina Magicka 
Regen 
Jazbay Weakness to Fortify Regenerate Ravage Health 1 
Grapes Magic Magicka Magicka 
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Secondary 





Juniper 
Berries 


Large 
Antlers 


Lavender 


Luna Moth 
Wing 


Moon Sugar 


Mora 
Tapinella 


Mudcrab 
Chitin 
Namira's 
Rot 


Netch Jelly 


Nightshade 


Nirnroot 


Nordic 
Barnacle 


Orange 
Dartwing 


Contents 


Weakness to 
Fire 


Restore 
Stamina 


Resist 
Magic 


Damage 
Magicka 


Weakness to 
Fire 


Restore 
Magicka 


Restore 
Stamina 


Damage 
Magicka 


Paralysis 


Damage 
Health 


Damage 
Health 


Damage 
Magicka 


Restore 
Stamina 


Effect 
Fortify Regenerate 
Marksman Health 
Fortify Slow 
Stamina 
Fortify Ravage 
Stamina Magicka 
Fortify Light Regenerate 
Armor Health 
Resist Frost Restore 
Magicka 
Lingering Regenerate 
Damage Stamina 
Health 
Cure Disease Resist Poison 
Fortify Fear 
Lockpicking 
Fortify Carry Restore 
Weight Stamina 
Damage Lingering 
Magicka Damage 
Regen Stamina 
Damage Invisibility 
Stamina 
Waterbreathi Regenerate 
ng Health 
Ravage Fortify 
Magicka Pickpocket 
Index 





Quaternary Value gp 
Effect 

Damage 1 

Stamina Regen 

Damage pi) 

Stamina Regen 

Fortify 1 
Conjuration 


Invisibility a 


Regenerate 50 
Magicka 


Fortify Illusion 4 


Resist Fire 2 
Regenerate 0 
Health 

Fear 20 
Fortify 8 
Destruction 


Resist Magic 10 


Fortify 5 
Pickpocket 
Lingering I 
Damage 

Health 
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Pearl 


Pine Thrush 
Egg 


Poison 
Bloom 


Powdered 
Mammoth 
Tusk 


Purple 
Mountain 
Flower 


Red 
Mountain 
Flower 


River Betty 


Rock 
Warbler 


Egg 

Sabre Cat 
Tooth 
Salmon Roe 


Salt Pile 


Scaly 
Pholiota 


Contents 


Restore 
Stamina 


Restore 
Stamina 


Damage 
Health 


Restore 
Stamina 


Restore 
Stamina 


Restore 
Magicka 


Damage 
Health 


Restore 
Health 


Restore 
Stamina 


Restore 
Stamina 


Weakness to 
Magic 


Weakness to 
Magic 


Secondary | Tertiary Quaternary 
Effect Effect Effect 
Fortify Restore Resist Shock 
Block Magicka 
Fortify Weakness to Resist Shock 
Lockpicking Poison 
Slow Fortify Carry Fear 

Weight 
Fortify Weakness to Fear 
Sneak Fire 
Fortify Lingering Resist Frost 
Sneak Damage 

Magicka 
Ravage Fortify Damage 
Magicka Magicka Health 
Fortify Slow Fortify Carry 
Alteration Weight 
Fortify One- Damage Weakness to 
Handed Stamina Magic 
Fortify Fortify Weakness to 
Heavy Smithing Poison 
Armor 
Waterbreathi Fortify Regenerate 
ng Magicka Magicka 
Fortify Slow Regenerate 
Restoration Magicka 
Fortify Regenerate Fortify Carry 
Illusion Stamina Weight 

Index 





15 
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Quaternary 
Effect 





Scathecraw 


Silverside 
Perch 


Skeever Tail 


Slaughterfis 
h Egg 


Slaughterfis 
h Scales 


Small 
Antlers 


Small Pearl 


Snowberries 


Spawn Ash 


Spider Egg 


Spriggan 
Sap 


Contents 


Ravage 
Health 


Restore 
Stamina 


Damage 
Stamina 
Regen 


Resist 
Poison 


Resist Frost 


Weakness to 
Poison 


Restore 
Stamina 


Resist Fire 


Ravage 
Stamina 


Damage 
Stamina 


Damage 
Magicka 
Regen 


Secondary 
Effect 
Ravage Ravage 
Stamina Magicka 
Damage Ravage 
Stamina Health 
Regen 
Ravage Damage 
Health Health 
Fortify Lingering 
Pickpocket Damage 
Health 
Lingering Fortify 
Damage Heavy Armor 
Health 
Fortify Lingering 
Restoration Damage 
Stamina 
Fortify One- | Fortify 
Handed Restoration 
Fortify Resist Frost 
Enchanting 
Resist Fire Fortify 
Enchanting 
Damage Fortify 
Magicka Lockpicking 
Regen 
Fortify Fortify 
Enchanting Smithing 
Index 





Lingering 
Damage 
Health 


Resist Frost 


Fortify Light 
Armor 


Fortify 
Stamina 


Fortify Block 


Damage 
Health 


Resist Frost 
Resist Shock 
Ravage 
Magicka 
Fortify 


Marksman 


Fortify 
Alteration 


15 


20 


15 
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Quaternary 
Effect 


Value gp 





Swamp 
Fungal Pod 


Taproot 


Thistle 
Branch 


Torchbug 
Thorax 


Trama Root 


Troll Fat 


Tundra 
Cotton 


Vampire 
Dust 


Void Salts 


Wheat 


White Cap 


Wisp 
Wrappings 
Yellow 


Mountain 
Flower 


Contents 


Resist Shock 


Weakness to 
Magic 


Resist Frost 


Restore 
Stamina 


Weakness to 
Shock 


Resist 
Poison 


Resist 
Magic 


Invisibility 
Weakness to 


Shock 


Restore 
Health 


Weakness to 
Frost 


Restore 
Stamina 


Resist 
Poison 


Secondary 

Effect 

Lingering Paralysis 

Damage 

Magicka 

Fortify Regenerate 

Illusion Magicka 

Ravage Resist Poison 

Stamina 

Lingering Weakness to 

Damage Magic 

Magicka 

Fortify Carry Damage 

Weight Magicka 

Fortify Two- Frenzy 

handed 

Fortify Fortify Block 

Magicka 

Restore Regenerate 

Magicka Health 

Resist Magic Damage 
Health 

Fortify Damage 

Health Stamina 
Regen 

Fortify Restore 

Heavy Magicka 

Armor 

Fortify Fortify Carry 

Destruction Weight 

Fortify Fortify 

Restoration Health 

Index 





Restore Health 


Restore 
Magicka 


Fortify Heavy 
Armor 


Fortify 
Stamina 


Slow 


Damage 
Health 


Fortify Barter 


Cure Disease 


Fortify 
Magicka 
Lingering 
Damage 
Magicka 


Ravage 
Magicka 


Resist Magic 


Damage 
Stamina Regen 


15 


125 
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PART 2: LORE 
CHAPTER L: GODS AND DEITIES 


Nine Divines 


Akatosh — The Dragon God of Time and chief god of the pantheon 

Arkay — God of the Cycle of Life, Death, and Mortals burials and funeral rites 

Dibella — Goddess of Beauty 

Julianos — God of Wisdom and Logic 

Kynareth — Goddess of Air, wind, sky and the Elements 

Mara — Goddess of Love and compassion, the Mother Goddess 

Stendarr — God of Mercy, Justice, charity, luck, and righteous rule by might and 
merciful forbearance 

Talos — Hero-god of Mankind, God of Might, Honor, State, Law, Man, War and 
Governanc 

Zenithar — God of Work and Commerce, Trader God 


Known Daedric Princes 


Azura — A Prince who maintains/draws power from the balance of night and day, light 
and dark 

Boethiah — The Prince of deceit, secrecy, conspiracy, treason, and unlawful overthrow 
of authority 

Clavicus Vile — The Prince of deals, pacts, power, bargains, and serenity through wish 
fulfillment. 

Hermaeus Mora — The formless Daedric Prince of knowledge and memory, seeks to 
possess all that is knowable 

Hircine — The Prince of the hunt, sport, the Great Game, and the Chase 

Jyggalag — The Prince of logical order and deduction, upholds strict order above all else 
Malacath — The Prince whose sphere is the patronage of the spurned and ostracized 
Mehrunes Dagon — The Prince of destruction, violent upheaval, energy, and mortal 
ambition 

Mephala — The Prince of unknown plots and obfuscation, a master manipulator, a sewer 
of discord 

Meridia — The Prince of the energies of all living things, enemy of the undead and all 
who disrupt the flow of life 

Molag Bal — The Prince of domination and spiritual enslavement, seeks to ensnare 
souls within his domain 
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Namira — The Prince of the "ancient darkness," the patron of all things considered 
repulsive 

Nocturnal — The Prince of the night and darkness, the patron of all things secretive 
Peryite — The Taskmaster, the Daedric Prince of Pestilence, desires order in his domain 
Sanguine — The Prince of hedonism, debauchery, and the further indulgences of one's 
darker nature 

Sheogorath — The infamous Prince of Madness, whose motives are unknowable 
Vaermina — The Prince of dreams and nightmares, a deliverer of evil omens and dark 
portents 
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CHAPTER 2: CONCEPTS 


Towers 


Description: The Towers are various constructs, both natural and artificial, located all 
across Nirn. Their existence ensures Mundus remains stabilized as they uphold the 
barriers between the mortal plane and the realms of Oblivion. 

Each tower bears a stone that serves as its heart and provides it with stability and power. 
If a stone is ever removed from a tower or destroyed, the tower becomes inert or 
deactivated. Should all existing towers fail, Mundus itself would cease to exist. 

To fully grasp the concept of the Towers, it is important to understand their origins. When 
Mundus was originally created, several Et'Ada became dissatisfied with their creation and 
left the mortal plane. One of the most notable was Magnus, the god of magic and the 
architect of Mundus. In his departure to Aurbis he tore a hole into Aetherius, which 
became the sun. Soon after many other Et'Ada followed him, they became known as the 
Magna Ge and left smaller holes in the sky, which became the stars. 


Convention 

After the departure of the Et'Ada, Akatosh/Auri-El returned to Mundus and arranged a 

meeting of the remaining Aedra outside aurbic time. The purpose of this meeting, known 

as Convention, was to decide Lorkhan's punishment for his involvement in the creation of 

Mundus. 

Akatosh's vessel planted itself into Nirn and became the Adamantine Tower, also known 

as Ada-mantia or Ur-Tower, and it was on this first tower that the Convention took place: 
"Auriel-that-is-Akatosh returned to Mundex Arena from his dominion planet, 
signaling all Aedra to convene at a static meeting that would last outside of 
aurbic time. His sleek and silver vessel became a spike into the changing earth 
and the glimmerwinds of its impact warned any spirit that entered aura with it 
would become recorded-- that by consent of presence their actions here would 
last of a period unassailable, and would be so whatever might come later to these 
spirits, even if they rejoined the aether or succumbed willingly or by treachery to 
a sithite erasure. Thus could the Aedra and their cohorts truly covene in 
realness." 

—Nu-Mantia Intercept, Letter 4 


The Zero Stone 


The concept of the Stone is also introduced, specifically the Zero Stone. When Ada- 
mantia was created, its stone was the Convention itself. This Zero Stone also became the 
basis for every other stone that came after. 
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"Our forebears saw the erection of Ada-mantia, Ur-Tower, and the Zero Stone. Let the 
Elders acknowledge this truth: every Tower bears its Stone. The impossipoint of the 
Convention was the first, though another bears the true title of First Stone." 


Stones themselves are magical or physical constructs that allow a tower to focus its 
energy in order to mold creation. The stones are imbued with creatia magic that comes 
directly from Aetherius, however stones were often borrowed from the realm of Oblivion 
and grafted to the tower, as this was much easier than trying to access Aetherius. 


Heart of Lorkhan 


The outcome of the Convention was to separate Lorkhan from his divine heart as 
punishment for his role in the creation of Mundus. Trinimac tore out Lorkhan's heart and 
Auri-E]l fastened it to an arrow and shot it into the sea where Red Mountain eventually 
formed. 

The Red Mountain became the second Tower and its stone was the Heart of Lorkhan, also 
known as the First Stone. The Heart of Lorkhan granted Mundus with a special kind of 
divinity and allowed the remaining Et'Ada to leave without it becoming unraveled, while 
the Zero Stone provided linearity of existence. The Et'Ada who remained either died or 
eventually degenerated into the Ehlnofey, the progenitors of man and mer. 

Each tower bears one of these focusing stones that provides it with stability and power. If 
a stone is ever removed from a tower or the link between the stone and tower is severed, 
the tower becomes deactivated. 


Aldmeri schism 

The most powerful of lesser spirits in the time after the Convention were the Aldmer. 
Upon witnessing their chief deity, Auri-El, leave Mundus, they were eager to follow in 
his footsteps. They sought to emulate the two existing Towers so they built several of 
their own in order to achieve divinity. 

Eventually, the Aldmer began to split into distinct cultural groups that gave birth to the 
various races of Mer, such as the Altmer, Dwemer, Chimer and Ayleids. Each race 
attempted to achieve divinity in their own way. The Altmer built Crystal-Like-Law, the 
Ayleids founded White Gold Tower and the Dwemer created the Numidium. 

Nu-Hatta asserts that the continent of Aldmeris, the supposed original homeland of the 
Aldmer, is a myth. He explains the "destruction of Aldmeris" was in fact the schism that 
took place between the Aldmer, and that the concept of Aldmeris or Old Ehlnofey was 
simply a set of shared ideals Elves held at the beginning of time. He concludes this with 
the statement that all mortal life began on Tamriel. 
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Known Towers 
The exact number of towers is unknown. Ada-Mantia and the Red Tower are the only two 


that were created by the et'Ada, most of the others were made by the various races of 
Mer. 


Ada-Mantia 


The Adamantine Tower, also known as the Direnni Tower was the first Tower. It was 
created on the island of Balfiera in the Illiac Bay and is believed to be the oldest known 
structure in Tamriel. It is considered an active tower and its stone is known as the Zero 
Stone, which is the Convention. 


Red Tower 


Red Mountain was the second Tower that was created when Auri-El and Trinimac killed 
Lorkhan and shot his heart into Vvardenfell. Red Mountain grew around its stone, the 
Heart of Lorkhan, and it granted a special kind of divinity to Mundus. With two Towers 
in place Mundus was stable, so Auri-El and several other Aedra left the mortal plane. The 
Aldmer, seeking to follow Auri-El and achieve divinity, began to construct their own 
Towers. 

The Red Tower was deactivated at the conclusion of The Elder Scrolls I: Morrowind 
when the Nerevarine infiltrated Dagoth Ur's citadel and destroyed the various power 
tapping enchantments placed around the Heart of Lorkhan. Once the enchantments were 
destroyed, the Heart disappeared. The mountain later erupted in 4E 05. 


Crystal-like-Law 

The Crystal Tower is located in Alinor in the Summerset Isle. It was built by the Altmer 
in ancient times and served as the pinnacle of arcane research, predating the Arcane 
University and College of Winterhold. During the Oblivion Crisis, it was turned over to 
the Thalmor, however it was attacked and destroyed by legions of Daedra. Its stone was 
said to be "a person". 


White Gold 


The White-Gold Tower is the ancient structure which dominates the Imperial City in 
Cyrodiil. It was built by the Ayleids as a means of refocusing the powers of creation to 
reach divinity, rather than let the power of magic disseminate. 

Although the tower was built with a central spire the structure itself resembles the Wheel, 
with eight lesser towers forming a ring around it. This formation is described as a unique 
"Wheel within the Wheel" and gives the White-Gold Tower a power over creatia unlike 
any of the other Towers. While other Towers bind magic and bleed it, the White-Gold 
Tower harnessed the power of creation. 

Its stone was the Chim-el Adabal, the central gemstone within in the Amulet of Kings. 
During the events of The Elder Scrolls [V: Oblivion the Amulet was destroyed, which in 
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turn deactivated the Tower, however it may have been reactivated with the intervention of 
Akatosh's avatar at the Temple of the One. 

According to the Prophecy of the Dragonborn recorded on Alduin's Wall, the fall of the 
White Tower occurred during the Oblivion Crisis—"When the Dragonborn Ruler loses 
his throne, and the White Tower falls." 


Orichalc 


The Orichalc Tower was believed to have been located on the continent of Yokuda. It was 
built by the Lefthanded Elves and is likely to have been constructed from Orichalcum. 
The Tower was deactivated when a Redguard attempted to perform the swordstroke 
"Pankratosword" and Yokuda sank into the ocean. Its stone was said to be "a sword”. 


Walk-Brass 


Walk Brass, also known as the Brass Tower , is the Numidium—the brass god created by 
the Dwemer. During the Battle of Red Mountain in 1E 700, the entire Dwemer race 
disappeared. It sat dormant until it was traded to Tiber Septim by the Tribunal for 
autonomy from Cyrodiil. It was used to assault the Second Aldmeri Dominion and unite 
the Empire. It was later destroyed by Zurin Arctus, the Underking. 

During the events of The Elder Scrolls II: Daggerfall it was rebuilt and used again, which 
resulted in the Warp in the West, after which it disappeared from existence. 

Its stone was originally the Heart of Lorkhan. The Mantella, a powerful soul gem that 
contained the oversoul of Talos, Zurin Arctus and Ysmir, was used as its replacement 
after the disappearance of the Dwemer. 


Green-Sap 

Green-Sap has been stated to be made up of a large network of Graht-oak trees in which 
began with the Elden Tree of the secret Elden Grove, all in which are planted with a 
‘perchance acorn'. The stone of Green-Sap is said to be "a fruit", with a perchance acorn 
being referred to as a stone. 

Following the Alessian Slave Rebellion, the Elden Tree was almost converted in a new 
White-Gold after an Ayleid known as Anumaril attempted to convert the region into a 
new home for the Ayleids. Anumaril stopped the Elden Tree from moving by turning its 
perchance acorn into a definite acorn, but his plan to convert the tree was unsuccessful. 
When Queen Ayrenn stepped into The Orrery beneath the Elden Tree in 2E 582, she 
emerged as herself, proving to the Bosmer that she was a righteous and true queen. 
Another major hub of the Green-Sap tower is the Graht-Oak of Falinesti. In the late Third 
Era the city stopped walking and rooted itself for the first time in recorded history. 


Snow Throat 


Snow Throat, also known as the Snow Tower, is typically interpreted as the Throat of the 
World in Skyrim. According to Alduin's Wall, the Snow Tower lies "sundered, kingless, 
bleeding" in the Fourth Era. 
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Its stone is said to be "The Cave." The peak is described as being only half there — this 
alludes to the time wound and the Dragon Break that occurred at the summit during the 
Dragon War. 


Deactivation of the Towers 


Because the Towers maintain the barriers between the mortal plane and Oblivion, 
whenever one is deactivated or destroyed, the barrier weakens. 

A Tower can be deactivated in a number of ways. These include the destruction of the 
Tower, its Stone or by severing the link between the Tower and the Stone that powers it. 
An example of this is when Emperor Uriel VII was killed during Oblivion. This event 
temporarily severed the link between White-Gold Tower and its Stone, the Amulet of 
Kings. This in turn weakened the barriers of the mortal plane and the Oblivion Crisis was 
the result, as foretold by Nu Hatta. 

In another text written by Michael Kirkbride, called the Altmeri commentary on Talos, 
talks of a Thalmor plot regarding Talos and man. The text essentially reveals the Aldmeri 
Dominion are possibly involved in a master plan where they wish to undo the mortal 
plane itself by deactivating the last known Towers. 


To kill Man is to reach Heaven, from where we came before the Doom Drum's iniquity. 
When we accomplish this, we can escape the mockery and long shame of the Material 
Prison. To achieve this goal, we must: 


1 Erase the Upstart Talos from the mythic. His presence fortifies the Wheel of the 
Convention, and binds our souls to this plane. 

2 Remove Man not just from the world, but from the Pattern of Possibility, so that 
the very idea of them can be forgotten and thereby never again repeated. 

3 With Talos and the Sons of Talos removed, the Dragon will become ours to unbind. 
The world of mortals will be over. The Dragon will uncoil his hold on the 
stagnancy of linear time and move as Free Serpent again, moving through the 
Aether without measure or burden, spilling time along the innumerable roads we 
once traveled. And with that we will regain the mantle of the imperishable spirit. 


Fallen gods 

According to the Aldmeri creation myth, the Aldmer were once gods. Lorkhan tricked the 
other Aedra into creating Mundus, thus trapping their descendents, the Aldmer, as 
mortals. They considered this a great cruelty as they were severed from their divine roots. 
As time passed and the various races of Mer emerged, not all saw their mortality as a 
negative. The Psijic Order accepted their mortality and meditate on it. The Dunmer see 
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their mortality as a challenge. Many Altmer seek to re-achieve divinity through other 
means, such as following Auri-El's example. 


Thalmor endgame 


According to this text, in the Fourth Era the Third Aldmeri Dominion adopted a militant 
stance on the matter and sought to return to immortality at any cost. 

This harsh course of action was the result of the Altmer no longer having the knowledge 
of reaching divinity that Auri-E] taught their ancestors. Because of this they see no need 
in the Towers. They are no longer gateways to Aetherius from their material prison, but 
rather the iron bars in their prison cell. The Aldmeri Dominion therefore wish to smash 
these bars and escape the mortal plane. 

Their method of achieving divinity first involves removing Talos, god-king of man, from 
the pantheon of worship. In a world where the beliefs of it's inhabitants has a direct 
influence on the Gods, stopping the worship of Talos would cause him to cease to exist 
and therefore no longer be an obstacle in the Thalmor's scheme. This part of the scheme 
was partially realized with the sack of the Imperial City during the Great War and the 
introduction of the White-Gold Concordat, the law that forbid Talos worship in the 
Empire. 

The "Sons of Talos" or Men are also seen as an obstacle, so they seek to remove Man 
from the equation. Simply killing every human would not suffice, rather the very notion 
of man must be eliminated. This would be achieved by deactivating the aformentioned 
Towers that hold up Mundus. 

By the Fourth Era several Towers have already been deactivated or destroyed, namely 
Red Tower, Crystal Tower, Orichalc and Walk Brass. The White-Gold may have been 
reactivated with the intervention of Akatosh at the Temple of the One during the Oblivion 
Crisis and it's unknown if Green-Sap or Snow Throat are active or not. 

Once these two goals have been achieved, the Thalmor's master plan of achieving 
divinity would be complete. If all the Towers were deactivated, the eternal cycle of death 
would cease and Mundus would dissolve back into its original primordial state, unbound 
by the laws of physics and reality; time and space would have no meaning, neither would 
despair or discord. 


Elder scrolls 


The Elder Scrolls are artifacts of unknown origin and quantity, being simultaneously 
archives of historic, past and future events. They often tell of events that require a Hero to 
resolve them, although the Scrolls themselves do not select such individuals. They are 
also known as the "Aedric Prophecies," suggesting that they may have been created by 
the Aedra, although this designation may be inaccurate. Without technological aid, Elder 
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Scrolls cannot be read without extreme side-effects, among which are blindness!3!I4] and 
insanity. 

The Elder Scrolls are said to "exceed both Aedra and Daedra", implying that neither 
group of deities created them. 

Until the events each Scroll describes comes to pass, they contain information about 
possible events in the future, with each viewing containing a possible version of events. 
Once a prophecy contained in an Elder Scroll is enacted in Tamriel, the text of the 
parchment becomes fixed. After that time, all readers ingest the same divine message, 
creating a historical document declaring the unequivocal truth of a past event. Scholars 
cannot argue the bias of the writer of an Elder Scroll, and the contents of a scroll, once 
solidified, cannot be altered by any known magic. 

The Scrolls have some relation to time, and offer a view through a fixed point in time to 
the flow to time itself. However, they appear to be dependent on the flow of time in order 
to function; events which alter the linearity of time, known as Dragon Breaks, cannot be 
recorded or predicted by the Elder Scrolls. 

Paarthurnax explains that dragons are uniquely vulnerable to the effects of the Elder 
Scrolls, being born of Akatosh, the god of time. This would explain how Alduin was cast 
into the future and how a Time Wound was formed at the point of his exile. 


Mantling 


Mantling is a process whereby an individual can achieve apotheosis; that is, become a 
god. It is frequently considered one of the Six Walking Ways, the Fourth, and is 
sometimes called the Steps of the Dead. 

The process of mantling appears to involve taking up of a role, which then grants the 
person the power and, to an extent, the identity, associated with that role. It can be used to 
reshape the nature of gods, and in the examples that we have of the process all involve 
the manipulation of a deity in some form. 


Possible examples 

Note that none of these examples are fully confirmed by independent sources, or stated 
fully to be "mantling" in any context. Their status is therefore debatable, but are 
discussed here to provide examples of this concept. 


Talos 


The Arcturian Heresy gives an account that implies that Hjalti Early-Beard, Zurin Arctus 
and Wulfharth mantle Lorkhan in their construction and use of the Numidium. Of 
particular note, the Underking loses his heart and tears a hole in Zurin's chest, mimicking 
Auriel's or Trinimac's tearing out of Lorkhan's heart. In addition to this, Tiber Septim led 
a war against the mer, just as Lorkhan had led a war against Auri-El. 
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Sheogorath 

During the Greymarch at the end of the Third Era, the Champion of Cyrodiil undertook a 
variety of tasks to defeat Jyggalag. At the end of this process, Jyggalag addresses the 
Champion as Sheogorath, suggesting that they have become the same being at that point. 


The Tribunal 


One of Vivec's writings may imply that the Tribunal have mantled the Anticipations, in 
claiming that "Six are the guardians of Veloth, three before and they are born again", 
Vivec is implying that the Tribunal took on the roles of Azura, Boethiah and Mephala by 
mantling. The Tribunal Temple implies that this may be their orthodox claim to divinity, 
stating that the Tribunal became "high ancestor spirits" where the Daedra are "ancestor 
spirits", with the strong implication that the Tribunal and the Daedra became one and the 
same kind of being, at least in respect to Dunmer theology. 

The Trial of Vivec further implies that the Tribunal stole worship from the Anticipations, 
and Vivec states, "from [the Anticipations'] basis did we spring, called to heaven by 
violence, our people throwing our mantles to us across stars, and across time, and magic 
and dream, and here we remain."However, the same source states that this was not the 
Tribunal's primary path to godhood. 
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CHAPTER 3: DAWN ERA 


The Dawn Era is the period of pre-history that includes the creation of the universe, prior 
to the advent of mortals on Tamriel. The events that occurred during this era are known 
only through myth and religious teachings, and interpretations vary from culture to 
culture. During the Dawn Era, time did not originally exist, and even when it was created 
it followed an incomprehensible nonlinear path, such as what is seen in a Dragon Break.!) 
Most scholars, however, agree to a single common series of events that led up to the start 
of recorded history. 


Creation 

The creation of the universe began with the Chaos of the pre-universe. From this 
primordial nothingness, the twin forces of order and chaos arose, in the form of Anu and 
Padomay. Anu and Padomay both birthed their own souls, Anui-El (Anu's soul) and Sithis 
(Padomay's soul), and the interplay between these two opposite forces created what is 
known as the Aurbis. After this, other beings began to form from the Void. The First 
amongst these were Auri-El and Lorkhan who were both the birth souls of Anui-El and 
Sithis, Lorkhan being born from Sithis while Auri-El was birthed from Anui-El. Auri-El 
brought the concept of time into existence. With the genesis of time, the turbulent Aurbis 
began to stabilize and other et'Ada were able to form their own identities, distinct from 
each other, and hundreds of such divine beings were formed. 


Lorkhan's plan 

Anu and Padomay's constant struggle had created a number of planes for the et'Ada to 
inhabit, but not all of them were content. One, called Lorkhan, who was created by Sithis, 
approached the others with a plan to create their own plane. He proposed the creation of 
the mortal plane, Mundus, and its population with beings of the et'Ada's creation. 
Lorkhan managed to convince a number of his peers to aid him in his plan, including 
Auri-El. These divines are collectively referred to as the Aedra, while the rest of the 
et'Ada are Daedra. (These terms have no meaning during the Dawn Era, as they are 
explicitly relative to the mer and their ancestral beliefs.) These Aedra began to form the 
mortal plane, but soon realized that they had been tricked. Although Anu and Padomay 
were infinite, the et'Ada were not. They realized that they were giving up parts of 
themselves to form this new world, something Lorkhan (according to mer tradition) was 
fully aware of.!2) 

During this process, Lorkhan's heart was removed, and made into a magical stone. 


Departure of the gods 
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Many of the gods departed the mortal plane before it was complete. Chief among these 
was Magnus, the architect of Lorkhan's plan, who fled Mundus to return to Aetherius. His 
departure opened a hole in the barrier between planes, allowing magic to flood into 
Mundus. Not all of the gods chose to leave, however. Some, the Eight Divines, bound 
themselves to the new plane, but returned to their own planes in the end. These became 
the gods of many of the new inhabitants of the world, and were seen from Nirn as planets 
in the night sky. 

One group of these beings fully surrendered their divinity, and formed the Ehlnofey. This 
now mortal race began to procreate in the physical sense, and eventually diverged into the 
mortal races of the Mythic Era. The remaining divines, before leaving Nirn to the 
mortals, created the Adamantine Tower, and convened there to decide Lorkhan's fate. 

At the end of the Dawn Age, Lorkhan was permanently bound to his creation when his 
heart was ripped from his body and cast down to Tamriel. There it would form 
Vvardenfell, the Red Mountain volcano, and remain dormant for thousands of years. The 
remaining gods then left Nirn, allowing time to stabilize and flow linearly. This marked 
the start of recorded elven history, and the beginning of the Merethic Era. 
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CHAPTER 4: MERETHIC ERA 


The Merethic Era (Meaning "Era of Elves" in Nordic), colloquially known as the Mythic 
Era in the Cyrodilic tongue and also known as the Merithic Era, was the period of time 
immediately following the Dawn Era, a period during which time followed a nonlinear 
path and was generally considered to be the era of time during which the Aedra created 
the realms of Mundus and Aetherius, and the Daedra created the various spheres of 
Oblivion. The term "Merethic" came from the Nordic language and literally meant "The 
Era of the Elves." The Merethic Era was thought of by early Nord scholars as a series of 
years numbered in reverse chronological order (Beginning with ME2500 and counting 
down with each passing year) from the "beginning of time" —the founding of the 
Camoran Dynasty in the Bosmer, or Wood Elf, homeland of Valenwood which was 
recorded as Year Zero of the First Era. 

The prehistoric events of the Merethic Era were compiled by both Aldmer and Nedic 
scholars, but were generally recorded using their traditional Nordic Merethic dates. 

The earliest Merethic date cited by King Harald's Nordic scholars in Skyrim during the 
First Era was ME 2500—the Nordic reckoning of the first year of linear time as opposed 
to the largely nonlinear time of the preceding Dawn Era. As such, the Merethic Era 
extended from ME 2500 in the distant past to ME 1 —the year before the founding of the 
Camoran Dynasty in Valenwood by the Bosmer and the construction and establishment of 
the White-Gold Tower as an independent city-state in Cyrodiil by the Ayleid. 


Early Merethic Era 


The first year of the Merethic Era was ME 2500 and was considered the first year of time 
on Nirn. The Merethic Era was a series of years numbered in reverse chronological order 
from the founding of the Camoran Dynasty and thus the Merethic Era extended from ME 
2500 in the distant past to ME 1 —the year before the founding of the Camoran Dynasty. 
During the early Merethic Era, the aboriginal Betmer, or beast-peoples, of Tamriel— 
progenitors of the modern Khajiit, the modern Argonian, the modern Sload, the modern 
Dreugh, and other "beast folk," some gone by the end of the Third Era and some so shy 
or rare that their presence was seldom detected, lived in preliterate communities 
throughout Tamriel. Sometime during this Era, or possibly the previous Dawn Era, 
Cyrodiil's Runestones were built. 

Eventually, however, it came to the point where Oblivion first began to trouble the 
inhabitants of Nirn. For the most part, the Daedric Princes were pleased with their 
arrangement, for they always had worshipers and servants and playthings close at hand. 
But, at the same time, they sometimes looked with envy upon the Mortal Realms, or 
Mundus, for though they considered mortals foul and feeble and contemptible, their 
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passions and ambitions were also far more surprising and entertaining than the antics of 
the Lesser Daedra. Thus did the Daedric Princes court and seduce certain amusing 
specimens of the Mortal Races, especially the passionate and powerful. It gave the 
Daedric Princes special pleasure to steal away from Lorkhan and the Aedra the greatest 
and most ambitious mortals. 

In the aftermath of the war, the Mer retained their ancient power and knowledge, but the 
Nedes, or Men, were more numerous and toughened by their long struggle to survive on 
Nirn. This war had reshaped the face of Nirn as Lorkhan shattered the land into many, 
sinking much of the land beneath new oceans and leaving the lands as the people of the 
Third Era knew them: Tamriel, Akavir, Atmora, and Yokuda. The Merish realm, although 
ruined, became Tamriel. 

The Dragon Cult was also formed, with multiple leaders known as Dragon Priests, 
stationed throughout Skyrim and Solstheim. The cult was made up of the most loyal 
followers of dragons, who at the time ruled over Skyrim. 

The first settlements were distributed at wide intervals on islands along the entire coast of 
Tamriel. They settled in the Summerset Isles, and they began to spread out eastward. 
Later, inland settlements were founded primarily in fertile lowlands in southwest and 
central Tamriel. Early Aldmer society was agricultural and politically egalitarian and 
employed a system of ancestor worship. Wherever the Betmer encountered the Aldmer, 
the sophisticated, literate, technologically advanced Aldmer cultures displaced the 
primitive Betmer into the jungles, marshes, mountains, and wastelands. 

Gradually, as the society grew, social stratification increased. A hierarchy of classes began 
to form, which was still largely enforced in Summerset in the Fourth Era. The religion of 
the people also changed because of this change in society: no longer did the Aldmer 
worship their own ancestors, but the ancestors of their "betters." Auri-El, Trinimac, 
Syrabane, and Phynaster were among the many ancestor spirits who became Gods. 

A group of Elders rebelled against this trend, calling themselves the Psijics, the keepers 
of the old ways of Aldmeris. With their mystical powers, they were able to settle in 
Artaeum, away from what they considered the corruption of their society. They continued 
to return to the land to act as advisors, but never again would they call Summerset home. 
It was about that time that many Aldmer left Summerset to settle the mainland of Tamriel. 
Aldmeri explorers mapped the coasts of Vvardenfell, building the First Era High Elven 
wizard towers at Ald Redaynia, Bal Fell, Tel Aruhn, and Tel Mora in Morrowind. The 
mer called Topal the Pilot, the earliest known Aldmer explorer of Tamriel, may have 
sailed the seas around Tamriel at this time. Furthermore, three ships were assigned to find 
a passage back to Aldmeris so that the Aldmer now living in Summerset could learn what 
became of their old homeland. They used three varieties of crystalline balls to attempt 
this, one that pointed southward, one that pointed northeast, and one that pointed 
northwest; attuned to particular lines of power. 
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These were the Waystones, which each of the pilots used to point their craft in the 
direction they were assigned to go. A ship with a name not mentioned traveled to the 
northwest, towards Thras and Yokuda. The Pasquiniel took the southern waystone, and 
must have sailed down towards Pyandonea. Topal and his northeast waystone found the 
mainland of Tamriel. They were caught in a storm and those who survived found their 
way to the Summerset Isles, but without their waystones they did not know what 
direction their homeland was. Only one of the ships returned, and it was not known if 
either or both of the other two found Aldmeris, or perished at sea or at the hands of the 
ancient Maormer, Sload, or Redguards. 

During this time, genuine celestial minerals were gathered by travelers to Aetherius, 
presumably by the Sun Birds of Alinor. The untenable expenditures required to reach 
magic by magicka, Aetherius, brought an end to these ventures. 

The Altmer that stayed in the Summerset Isles did their best to advocate "the will of 
Anuiel" and so embraced the chrysalis of the Convention; though the Adamantine Tower 
in High Rock was rediscovered and captured by the Direnni Clan, a prominent and 
powerful Aldmeri clan. As they were the most powerful of the lesser spirits in the ages 
after the Convention and eager to emulate what they saw, the descendants of the Aldmer 
began construction of their own towers. That they built more than one showed that they 
were not of one mind. The Crystal Tower, also known as Crystal-Like-Law, was built in 
the Summerset Isles. 

With various explorations done and the Direnni finding the Adamantine Tower, the 
Ayleids settled in Cyrodiil. Here the White-Gold Tower was built by the Ayleids, who 
went to Cyrodiil and harvested castaway creatures from Oblivion by entering a pact with 
the Daedra. The Tower, a conduit of creatia, was built to bring about a reversal of the 
congealing spiritual bleed caused by the Convention. In other words, it was a focus-point 
for re-reaching the divine. 

The Ayleid, or Wild Elven, settlements flourished in the forests surrounding White Gold 
Tower; preserving the Dawn Era magicks and language of the Aldmer. Ostensibly a 
tribute-land to the High King of Alinor, the Heartland's long lines of communication from 
the Summerset Isles' sovereignty effectively isolated Cyrodiil from the High Kings at 
Crystal Tower. Over time, they became a distinct people, crafting a civilization whose 
ruins continued to puzzle and fascinate Third Era archaeologists and adventurers. It was 
with the coming of the Ayleid that Cyrodilic history truly began. 

Over many years, the Mer of Tamriel, or Aldmer, began to split along cultural lines 
according to their new environments and on how best to spread creation and their parts in 
it. Each Tower that was built exemplified a separate accordance. The Elves were dividing 
and that sundering of purpose is the myth of the "destruction of Aldmeris." At first the 
dividing was only temperamentally but then they became physically very distinct races 
separate from one another. The Aldmer would thus become the various merish races: the 
Dwemer, Falmer, Chimer, Altmer, Bosmer, Maormer, Orsimer and Ayleid. 
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Other Towers were also built: Orichalc in Yokuda, Green-Sap in Valenwood, Snow 
Throat, also known as the Throat of the World, in Skyrim, and several others. The Towers 
were magical and physical echoes of the Ur-Tower, Ada-mantia, just as the Stones are 
magical and physical echoes of the Zero Stone, by which a Tower might focus its energy 
to mold creation. 

Oftentimes, the Stones borrowed surplus creation from Oblivion, grafting it to the 
terrestrial domain of its anointed Tower. It was difficult to bypass Oblivion to go directly 
to creation's source, the Aetherius. It was done though, but not without great expenditure, 
mundane and otherwise. However, access to Oblivion, the Void that surrounded Mundex 
Arena, or Mundus, which the inhabitants of Nirn could touch every night, was child's 
play in comparison. Cultivating creatia that washed into the Void from Aetherius became 
the rule among Stones. 

The Daedric realms had been formed on much the same principle as the Towers built on 
the Mundus. Since the lands around them congealed in the absence of the gods they were 
unable to match the capriciousness of the Daedra. 


Late Merethic Era 


The Late Merethic Era was the period of the High Velothi Culture. The earliest Dwemer 
Freehold colonies date from this period. The Dwemer, also known as Dwarves, a free- 
thinking, reclusive Aldmer clan devoted to the secrets of science, engineering, and 
alchemy, established underground cities and communities in the mountain range, that 
would later become known as the Velothi Mountains, separating Skyrim and Morrowind. 
Other merish races like the Chimer, ancestors of the Third Era Dunmer, or Dark Elves, 
refuted all orderings and aedric measures. The Chimer were dynamic, ambitious, long- 
lived Aldmer clans devoted to fundamentalist ancestor worship. They followed the 
Prophet Veloth out of the ancestral Aldmer homelands, all under Boethiah's guidance. 
Some Chimer orphaned themselves from the Velothi Exodites and remained Chimer in 
the Third Era. Trinimac, for a very long time, fooled the Aldmeri into thinking that tears 
were the best response to the Sundering. 

Trinimac and his followers attempted to halt the Velothi dissident movement, or the 
Chimer, so Boethiah tricked Trinimac to go into his mouth, ate him, and voided him. 
Boethiah talked like Trinimac for a while, and gathered enough people to listen to him. 
Boethiah showed them the lies of the et'Ada, the Aedra, and told them that Trinimac was 
the biggest liar of them all, saying all of this with Trinimac's voice. Boethiah told the 
masses before him the Tri-Angled Truth. He showed them, with Mephala, the rules of 
Psijic Endeavor. He taught them how to build houses, and what items to bury in the 
corners. He demonstrated a different way to wear their skin. He performed the way to 
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walk to achieve an exodus. Then Boethiah relieved himself of Trinimac right there on the 
ground before them to prove all the things he said were the truth; the Orsimer, or Orcs, 
were created at that time; Altmer warped by the destruction of their leader Trinimac. 
When Trinimac was eaten by Boethiah and transformed in his insides, the followers of 
Trinimac were transferred into the Orcs. The ancient name for the Orcs was "Orsimer", 
which meant "The Pariah Folk." They then followed the Daedric Prince Malacath, the 
remains of Trinimac. Despised by everyone, especially the inviolate Auri-El, they quickly 
fled to the northern wastes, near Saarthal. They fought the Nords and the Chimer for a 
place in the world, but did not get much. 

After this, Saint Veloth, prophet and mystic, continued on to lead the Chimer out of the 
Summerset Isles and into the northeast to settle in the lands known as Resdaynia, or 
Morrowind. Through this the rule of the Dwemer was contested by another group of Mer, 
the Chimer. Despising the secular culture and profane practices of the Dwemer, the 
Chimer also coveted the lands and resources of the Dwemer, and for centuries provoked 
them with minor raids and territorial disputes. 

The remnants of the Men were left divided on the other three continents: the Nords of 
Atmora, the Redguards of Yokuda, and the Akaviri of Akavir; with Human settlements in 
Hammerfell, High Rock, and Cyrodiil as early as ME 800-ME 1000. The Hist were 
bystanders in the Aldmeris war, but most of their realm was destroyed as the war passed 
over it. A small corner of it survived to become Black Marsh in Tamriel, but most of their 
realm was sunk beneath the sea. 

To form the Khajiit, Azura made it pass the Lunar Lattice and took the forest people who 
were torn between man and beast, and she placed them in the best deserts and forests on 
Tamriel, and named them Khajiit. The Moons shone down on the marshes and their light 
became sugar, but the deserts became hot and the sands biting, the forests became wet 
and filled with poisons. Also, Y'ffre took and made some of the forest people into Elves 
and named them Bosmer. They took Mannish wives and resided in Valenwood, swearing 
never to kill, injure, or eat any of the vegetation of their new home. 

The Late Merethic Era marks the precipitous decline of Velothi culture. Some Velothi 
settled in villages near declining and abandoned, ancient Velothi towers. During this 
period, Velothi high culture disappeared on Vvardenfell Island. Degenerate Velothi 
devolved into tribal cultures which, in time, evolved into the Third Era Great Houses of 
Morrowind, or persisted as the barbarian Ashlander tribes. The only traces of that tribal 
culture to survive into the Third Era were scattered Velothi towers and the Ashlander 
nomads on Vvardenfell Island. The original First Era High Elven wizard towers along the 
coasts of Tamriel were also abandoned about this time. 

Eventually Men returned to Tamriel. The pre-literate Humans, the so-called "Nedic 
Peoples," from the continent of Atmora, also Altmora or the Elder Wood in Aldmeris, 
migrated and settled in northern Tamriel. They colonized the northern coast of Tamriel 
before recorded history. It was not a single invasion, but a series of them over hundreds 
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of years, creating many different Nedic cultures. These so-called "Nedic Peoples" 
including the proto-Cyrodilics, the ancestors of the Bretons, a mix between the Nedes and 
Aldmer, the aboriginals of Hammerfell, and perhaps a now vanished Human population 
of Morrowind. 

Last of the elected Dragon Priests. Their new masks were made of Iron, wood and gold. 
A main colonization effort was led by the legendary Ysgramor who was credited with 
developing a runic transcription of Nordic speech based on Elven principles. Ysgramor 
was following a long tradition of migration from Atmora; Tamriel had served as a "safety 
valve" for Atmora for centuries before Ysgramor's arrival. Malcontents, dissidents, rebels, 
landless younger sons, all made the difficult crossing from Atmora to the "New World" of 
Tamriel. He and his family first landed in Tamriel at Hsaarik Head, at the extreme 
northern tip of Skyrim's Broken Cape. These first settlers named the land "Mereth", after 
the Elves that roamed the untamed wilderness which then covered the whole of Tamriel. 
For a time, relations between the Atmorans and the resident Mer of Skyrim, the Snow 
Elves were harmonious, and the humans thrived in their new land, bringing more of their 
kin from the north to build the city of Saarthal. The Nedic peoples flourished and 
expanded over the last centuries of the Merethic Era, latered bolstered by the founding of 
the First Empire by Ysgramor. 

Although relations between the new human settlers and the Snow Elves were peaceful, 
the Snow Elves were alarmed by how fast the short-lived (by Elven standards) race 
reproduced. Regarding them as little more than beasts, the Snow Elves felt no shame 
when they attacked and destroyed the Atmoran settlement of Saarthal, in an event that has 
come to be known as the Night of Tears. The survivors of the attack, Ysgramor and his 
sons Yngol and Ylgar, fled to Atmora and returned with Ysgramor's Five Hundred 
Companions, beginning a genocidal slaughter of almost every Snow Elf living in Skyrim. 
Some early Nedic peoples stumbled into High Rock and upon the highly sophisticated 
culture of the Direnni, and were quickly overwhelmed and absorbed. One of the earliest 
tales of Khosey described a Nord raiding party attacking a group of what they presumed 
to be Aldmer, but who were, on closer inspection, a mongrel race between Elf and 
Human, the remnants of the earlier lost Nedic tribe. They were somewhat awkwardly 
called "Manmeri," but they were known in the Third Era as the Bretons. 

It is said that the Atmoran Dragon Cult was destroyed along with the priests (except for 
Rahgot). 

Also during the Late Merethic Era, the legendary immortal hero, warrior, sorcerer and 
king variously known as Pelinal Whitestrake, Harrald Hairy Breeks, Ysmir, Hans the 
Fox, etcetera, wandered Tamriel, gathering armies, conquering lands, ruling, then 
abandoning his kingdoms to wander again. The Camoran Dynasty was founded by King 
Eplear Camoran, recorded as Year Zero of the First Era and the scholars of Tamriel began 
to count time forward. 


End of the Era 
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The event that marked the end of the Mythic Era also represented the official end to 
Altmeri dominance on Tamriel. For the bulk of the Mythic Era, all of the elven 
communities on Tamriel pledged at least token fealty to the king on Summerset. By the 
end of the era, however, the provinces had mostly split off, and generally ignored events 
from other regions. 

The situation came to a permanent conclusion in the last year of the Mythic Era, when a 
Bosmer in Valenwood, Eplear, declared himself the first king of the Camoran Dynasty. 
Valenwood officially declared itself independent from Summerset. With a buffer between 
themselves and the island kingdom, the Ayleid of Cyrodiil also declared themselves 
independent city states, and the Mythic Era officially ended. 
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CHAPTER D: FIRST ERA 


The First Era, also called the First Age, was a time period lasting 2920 years. This article 
is a chronological record of First Era events: from the founding of the Camoran Dynasty 
to the assassination of Emperor Reman Cyrodiil III. 


First Era 


. Daggerfall defeats the Akaviri Invasion ("If Daggerfall had not spent its 
first thousand years preparing for the battles of the next thousand years, it is indeed 
conceivable that the Iliac Bay today might be Akaviri.") 


Ist Century 
1E0 
« King Eplear begins the First Era by founding the Camoran Dynasty. 
1E 20 
« The earliest recordings of the Psijic Order is recorded, telling the tale of the 
renowned Breton sage and author Voernet, traveling to the Isle of Artaeum to meet 
with Iachesis, the Ritemaster of the Psijics. 
1E 68 
» The last visit from Atmora to Tamriel occurs: two ships, largely laden with 
corpses. 


2nd Century 
1E 113 


# Harald is born. He later becomes the first Nordic ruler. 
1E 139 


» King Harald orders a campaign against the remaining Snow Elves in the region 
near Lake Honrich. 

» One of the last remnants of the Dragon Cult is discovered in the secluded 
monastery of Forelhost by one of King Harald's armies. 


1E 140 


» Skorm Snow-Strider finds Forelhost devoid of life, the cultists previously 
inhabiting the fortress having slit their own wrists or been poisoned. He loses half 
his men to poisoned water found within the monastery. 

1E 143 
» King Harald conquers Skyrim, becoming Skyrim's first High King. 
1E 198 
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» The Scouring of Wendelbeck, a battle during the Narfinsel Schism, occurs, 
marking the war's climax. 


3rd Century 
1E 200 


» The Tamrilean Tractates are written. 
1K 221 

= King Harald dies at 108 years of age. 

« The Moot is created. 

» Hyjalmer, the son of King Harald, takes his throne. 

1K 221 

« Inthe years following King Harald's death, the Dwemer of Skyrim discovered a 
considerable source of raw Aetherium in Blackreach. 

» An alliance between four Dwemer cities of Arkngthamz, Raldbthar, Mzulft, and 
Bthar-zel (now known as Deep Folk Crossing) is created to oversee the extraction, 
processing, and study of Aetherium. 

» The Dwemer construct known as the Aetherium Forge is built under the city of 
Bthalft. 

» The Aetherium Wars take place between the Dwemer city states of Skyrim. It lasts 
for several decades. 

1K 222 
» King Hjalmer dies. 
» Rule of Nordic High King Vrage the Gifted begins, right after the death of 


Hjalmer. 
1K 227 
» The Gradual Massacre begins. 
1E 240 
» King Vrage begins the Skyrim Conquests, which involves the annexation of 
Morrowind and High Rock. 
1E 240 


»  Atsome point after 1E 240, King Gellir becomes High King of Skyrim and 
conquers the weakened Dwemer city states across the land. 
1K 242 
» Alessia, her demigod lover, Morihaus-Breath-of-Kyne, and Pelinal Whitestrake, 
start the Cyrodiilic human uprising against the Ayleid. 
1K 243 
» White-Gold Tower falls. This is seen as the symbolic end of the Ayleid Empire. 
» Alessian Empire of Cyrodiil is officially formed. (The "First Empire") 
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1E 246 
«  Daggerfall is founded as the capital in Iliac Bay. 


1E 263 


» Several Ayleid princes continue to rule, as vassals of the new Empress. From here 
until 1E 498, Ayleids would continue to have minor influence, in what can be 
called the "Late Ayleid Period." 

1E 266 

« The Apotheosis of Alessia. 

» Alessian articles and Calendars begin from this year. 

« Belharza the Man-Bull becomes the Second Emperor of the Alessian Empire. 


4th Century 
1E 340 


«» The Bosmer Camoran Dynasty of Valenwood forms a treaty with the Alessian 
Order. 
1E 355 
» Clan Direnni rises to power in High Rock. 
1E 358 
« The Direnni Hegemony occurs, during which Skyrim loses significant amounts of 
land to the Direnni. 
1E 361 
» Alessians gain control of the Empire, and enforce the Alessian Doctrines of 
Marukh throughout the Empire. 
«  Ayleid lordships are outlawed. 
» Little resistance to this, and so most Ayleids simply left Cyrodiil, and many are 
absorbed into the native population of Elves in Valenwood. 


1E 369 
» The Wild Hunt takes place, and King Borgas of Winterhold is killed. 
» War of Succession begins. 
» Skyrim begins to lose its holdings in High Rock and Morrowind. 
1E 376 
» The traditional rule of Yokuda's emperors is overthrown. Each successive emperor, 
though they maintained the status of figurehead of the empire, had their powers 
very much reduced. Since then, 300 years of almost continuous civil war ensues 
between the Yokeda warlords, warrior monks and brigands, all fighting each other 
for land and power. 


1E 393 
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« The Holy Brothers of Marukh lead by Abbott Cosmas to Malada, with the intent of 
cleansing it. 


Sth Century 
1E 401 


»  Skyrim loses its foreign territory during the War of Succession. 
1E 415 
» End of the Skyrim Conquests. 


1E 416 


» Indoril Nerevar and Dumac Dwarfking form an official alliance to together protect 
Resdayn against the Nordic Invasion. 
1E 420 
«» Olaf One-Eye becomes High King of Skyrim after defeating Numinex. 
« The Pact of Chieftains is signed formally. 
» Rourken Clan of Dwemer arrives in Hammerfell, arriving in the "Deathlands." 
» Dwemer establish Volenfell as their capital. 
1E 448 
» —Rislav Larich, the future King of Skingrad, is born to King Mhorus. 
= Queen Lynada, Rislav's mother, dies shortly after giving birth to her son. 
1E 452 
» End of Olaf One-Eye's 32-year reign. 
1E 461 
« — Rislav Larich is mentioned as part of the rolls of honor for the coronation of 
Emperor Gorieus. 
1E 472 
« The Kingdoms of Skingrad and Kvatch had formerly been at war with one another, 
but peace is declared in this year. 
» Itcan be presumed that the children, Rislav and Belene, daughter of King 
Justinius of Kvatch were married here to make peace. 
1E 477 


» Clan Direnni gains control of significant portions of Hammerfell and Skyrim. 


1E 478 
« Battle of Sungard: The High Chieftain of Skyrim (Kjoric the White) is killed by 
Emperor Gorieus. 
=»  Rislav Larich is known to be in Kvatch, with Belene. 
» A great plague sweeps through Cyrodiil, wiping out King Mhorus and the rest of 
the Larich family, excepting Dorald, who had survived, as he was in Imperial City, 
as a priest of Marukh. 
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» Dorald returns home and assumes the throne of King of Skingrad.[28] 

» Dorald cedes the kingdom of Skingrad to the Empire, as he had been taught by the 
Alessian monks of Marukh that "to resist the Empire was to resist the Gods." 

» — Rislav Larich rides from Kvatch with his wife and two dozen of the King of 
Kvatch's cavalry, they arrive at Skingrad and easily defeat the city's guards, as they 
hated the new ruler. He kills Dorald, and is crowned King of Skingrad. 

« — Rislav Larich vows to fight Emperor Gorieus, despite having little experience at 
either warfare or kingship. When Gorieus arrives, he tells him that his force is "too 
large for Skingrad" and to "Next time, write before you come." 

« Rislav defeats the army of the Emperor, using archers to pick off an army that has 
no choice but to follow him. 

The Direnni clan is inspired by these events and starts making plans to rebel. 


1E 479 


» Ryain Direnni outlaws the Alessian Reform. 
1E 480 
« Aiden Direnni wins many battles against the Alessians. 
1E 482 
» Raven Direnni secures final victory of the reformists at Glenumbria Moors. 
» "The Last King of the Ayleids" joins the battle at Glenumbria Moors, on the side 
of the Direnni Clan was decisively defeated by the Alessians. 
Nenalata is a possible resting place for this final Ayleid king, although this is 
uncertain. 
1E 498 
» End of the "Late Ayleid Period," as the Alessian Order gains power and influence 
while the Elves of High Rock lose it. 
» The Direnni Clan falls out of power. 


6th Century 


1E 500 
» A song is made about Wulfharth of Atmora. Following the death of King Hoag 
Merkiller of the Alessian armies at Glenumbria Moors, Wulfharth is made King 
following the Pact of Chieftains. 
High Rock is freed from Aldmeri tyranny around this time. 


7th Century 


1E 609 
«» King Thagore of Daggerfall defeats the army of Glenpoint. 
»  Daggerfall becomes "the preeminent economic, cultural, and military force in 
southern High Rock, a position the kingdom has precariously kept ever since." 
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» Mansel Sesnit becomes prominent in Redguard society. 


1E 617 
» Mansel Sesnit is assassinated, and a commoner takes over the government. Randic 
Torn continues Sesnit's work, solidifying much of the Empire. 
1E 660 
» Mauloch is defeated at the Battle of Dragon Wall at this time, and legend credits 
the eruption of Red Mountain eight years later to his ensuing rage. 


1E 668 

« Historian Borgusilus Mailer theorizes that it was in this year that the Dwemer 
enclaves were called together by one of their powerful philosopher-sorcerers, 
possibly "Kagrenak," to embark on a great journey, one of such sublime 
profundity that they abandoned all their cities and lands to join the quest to foreign 
climes as an entire culture. 

» Red Mountain erupts, and the Sun's Death occurs. 

» It is supposed that the "Sun's Death" event greatly affected the Nirnroot plant 
species. 


1E 675 


« The events of Poison Song take place in Gorne. 


8th Century 
1E 700 


» A Dragon Break occurs; as such, no account of what transpires at Red Mountain in 
this year is necessarily any more accurate than any other. 

« Battle of Red Mountain. 

« War of the First Council ends: A religious conflict between the secular Dunmer 
Houses Dwemer and Dagoth and the orthodox Dunmer Houses Indoril, Redoran, 
Dres, Hlaalu, and Telvanni. The First Council was the first pan-Dunmer governing 
body, which collapsed over disputes about sorceries and enchantments practiced 
by the Dwemer and declared profane by the other Houses." 

« Disappearance of the Dwemer. ca. 1E700. 


1E 720 

»  Frandar Hunding (Redguard) was born in this approximate year. 
1E 734 

»  Frandar's father dies. 
1E 737 


#  Randic Torn dies. 


1E 750 
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» By this approximate year, Frandar Hunding has won over ninety battles; having 
killed his opponents in each, he is deemed "Virtually invincible with a sword." 
1E 760 
» Divad Hunding, known as 'The Singer’, Son of Frandar Hunding, and "most well 
known of Redguard heroes," was born in this year. 
1E 771 
»  Divad the Singer enters the "Hall of the Virtues of War" and begins his training 
there. 
1E 776 
« Divad the Singer leaves the "Hall of the Virtues of War" in anger, breaks his 
swords, and vows to "become an acrobat in a traveling circus." 
1E 780 
» Frandar Hunding, retired and living as a hermit in Mount Hattu, writes his book, 
the Book of Circles, a book for Sword-Singers to emulate his fighting style. 
1E 792 


« The Hiradirge, a rebel Ansei group, destroy Yokuda, sinking it beneath the waves. 


9th Century 
1E 800 
»  Itis suggested that Wayrest was founded at this time. 
1E 803 
» _Redguards arrive in the Iliac Bay and Daggerfall area after fleeing their sinking 
homeland. 
1E 808 
» Ra Gada (Warrior Wave) from Yokuda arrive in Volenfell. 
1E 874 
«  Thulgeg's army of Orcs and Goblins are forced to flee northeast after being 
stopped at Bangkorai Pass. 


10th Century 
1E 907 


» Peregrine Direnni repels the Redguard invasion of Balfiera. 
1E 937 


» Gaiden Shinji (Blademaster) is quoted as saying "The best techniques are passed 
on by the survivors." 


1E 948 
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« First official historical reference to Wayrest, a letter by King Joile, to Gaiden 
Shinji of the Order of Diagna, which reads: "The Orcs have been much plaguing 
the Wayresters and impeding traffic to the heart of that land." 


1E 950 


« The Siege of Orsinium begins. (This last reference mentions this occurrence, 
although, it does not make a reference of the year this occurred, and elsewhere, it 
suggests the events of the book took place in 1E 675) 

» Gaiden Shinji dies during the Siege of Orsinium. 

1E 973 

«» The memory stone of Makela Leki is found at Bankorai Pass in this year, which 

depicted the 
1E 980 

«» The combined armies of Daggerfall, Sentinel, and the Order of Diagna combine, 

causing the fall of Orsinium. 


1E 983 


« The city of Evermore is founded by the River Horse Bretons. 
» The Bjoulsae River opens and much trade occurs, spurring on technological 
advancements such as writing. 


1E 989 


» Wayrest has a significant boost in population and size, growing from a small 
village to a large city. 


11th Century 


1E 1030 
« The legendary Reachman known as Red Eagle is said to have existed around this 
time. 
«» Empress Hestra attempts to expand the empire into the Reach and High Rock. 
1E 1033 
«» Empress Hestra demands "the head of the most infamous of the brigadiers," Red 
Bramman. 
12th Century 
1E 1100 


» Farangel Gardner, from a successful mercantile family, is proclaimed as the first 
King of Wayrest after being accepted by ambassadors from the Camorian Empire. 
The city would then have four major dynasties in later times: that of Gardner, 
Cumberland, Horley, and finally Septim. 

» Wayrest becomes a city-state. 


1E 1102 
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» Ceyran, a minor Ayleid warlord, is killed by an unknown assassin. 
1E 1188 


#  Fervidius Tharn becomes the leader of the Marukhati Selective. 


13th Century 


1E 1200 

» The Middle Dawn begins. 

«» The Marukhati Selective accidentally (or purposefully) create a Dragon Break that 
lasts one thousand and eight years. The few texts that survive this period are 
known to conflict with each other greatly due to the lack of a linear timeline. 

1E 1250 

« The Encyclopedia Tamrielica suggests the end of the Alessian Order occurs in this 

year. 


14th Century 
1E 1301 


» The Sack of Skywatch occurs, from the Sloads of Thras attack on the Summerset 
Isles. 


15th Century 
1E 1427 


« Battle of Duncreigh Bridge: The "famous victory" of Anticlere's Duke over the 
neighboring hamlet of Sensford is celebrated in High Rock each year by the 
people marching down Sensford's main street. This results in numerous injuries on 
both sides, even when it doesn't provoke a brief war between the two "knightly 
orders" of the two villages. The battle itself achieved nothing, because both 
villages still boast about their ruling families' antique lineage. 


23rd Century 
1E 2200 


«  Thrassian Plague begins, killing half of Tamriel's population. 


1E 2208 
» The Middle Dawn ends. 
» After one thousand and eight years of conflicting nonlinear time, the Dragon 
Break ends. 


1E 2260 


» Thrassian Plague reaches Elsweyr. 


24th Century 
1E 2305 
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« The Alessian Order attempts to bring High Rock back into the First Empire but 

fails. 
1E 2321 

» War of Righteousness: Alessian war begins. 

» Lake Canulus, amongst other locales, is destroyed. 

» End of the Alessian Order. 

« Most of the historic texts of this time were destroyed during the War of 
Righteousness. 
War of Righteousness significantly reduces the population of Daggerfall. 


1E 2331 


» After ten years of warfare, the War of Righteousness comes to an end 


28th Century 
1E 2702 


= Most of Wayrest is forced to move within the high walls of the city, to protect 
themselves against Pirates, the Akaviri, and the Thrassian Plague. 
1E 2703 
»  Akavir attack Tamriel. 
« Battle of Pale Pass is fought. Akaviri army defeated. 
» Reman Cyrodiil becomes Emperor of the Cyrodilic Empire. 
1E 2704 
« The Reach is split between High Rock and Skyrim by Reman Cyrodiil in order to 
stop the Reachmen from forming plots against him, and to stop any one entity or 
group from gaining full control over the region's silver mines. 
# Reman Cyrodiil solidifies his control over his territories. 


1K 2705 


»  Kalien, a rejected member of the Dragonguard, sacks Winterhold and lays siege 
upon Sky Haven Temple. 
1K 2714 
» Valenwood cedes to the Cyrodilic Empire. 
1E 2762 
» Reman Cyrodiil dies. 
1E 2790 
» The Ayleid, Tjurhane Fyrre, is born. 
1E 2794 


# Reman Cyrodiil II is born. 


29th Century 
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1E 2801 


»  Kastav rules the Empire. 
« Kastav orders the seizing of hostages in Markarth and Hroldan. 
1E 2804 
« The Winterhold Rebellion breaks out in the Reman Empire due to the 
implementation of extremely high taxes by Emperor Kastav, and harsh policies to 
ensure that said taxes were paid. The Dragonguard take no action,— because doing 
so would violate their Oath of Allegiance—so supplies to them are cut. 
» —_ Forsworn noted as helping the Akaviri in Sky Haven Temple. 
1E 2805 
» Emperor Kastav besieges Sky Haven Temple. 
«  Kalien, a failed recruit to the Dragonguard, attacks Winterhold, sacking it. 
1E 2806 
# Reman Cyrodiil II becomes Emperor, according to the Annals of the Dragonguard. 
» The siege on Sky Haven Temple is lifted. 
1E 2809 
«Reports of a Dragon in Skyrim. 
1E 2811 
« The Battle of Argonia is fought, and the Cyrodilic Empire defeats the Argonians in 
what is to be their last organized army. 
» The Argonians retreat to Helstrom. 
» General Bucco takes command of the Fourth Imperial Legion and begins his 
campaign to conquer the inner swamps of Argonia. 
1E 2812 
» Reman Cyrodiil II is crowned Emperor, according to his tomb in Sancre Tor. 
» Black Marsh is officially incorporated into the Cyrodilic Empire. 
»  Alduin's Wall officially begins construction. 
1E 2813 
# Work on Alduin's wall slows when several craftsmen are dismissed from service. 
« The language Cyrodilic replaces High Elven as the dominant language for legal 
documents in Tamriel. 
1K 2815 
» Grandmaster of the Dragonguard visits Sky Haven Temple, to investigate rumors 
of the cost of Alduin's Wall, and consequently writes a Writ of Requisition for 
more supplies. 
1E 2816 
«General Bucco's legion is depleted to a mere six cohorts. Reinforcements are 
brought in to aid his conquest but are instead used to build a supply highway 
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1E 2818 
»  Alduin's Wall officially completed. 


1E 2820 
» Eric of Guis is Ambassador of the Reman Dynasty to the Altmer of Summerset 
Isles. 


» After an attempted mutiny, General Bucco orders a retreat from Argonia. The 
entire Fourth Legion is lost in the process, with Bucco along with it. 
« The Elder Council reconstitutes the Fourth Legion and puts it under the command 
of General Regulus Sardecus, beginning the second campaign of the Blackwater 
War. 
1E 2823 


» General Sardecus reacquires all the territory lost in General Bucco's retreat. 


1E 2828 
» Awidespread forest fire, later known as the "Great Burn" occurs in Black Marsh, 
forcing General Sardecus to retreat from the region. Sardecus dies in the process. 
» General Lucinia Falco is placed in command of the legion shortly after Sardecus' 
death. 
1E 2833 
» The "Falco Doctrine" is put in full effect, completely revising the Imperial battle- 
plan in the Blackwater War. 


1E 2834 
» The Blackwater War evolves into a guerilla conflict. 
1E 2836 
» The Argonians inexplicably stop fighting and return to their homes, bringing an 
informal end to the Blackwater war. 
1E 2837 
« The Second Empire annexation of Argonia is complete, officially creating the 
province of Black Marsh. 
1E 2840 
« Four Score War begins, between Morrowind and the Cyrodilic Empire. 
1E 2843 
# Reman Cyrodiil II dies, according to Reman II: The Limits of Ambition. 
1E 2851 
» Reman Cyrodiil II dies, according to the date on his tomb in Sancre Tor. 
1E 2871 
» The dragon Krahjotdaan is slain somewhere in the Jerall Mountains. 


1E 2877 
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# Reman III succeeds to the throne. 
1E 2899 


» Empress Tavia (wife of Reman Cyrodiil III) is sent to Gideon, Black Marsh, and 
accused of treason. 


30th Century 
1E 2903 
» Almalexia leaves Morrowind for the Isle of Artaeum. 
1E 2911 
» Beginning of the War of the Uvichil, a war between the Sload of Thras and the 
Altmer of the Summerset Isles. 
1E 2917 
» The End of the War of the Uvichil, a war between the Sload of Thras and the 
Altmer of the Summerset Isles. 
1E 2920 
« Morag Tong assassinates Emperor Reman Cyrodiil II. 
» Old Mournhold is destroyed by Mehrunes Dagon. 
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CHAPTER 6: SECOND ERA 


The Cyrodilic Empire continued to be a force of great power for the first four hundred 
and thirty years under the rule of the Akaviri Potentates. Though alien to Imperial culture, 
they established some of the great traditions of Tamriel, granting charters to organizations 
such as the Fighters Guild and the Mages Guild. Another sign of peace and prosperity 
occurred in the year 2E 309, when Elsweyr was created by the union of the two Khajiit 
tribelands, Anequina and Pellitine. But outside of the Empire's borders, many conflicting 
forces strive for the Imperial throne, such as the Daggerfall Covenant and Aldmeri 
Dominion. 

When the last Potentate, Savirien-Chorak, was assassinated in 2E 430, leaving no heirs, 
the great Empire was severely weakened and subsequently destroyed. Black Marsh 
forcibly split from the lands of men, as the Knahaten Flu made the land uninhabitable to 
all but the Argonians themselves. Akaviri forces once again invaded Tamriel, only barely 
rebuffed after attacking Morrowind in 2E 572. War and rebellion continued to rage from 
one end of the continent to the other. 

The first sign of reunification occurred in the west. The Altmer of Summerset, long 
concerned with their own wars with other island kingdoms, allied with Valenwood to 
form the Second Aldmeri Dominion. Still greater, however, was the force that rose from 
the ancient seat of emperors, Cyrodiil. A great general, Talos, liegeless after his lord's 
assassination, began his career as the greatest conqueror in the history of the land. Better 
known by his Imperial name, Tiber Septim, his armies conquered all of Tamriel, creating 
the Empire that bears his name even today, and ushering in the Third Era. 
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CHAPTER 7: THIRD ERA 


For thirty-eight years, the Emperor Tiber Septim reigned, bequeathing the throne of 
Tamriel to his grandson Pelagius on his deathbed. The Septim family, occasionally 
inclusive of adopted and married members, has ruled ever since. 

Within a few generations, however, the family had begun to develop rivalries and 
jealousies which exploded into a civil war in the year 3E 120. The War of the Red 
Diamond ended with the death of Uriel III and his mother Queen Potema of Solitude, but 
its reverberations may still be felt today. The unity of the Empire was never again to be 
assumed. 

The Emperors who followed, such as the Sheogorath-kissed Pelagius Septim III, yielded 
to the authority of the Elder Council to keep some semblance of order in the land. It was 
only too evident what occurs when the Empire tried to maintain unity without a strong 
leader. In the most horrible example, the people of Valenwood, the Colovian West, and 
Hammerfell suffered under the depredations of the Camoran Usurper, whose undead and 
daedric hordes ravaged the land for nearly twenty years before his defeat in 3E 267. 

The Empress Morihatha brought a change in the rulers of Tamriel, who ever since have 
been notably stronger and more capable. This strong central power has not meant that the 
last one hundred and twenty years have been the most peaceful in Tamriel's history, 
utterly devoid of bloodshed, but merely that the wars and troubles of the recent past are 
tame in comparison to the utter violence and wreckage of the past. 

The most famous trouble of recent years came early in the reign of Emperor Uriel Septim 
VII. By wile and sorcery, his trusted battlemage Jagar Tharn imprisoned and 
impersonated his liege. The ten years that Tharn reigned, the so-called Imperial 
Simulacrum, was a time when old troubles resurfaced, forgotten grudges rekindleded, and 
wars flared throughout the land. In the east, Morrowind attacked Black Marsh in the 
Arnesian War; in the north, Skyrim battled High Rock and Hammerfell in the War of 
Bend'r-Mahk; in the south, Elsweyr took arms against Valenwood in the Five Year War; 
and in the west, Valenwood lost land to its former ally Summerset in the War of the Blue 
Divide. 

Yet all of these troubles, and even more recent bizarre circumstances in the Iliac Bay and 
Morrowind, paint only a picture of blood. In the year 3E 422, the Empire stands strong 
and united. 


Tiber Septim 

Emperor Tiber Septim, also called Hjalti Early-Beard, General Talos Stormcrown, the 
Red King, and Ysmir, was a Dragonborn and the first Emperor of the Septim Empire. He 
is regarded as one of Tamriel's most famous figures, having been the only one in history 
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to unite the continent. Starting with his service under the Cyrodilic emperor Cuhlecain, 
Tiber Septim fought under the name "General Talos" to unify Cyrodiil, eventually 
succeeding or usurping Cuchlecain and becoming emperor. After his unification of 
Tamriel, an effort that culminated in the birth of the Third Empire, he ended the lengthy 
Interregnum and began the Third Era. Tiber Septim gave his name to the lineage of 
Cyrodiil Emperors, the Septims. Upon his death he became the deity Talos and took his 
place in the pantheon of the Nine Divines. 

Upbringing & Conquests 

Accounts differ on Tiber Septim's biography. There are two commonly accepted theories, 
with the first usually taking precedent over the latter. 

Orthodoxy 

The most commonly accepted story within the Empire is that Tiber Septim was born in 
Atmora as Talos, meaning Stormcrown in EhlInofex, hence Talos Stormcrown. He had a 
brother named Agnorith. He grew up in Skyrim and learned the ways of war there. Talos 
became General of the Colovian Estates under King (and later Emperor) Cuhlecain. 
General Talos met the combined army of Skyrim and High Rock on the cliffs of Sancre 
Tor, who were hostile to Cuhlecain. The Skyrim army joined him when they saw him use 
the thu'um and knew him to be blood of the Dragon and heir to the Empires of Men. 
However, there are also records that state that the Nords joined Tiber Septim after he had 
caught them off guard. 

Cuhlecain and Talos conquered West Cyrodiil in one year. No one could stand before 
Talos' storms. They marched east and the enemy's battlemages surrendered before their 
armies. In 2E 854 they conquered the Imperial City and thus gained the full control over 
Cyrodiil. That year, a High Rock nightblade managed to assassinate Cuhlecain and slit 
Talos's throat, burning the palace in the process. Talos survived, but he could no longer 
shout, instead leading armies with a whisper. At one point, Talos had an affair with 
Barenziah of Morrowind, who became pregnant. Talos quickly had the unborn child 
aborted to prevent conflict with his legitimate heir. 

The human kingdoms were conquered, even Hammerfell, which was predicted to be an 
arduous task. After sending the commander of the New West Navy Amiel Richton to 
Stros M'kai, the Battle of Stros M'kai had begun. Richton's assassin Dram shot a poisoned 
arrow at Hammerfell's Prince A'Tor, killing him and defeating the last of the Crown 
resistance. After this Tiber Septim appointed Amiel Richton as provisional governor of 
the island. 

After the conquest of Hammerfell, Tiber turned to Morrowind. Following some initial 
skirmishes and after increasing internal friction between Morrowind's Great Houses, a 
treaty was signed by either Tiber or Zurin Arctus. This included Vivec giving the 
Numidium to Tiber in exchange for a higher degree of autonomy and self-rule for 
Morrowind. 
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The acquisition of the Numidium allowed Tiber to conquer the Summerset Isles, 
completing the conquest of Tamriel. 


Heresy 

Tiber Septim was born on the island kingdom Alcaire, as Hjalti Early-Beard, in 2E 828, 
where he learned to use a sword. Nords and Bretons had been fighting for centuries at the 
northern border of Falkreath, a kingdom in the Colovian Estates. At the age of twenty, 
Hjalti led the forces of Skyrim against the Reachmen of High Rock. During those days he 
met Cuhlecain, the king of Falkreath, who came to secure his northern border. They 
became allies and Hjalti was named general of the joined forces. Hjalti was a shrewd 
tactician, and his small band of Colovian troops and Nord berserkers broke the 
Reachmen's line, forcing them back beyond the gates of Old Hrol'dan. A siege seemed 
impossible, as Hjalti could expect no reinforcements from Falkreath. That night a storm 
came and visited Hjalti's camp. Hidden in the storm was Wulfharth, a long-dead Nordic 
king, who spoke with him in his tent and taught him the Way of the Voice. At dawn, 
Hjalti went up to the gates, and the storm followed just above his head. He shouted down 
the walls of Old Hrol'dan, and his men poured in. After their victory, the Nords called 
Hjalti "Talos", meaning "Stormcrown". 

Cuhlecain's intent was to crown himself emperor. But Talos was still haunted by the 
prophecy given him by the Greybeards. Before Cuhlecain could be crowned, Talos 
secretly murdered him. The Imperial Palace was burned to the ground in the action, and 
Talos slit his own throat to take the suspicion off of him. Though he lived, his Voice 
failed him. To prevent Cyrodiil from falling apart again, Zurin Arctus, the Grand 
Battlemage, crowned Talos as Tiber Septim, new Emperor of Cyrodiil. In order to hide 
his involvement in the assassination, a lie was made that Tiber's own throat was cut. 
Following the assassination, Hjalti enlisted the help of both Ysmir Wulfharth and Zurin 
Arctus to help administer the empire. Ysmir was consistently pushing for further 
invasions of Hammerfell and Morrowind, but Tiber resisted his urgings. Wulfharth 
ultimately left Tiber in disgust at his inaction. Hammerfell and Morrowind were 
ultimately brought into the empire by a combination of peaceful accommodation and 
support of various warring factions, rather that unilateral conquest. 

In that time, the great Dunmer general Symmachus, a friend of Tiber Septim's, brought 
Barenziah to the Imperial City where she met the Emperor and they fell in love. The 
Emperor and Barenziah engaged in an affair but it was soon discovered that Barenziah 
was pregnant. Septim determined that he could not allow such a threat to his son's 
dominion and so ordered a healer to force Barenziah to miscarry. Barenziah was 
dispatched from the Imperial City very soon after this.[13] 

After receiving the Numidium from the Tribunal, Tiber Septim summoned Wulfharth 
back to his court, saying that he had been right all along. On his return, Tiber seized him 
and had his soul ripped out to power the Mantella, a soul gem that functioned as the 
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power source for Numidium. this allowed the device to be activated and complete Tiber's 
conquest of the Summerset Isles. 


Godhood 


Talos died in 3E 38, and was succeeded by his grandson, Pelagius. After his death Septim 
is believed by most to have ascended to godhood. He became Talos again, the God of 
War and Governance, for after a lifetime of war, he had united Tamriel for the first time in 
history. Upon his ascension the Eight Divines became the Nine. 

During the Great War between the Empire and the Aldmeri Dominion however, peace 
was agreed upon with one of the conditions being that the Empire cease to recognize 
Talos as one of the Divines. After word got out that the Empire wasn't enforcing the Talos 
ban, the Thalmor had all shrines to him removed from the temples in towns loyal to the 
Empire. The Stormcloaks in the province of Skyrim reject the White-Gold Concordat that 
instates this law. 

If Talos did ascend, it is possible he did so by mantling Lorkhan. 

Legacy 

Tiber Septim had a bloodline, but it went extinct in the main line with the death of 
Pelagius Septim. The line then switched to Pelagius' cousin Kintyra and her heirs, who 
were the descendants of Tiber Septim's brother, Agnorith. Tiber Septim was the founder 
of the Septim Dynasty, which ruled Tamriel for the entire Third Era until the bloodline 
died out with Martin Septim. 

Tribunal goddess Almalexia commissioned an expansion of Mournhold as a reaction to 
Septim's rising greatness, returning the city to its former glory since its destruction in 1E 
2920. The expansion was finished in the early third era. An aspect of Tiber appeared in 
3E 427, as a retired Imperial Legionnaire named Wulf. He aids the Nerevarine by asking 
him to keep his lucky coin while they journey to Red Mountain to defeat Dagoth Ur. 
Later, an Imperial priest in Ebonheart tells the Nerevarine that Wulf may have actually 
been a divine manifestation of Tiber Septim and that this visitation may be "a sign of 
great doom" for the Hero. Wulf's dialogue regarding the weakening empire and old 
emperor later occurred during the Oblivion Crisis of 3E 433, with the Septim bloodline 
ending with Martin Septim's sacrifice. 


Conflicting Reports 
There are still conflicting reports about Tiber's life due to many aspects of his early reign 
being rewritten, and this is why there is such confusion over his origins. Brought up by 
Ysmir in The Arcturian Heresy: 
« His birthplace is left as a matter of debate. Aclaire claims to be the birthplace of 
Tiber Septim, while various other sources suggest that he was born in Atmora. 
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« Tiber Septim begins to change in character and personality after his roaring 
conquests. 
»  Itis left unclear why Tiber Septim betrayed his battlemage. 
» It is unknown whether the Mantella is the heart of the battlemage, the heart of 
Ysmir, or the heart of Tiber Septim. 
However, it should be noted that the Heresy itself is the sole source for many of these 
discrepancies, and so may not be trustworthy. 


Oblivion crisis 


The Oblivion Crisis, also known as the Great Anguish to the Altmer[1] or the Time of 
Gates by Mankar Camoran,[2] was a period of major turmoil and armed conflict, fought 
between the Empire of Tamriel and the Planes of Oblivion, and encompassing the events 
of the Assassination of Uriel Septim VII, the Daedric Invasion of Tamriel, the Destruction 
of Kvatch, the Battles of Bruma, and the Battle of the Imperial City. The Oblivion Crisis 
is noted as being a significant event in Tamriellic history, as it marks the close of the 
Third Era and the end of the Septim Dynasty. The Crisis affected nearly all parts of 
Tamriel; however, the bulk of the fighting occurred in the province of Cyrodiil. 


Overview 

The conflict was sparked by the assassination of Emperor Uriel Septim VII in 3E 433 at 
the hands of the Order of the Mythic Dawn, a cult devoted to the worship of Daedric 
Prince Mehrunes Dagon. Dagon had conspired to conquer all of Nirn and Mundus, aided 
by Mankar Camoran, the leader of the Mythic Dawn. Dagon agreed to establish Camoran 
as the immortal ruler of Tamriel. 

Normally, the realms of Oblivion and Mundus are divided by a magical barrier that is 
impassable by both Daedra and mortals. The barrier only exists with the presence of a 
Septim on the Throne of Cyrodiil and while the Dragonfires are burning. With the last 
Septim Emperor and his only three heirs dead, however, Dagon was granted a means of 
access to the mortal world via the Oblivion Gates and was able to enter onto Nirn along 
with the Daedric Forces of Destruction to invade Tamriel. 

The task of combating the Daedra and the Mythic Dawn fell to Uriel Septim's last 
surviving son, Martin Septim, as well as his companion known only as "The Hero of 
Kvatch." Together, Martin and the Hero recovered the Amulet of Kings from Mankar 
Camoran and the Mythic Dawn. The Amulet was a divine artifact required to rekindle the 
Dragonfires and restore the barriers between the two worlds. 
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The Oblivion Crisis devastated all the provinces of Tamriel, but the main theater in which 
it took place was the Imperial province of Cyrodiil. One city was entirely destroyed and 
several others left in ruin over the course of the Crisis. Eventually, the Hero recovered the 
Amulet of Kings from Camoran. Martin defeated Mehrunes Dagon in the Battle of the 
Imperial City and sealed the Gates of Oblivion, thus ending the Crisis and preventing the 
Daedra from ever starting another invasion. 


Background 

The Oblivion Crisis' beginnings were mostly the work of Mankar Camoran, who set the 
stage for the invasion to commence. Camoran, learning that Dagon planned to attack and 
needed the magical barriers removed, immediately went to work on a plan to kill the 
emperor and all his heirs, darkening the Dragonfires for the first time in centuries. The 
Mythic Dawn, fanatical worshipers of Dagon, acted as the Daedra Lord's earthly agency, 
and they prepared for his coming, setting the stage for the conflict. 


The Assassinations 


The Mythic Dawn proceeded to launch an attack against the royal family. The emperor's 
three heirs, Geldall, Enman, and Ebel Septim were slain before any attempt could be 
made to protect them. Concern immediately rose for the life of Emperor Uriel Septim, 
and his safety was made top priority. The emperor's organization of bodyguards, the 
Blades, planned to take Uriel into hiding. 

The Blades arranged for Uriel Septim to be spirited out of the Imperial City before any 
assassination attempt could be made. Three Blades, led by Captain Renault, took the 
Emperor away from the palace and down the secret escape route underneath the city's 
prisons. At the start of the escape route however, they were met by an unlikely obstacle: 
The cell that housed the secret entrance was mistakenly occupied by a prisoner . As they 
passed through, Uriel stopped to look at the prisoner, and declared that they had a great 
role to play in the coming events. Uriel asked the prisoner to come with them. 

The group left the prisons and entered the tunnels beneath the Imperial City. They were 
unfortunate in that the Mythic Dawn had caught up with them, and they were ambushed 
repeatedly as they made their escape. During the first ambush, Renault was slain, and 
Glenroy, another Blade, took point. Glenroy led them further along the passages until at 
last, in a passage called the Sanctum, the Mythic Dawn were successful in trapping them. 
While his guards fought desperately, Uriel turned to the prisoner and handed him the 
Amulet of Kings off his own neck. The emperor told the prisoner to seek out Jauffre, the 
Grandmaster of the Blades, who knew the location of the fourth and final heir. "Find 
him," said the emperor, "and close shut the Jaws of Oblivion!" At that moment, an 
assassin appeared from a secret entrance and stabbed Uriel Septim VII, killing him. 
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Before the assassin could kill the prisoner, Baurus, the last surviving Blade of the group, 
came and killed the assassin. Baurus mourned his emperor, then listened to the prisoner's 
story and sent him off to find Jauffre. 


Kvatch 


The Mythic Dawn, having succeeded in their first mandate of killing the emperor, now 
went to work on their second: the opening of the Oblivion Gates that would allow 
Dagon's forces to attack. This began at the Cyrodiilic city of Kvatch. The assault on 
Kvatch was both a way of opening the war and a method of killing the final heir. The 
Mythic Dawn launched the attack at night, opening three Oblivion Gates in front of 
Kvatch. Dagon's Daedric armies swarmed the city, and yet the three lesser Gates were 
just the beginning. The Dawn then opened a Great Oblivion Gate, a massive doorway 
which allowed Dagon's Daedric Siege Crawler to emerge. The Siege Crawler laid waste 
to Kvatch, setting the city on fire and destroying most of its buildings. 

By the end of the assault, few were left alive. Those that survived either managed to 
escape the city, or were holed up in the Chapel of Akatosh. When it was over and Kvatch 
was burned, the Daedra occupied the city. The Siege Crawler retreated into the Great 
Gate, which was closed along with two of the lesser gates. The Mythic Dawn left one 
gate open in front of the city's gate to prevent any attempt at it being retaken by what was 
left of the Kvatch guard, led by Captain Savlian Matius.The heir, however, was not dead. 
Martin Septim had managed to reach the safety of the Chapel but was closed in by the 
Daedra. He was to be rescued by an unlikely hero. The prisoner, who had reached Jauffre 
at Weynon Priory near the city of Chorrol, had learned that Martin was a priest in Kvatch 
and set out to recover him. Upon arriving at Kvatch, the prisoner learned the story of the 
attack and was told that Martin was trapped alongside others within the city. The prisoner 
then decided to work with Captain Matius to lift the siege by somehow destroying the 
Oblivion Gate that still blocked the way into Kvatch. 

The prisoner proceeded to enter the Gate seeking a way to close it, taking the fight to 
Oblivion itself. Within the Gate, the prisoner faced a great deal of resistance but was 
eventually successful in taking the Gate's Sigil Stone, which was the object that anchored 
the Gate to the mortal world. The removal of the Sigil Stone caused the Gate to be 
destroyed, and the prisoner went on with Matius and his troops to save the citizens in the 
Chapel and retake Castle Kvatch. With the victory at Kvatch, the Daedra suffered their 
first defeat, and the prisoner found Martin. After a short discussion, Martin agreed to 
accompany the prisoner to Weynon Priory and Jauffre. 

When he learned of this turn of events, Mankar Camoran made the death of Martin the 
top priority of the Mythic Dawn. He also ordered an assault on Weynon Priory, during 
which the Amulet of Kings, left in Jauffre's care, was stolen. Weynon Priory was saved 
from total ruin by the arrival of Martin and the prisoner. Upon learning of Martin's safety, 
Jauffre led them both to Cloud Ruler Temple, the fortress, and headquarters of the Blades. 
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At this point, the Mythic Dawn began opening Oblivion Gates all across Tamriel. The 
Oblivion Crisis had begun. 


Hunting the Mythic Dawn 


While Martin was getting settled at Cloud Ruler Temple, the prisoner, who became 
known as the Hero of Kvatch, worked with Baurus in the Imperial City to track down the 
emperor's assassins, whom Baurus had identified as the Mythic Dawn. The Hero 
managed to get hold of three of the four copies of the Commentaries on the Mysterium 
Xarxes, a Mythic Dawn compendium written by Mankar Camoran. The fourth volume 
was received when Baurus and the Hero proved victorious over Mankar's son and 
lieutenant, Raven Camoran, in a skirmish in the Imperial City sewers. With those four 
volumes, the Hero was able to divine the location of the Mythic Dawn's hidden base and 
Shrine to Mehrunes Dagon. 

The Hero infiltrated the Mythic Dawn's secret shrine and there witnessed Mankar 
Camoran leave the mortal world for his own personal realm of Oblivion, Paradise. 
Camoran took with him the Amulet of Kings, making it impossible to retrieve through 
ordinary means. He left behind the Mysterium Xarxes, the Holy Book of the Mythic 
Dawn written by Mehrunes Dagon himself. The Hero took the Xarxes, and was forced to 
fight his way out of the shrine through many a Mythic Dawn member, including Mankar's 
daughter and second in command, Ruma Camoran. With the Xarxes in hand, the Hero 
returned to Cloud Ruler Temple. Martin began to study the Xarxes for a way to enter 
Camoran's Paradise and recover the Amulet of Kings. 

At the same time, the Mythic Dawn increased their productivity, opening dozens of 
Oblivion Gates in Cyrodiil and the other provinces, including Gates outside every major 
city in Tamriel. Dagon's forces began invading in earnest, and the Empire was hard 
pressed to retaliate. 


Other Fronts 


Though the war's main theater was in Cyrodiil, the other provinces came under attack as 
well, albeit to a somewhat lesser degree. Not much is known about the Oblivion Crisis in 
the other provinces, though two of them, Morrowind and Skyrim, were mentioned as 
being hit hard. Reports from Skyrim indicated massive numbers of Daedra overwhelming 
the Nords. 

Morrowind was also endangered, though more due to infighting than the number of 
Daedra. The political Great Houses Hlaalu and Dres destroyed the House Indoril when 
Indoril objected to the abolishment of Morrowind's slave trade. The Nords of Skyrim 
besieged Morrowind's House Redoran. Somewhat ironically, House Telvanni was left to 
combat the Daedra, but had difficulties closing the Gates. Things were further 
complicated by the disappearance of two powerful Morrowind figures. Lord Vivec, the 
last Living God of the Tribunal, mysteriously vanished, and the Nerevarine, the Hero of 
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Morrowind, left on an expedition to Akavir. Ultimately, House Redoran took the largest 
blow from the Crisis in the Battle of Ald'ruhn. 

A different story was in evidence in the province of Black Marsh, however. The 
Argonians rallied to combat the Daedra, led by a political faction called the An-Xileel. 
The Argonians defended their land, managing even to take the battle into Oblivion; they 
struck with such ferocity that the Daedra themselves were forced to close many of their 
own Gates. Black Marsh was held until the end of the war, bringing the An-Xileel to 
great prominence. 

At the time of the Crisis, Daedra worship had become prominent in the Summerset Isles. 
A boycott of Imperial goods was already in progress when the Daedra struck. Summerset 
Isle was plagued by hordes of Daedra, with the Crystal Tower stood as the Altmer's last 
bastion of hope and thus housed many refugees fleeing the violence. Daedra surrounded 
the tower and after a few days launched a massacre that led to the slaughter of many 
elves and the eventual collapse of the Crystal Tower. 


The Ritual Quests 


At Jauffre's orders, the Hero tracked down two Mythic Dawn spies that were operating 
out of Bruma. Intelligence gathered from these spies revealed that the Mythic Dawn were 
aware of Martin's presence at Cloud Ruler Temple and planned to attack Bruma in an 
effort to kill him. Not long afterward, an Oblivion Gate opened in front of Bruma. The 
Hero worked with the Bruma guard and Captain Burd to close the Oblivion Gate. 
Foreseeing that the Mythic Dawn would launch an even greater assault later, Jauffre 
tasked the Hero with gaining allies from the other cities of Cyrodiil to aid in Bruma's 
defense. 

Martin, meanwhile, was able to discern a method of following Mankar Camoran into his 
Paradise. In order to create a portal to Paradise, Martin required four objects of power: 
The Blood of a Daedra Lord, the Blood of a Divine, a Great Welkynd Stone, and lastly a 
Great Sigil Stone. The Hero quested for these items, receiving a Daedric artifact from one 
of Daedric Princes and succeeding where others had failed in cleansing the Shrine of 
Sancre Tor, a Blades pilgrimage site that had fallen under the thrall of evil. After the Hero 
got the Great Welkynd Stone from the Ayleid ruins of Miscarcand, Martin revealed that 
the Great Sigil Stone could only be obtained from a Great Oblivion Gate. Thus, they 
would have to allow the Mythic Dawn to proceed with their plan to attack Bruma. 


The Battle of Bruma 


The Hero went to all the cities of Cyrodiil, and parlayed troops from closing the Gates 
that threatened the cities. When at last Bruma was as well defended as it could be, Martin, 
the Hero, and their Cyrodiilic army marched into battle against the Daedric Forces. 

The Second Battle of Bruma was fought then and was the largest engagement against the 
Daedra to that point. The soldiers managed to hold off the Daedric charge long enough 
for the Hero of Kvatch to enter the Great Gate when it opened. Passing into the Oblivion 
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plane beyond, the Hero fought their way to the Sigil Tower and took the Great Sigil 
Stone. The Great Gate was closed even as the monstrous Siege Crawler emerged from it. 
The Siege Crawler was destroyed and the Daedra defeated. The Empire had won a 
powerful victory and with the final component for the portal ritual in hand, Martin 
opened a portal to Camoran's Paradise, which the Hero entered in pursuit of the Amulet 
of Kings. 


The Death of Mankar Camoran 


In Paradise, the Hero had to fight their way through the utopian setting of Camoran's 
realm. While there, the Hero was constantly confronted by the voice of Mankar Camoran, 
who told him, among other things, that Dagon's invasion was justified, that Tamriel was 
in truth another realm of Oblivion, and Dagon sought to liberate it. 

In the Forbidden Grotto, the Hero received help in the form of Eldamil, a former 
lieutenant of Mankar Camoran's that had had a change of heart and now wanted to 
redeem his past deeds. Together, the Hero and Eldamil escaped the Forbidden Grotto and 
confronted Mankar Camoran. 

The fight against Camoran was difficult, due in part to Ruma and Raven Camoran, who 
had been resurrected by the power of Paradise. But the Hero was victorious; Mankar 
Camoran was killed. At his death, Paradise crumbled, and the Hero was transported back 
to Cloud Ruler Temple with the Amulet of Kings. With the Mythic Dawn defeated, 
Martin and the Hero turned their sights to the Imperial City, where the Dragonfires were 
waiting. 


The Defeat of Mehrunes Dagon 


In the Imperial City, Martin and the Hero appeared before High Chancellor Ocato, who 
acted as regent in the Emperor's absence. No sooner had Ocato accepted Martin's claim to 
the Dragon Throne than a messenger reported the Imperial City was under attack. 
Oblivion Gates had appeared inside the walls. The capital was burning. 

In the fighting that followed, Martin, the Hero, and Ocato made their way to the Temple 
of the One, where the Dragonfires were. There they beheld the true form of Mehrunes 
Dagon, as he emerged from Oblivion to take part in this last, desperate fight. At first, it 
seemed that all hope was gone; Dagon's appearance meant that the barriers between 
worlds were completely obliterated. But Martin was struck by an idea and asked the Hero 
to get him past Dagon. The Hero did so, and in the Temple, Martin bade the Hero 
farewell and ran to the Dragonfires. 

At that moment, the Temple dome collapsed, and Dagon stepped inside. But Martin 
shattered the Amulet of Kings, and in a great burst of flame, the Dragonfires transformed 
him into a flaming dragon: the Avatar of Akatosh. In the Temple of the One, the Dragon 
and Daedric Prince struggled, Aedra versus Daedra, until at last the Dragon cast Dagon 
back into Oblivion. At that moment, every Oblivion Gate was closed, and the magical 
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wards against the invading Daedra were restored. In the Temple, the dragon turned to 
stone, and the Oblivion Crisis was over. 


Aftermath 


Following the final battle, the Empire was left without an Emperor. Martin had no heir, 
and so the throne lay empty. But the dire need for an Emperor was gone, the Gates of 
Oblivion were sealed forever, and the Daedra could never attack Tamriel again. The Hero 
of Kvatch, for the services rendered during the Crisis, was declared the Champion of 
Cyrodiil. 

The Septim Empire, bereft of its god-blessed dynasty, fell on hard times after the Crisis' 
end. Political and cultural wounds left by the war would continue to fester long after the 
Crisis abated. In particular, the secession of Black Marsh and the subsequent fall of 
Morrowind left the east in doubt. Tamriel would enter a state of disarray not seen since 
the fall of the Potentates and the Second Empire. But the majority of the empire would be 
restored under Titus Mede, using conquest to re-establish control. 


Tactics 


The main tactic of the Daedra and the Mythic Dawn seemed to be the opening of 
Oblivion Gates and the attacks on the cities of Tamriel. In the wilderness, Oblivion Gates 
were opened to allow Daedric creatures to menace the countryside. Dagon and the 
Mythic Dawn focused their attention on the major cities, using the Daedric Siege Engine 
to lay waste to them. Currently, the only times known where this has been used were 
Kvatch and Bruma. Beyond that, the evil forces focused all their power on killing Martin 
and ending the Septim bloodline. Had they succeeded, the Crisis no doubt would have 
been even more destructive. 

On the other hand, the Empire, having no knowledge of how exactly to defeat the Daedra, 
did the best they could to hold off the attacks. Though Oblivion Gates were closed, there 
seemed to be no permanent way of ending the Crisis. The rulers of cities commanded 
their guards to remain in the walls in the event of an attack, and by the midpoint of the 
war, the entire Imperial Legion was fully committed to the provinces. It was not until 
Martin's public appearance that victory seemed possible. 


Battles and Conflicts 
While little is known of battles in the other provinces, in Cyrodiil there were many 
clashes between the Empire and the Daedra with their Mythic Dawn allies. They are as 
follows (major conflicts in bold): 
Cyrodiil 

=" Battle of Kvatch 

» Ambush at Ione 

= Skirmish at Weynon Priory 

« Mission in the Imperial City 
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= Raid on Dagon Shrine 

» First Battle of Bruma 

» First Battle of Ione's Oblivion Gate 

» Second Battle of Ione's Oblivion Gate 
« Battle of Cheydinhal 

» Battle of Fort Sutch 

=» Second Battle of Bruma 

= §=©Duel in Paradise 

= Battle of the Imperial City 


Morrowind 
= Battle of Ald'ruhn 


Black Marsh 


=  An-Xileel Daedric resistance 
In addition, there were numerous occasions where Oblivion Gates in the wilderness were 
entered, as well as the Hero's closing of the Gates outside of all Cyrodiil's cities. 
Summerset Isles 


« The Daedra destroyed the Crystal Tower in the Summerset Isles after conquering 
much of the Isles. Its collapse killed all of the defenders, and the refugees within. 
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CHAPTER 8: FORTH ERA 


First Century 
4E 0 — End of the Oblivion Crisis. 


The banishing of Mehrunes Dagon from Tamriel by the Hero of Kvatch, Martin 
Septim, and the avatar of Akatosh ends the Oblivion Crisis. The Septim bloodline 
ends and the Amulet of Kings is destroyed. The Third Era ends, marking the 
beginning of the Fourth. 

The Fourth Era begins with no Emperor on the throne of Tamriel. High Chancellor 
Ocato, the Elder Council, and the Blades try to maintain order. The provinces start 
to take advantage of the Empire's weakened state. 

After the destruction of the Crystal Tower during the Oblivion Crisis, the Thalmor 
begin to rise to political power, having claimed credit for driving back the Daedra. 
They begin to purge opposition from government. 

Black Marsh secedes from the Empire during the aftermath of the Oblivion Crisis. 


4E c.5-6 — Red Mountain erupts, destroying Vvardenfell. 


In Vivec's absence, the Ministry of Truth becomes unstable. Vuhon creates an 
Ingenium that uses souls to stabilize itself. In an effort to free one of the captives 
used to power it, the Ingenium is destroyed and the rock crashes into the city of 
Vivec with all the energy it originally had. The impact causes Red Mountain to 
erupt and destroys the entire island of Vvardenfell, as well as causing massive 
destruction to the rest of the province. 


4E 06 — The Argonians invade southern Morrowind after the eruption of Red 
Mountain. 


Some claim it was incited by the Thalmor, others claim it was a result of the 
slavery that Morrowind had in the past. In an event known as the Argonian 
Invasion, a group of Argonians invades and sacks the city of Mournhold, resulting 
in the deaths of thousands, causing several refugees to flee across Tamriel, most 
notably Skyrim. Afterwards, the official capital of Morrowind moves west to the 
city of Blacklight. 


4E 10 - Gratian Caerellius dies deep inside an underground mine in Raven Rock. 


After receiving a letter from the East Empire Company, Gratian Caerellius and his 
assistant Millius set sail for Raven Rock, off the coast of Solestheim. Once they 
arrive, they enter the mine to examine whatever the miners uncovered. They reveal 
that the miners uncovered an ancient Nordic barrow, belonging to something 
called the Bloodskal Clan. Then, they encounter a weapon called the Bloodskal 
Blade and remove it from its pedestal, only to immediately be attacked by Draugr. 
Despite them successfully killing the Draugr, both men die of wounds, but not 
before coming across a strange door with unusual markings on it. Unfortunately, 
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their bodies were never found, and the mine was shut down shortly afterwards, 
damaging Raven Rock's reputation. 
4E c. 15-22 — Ocato, Imperial Potentate since the Elder Council made an 
unsuccessful bid to select a new Emperor, is assassinated. 

« The Stormcrown Interregnum ensues, fracturing the Elder Council and leading to 

civil war as pretenders attempt to claim the Ruby Throne. 
4E 16 —- The High King of Skyrim gives the island of Solstheim to Morrowind to help 
the refugees from the province after the eruption of Red Mountain. 4E 22 — The 
Thalmor seize control of Summerset Isle and rename it Alinor. 

» Taking advantage of Imperial confusion stemming from the Stormcrown 
Interregnum, the Thalmor overthrow the existing Altmer monarchy, purging non- 
Altmer as well as dissidents. 

AE c. 22-29 — Titus Mede is crowned Emperor after taking the Imperial City.[2]. This 
source tells us that Titus Mede ends the Stormcrown Interregnum after 7 years. It is 
likely, however, that he was crowned before 4E 29, as the Thalmor would have needed 
time to engineer a coup in Valenwood, which likely required knowledge of the Emperor. 

» Seven years after the assassination of Potentate Ocato, the Colovian warlord Titus 
Mede takes the Imperial City by force with only 1,000 men, becoming the new 
Emperor. 

4E 29 — The Aldmeri Dominion is recreated after Alinor and Valenwood proclaim a 
union, and all contact is severed with the Empire for 70 years. 

» The union came about after a Thalmor-backed coup overthrew Valenwood's 
government. The Empire and its Bosmeri allies are caught off-guard and defeated 
by Altmer forces that invaded Valenwood supported by Bosmeri soldiers following 
the coup. 

4E 42 - The Night of Green Fire occurs in Sentinel's refugee district. 

« A group of Altmer dissidents fleeing persecution from oppression of the Aldmeri 
Dominion, take refuge in Sentinel in Hammerfell. However, a team of Thalmor 
agents attacks that night, resulting in both sides fighting with magical attacks. The 
Imperial Legion arrives shortly afterwards, only to find out that the entire district 
was destroyed and that all the dissidents were killed. 

4E 49 —- Umbriel, a floating city, appears on the coast of Black Marsh, heading 
toward Morrowind. 

» The city of Lilmoth, Black Marsh, the home of Annaig Hoinart, is destroyed in the 
process. 

4E 98 — The two moons of Nirn, Masser and Secunda, vanish for two years in what 
becomes known as the Void Nights.[8] 
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Second Century 
4E 100 — The Void Nights end, with the Thalmor taking credit for the return of 
Nirn's moons. 

« The Khajiit credit the Thalmor as their saviors and Imperial influence in Elsweyr 
begins to wane dramatically. 

AE 101 — The Isle of Artaeum mysteriously disappears, taking the Psijic Order along 
with it. In a shocking twist, the Psijic Order retreats back to the Isle of Artaeum, only to 
completely disappear yet again. However, approximately 100 years later, an apprentice 
from the College of Winterhold begins seeing visions from members of the Psijic Order, 
warning them about unavoidable danger ahead. 4E 115 — The Elsweyr Confederacy 
dissolves due to coup into the two kingdoms of Anequina and Pelletine, which the 
Aldmeri Dominion accepts as client states. 

AE 122 — The Great Collapse of Winterhold occurs but the College of Winterhold 
remained untouched.[10] The Sea of Ghosts batters the shore, causing several districts of 
the city of Winterhold to disappear overnight, devastating it and causing massive damage. 
In a shocking twist, the College remains unharmed. This led to several controversies, 
where some people believe that the College caused it themselves, where others believe 
the College knew about it and chose not to tell or warn anyone. Other people however, 
believe that the collapse may have been caused by the explosion of Red Mountain, 
claiming that there were many far-reaching consequences, which could only be felt 
several years later. Unfortunately, Winterhold never recovered, and the College's 
reputation was ruined for good. 

4E 168 — Emperor Titus Mede II ascends to the throne. 

« The Empire is now a shadow of its former glory. Valenwood and Elsweyr had been 
ceded to the Thalmor, Black Marsh had been lost to Imperial rule since the 
Oblivion Crisis, Morrowind had yet to fully recover from the eruption of Red 
Mountain, and Hammerfell was plagued by infighting between the Crown and 
Forbear factions. Only High Rock, Cyrodiil, and Skyrim remained prosperous and 
peaceful. 

4E 171 — The Great War begins with armies from the Aldmeri Dominion invading 
the Imperial provinces of Hammerfell and Cyrodiil. 

» The Aldmeri Dominion's invasion force overwhelms Imperial defenses. 

» After Titus II rejects an ultimatum to make massive concessions to the Thalmor, 
Aldmeri armies invade. An army led by Thalmor general Lord Naarifin emerges 
from hidden camps in northern Elsweyr and assaults southern Cyrodiil, flanking 
Imperial defenses along the Valenwood border. Leyawiin falls to the invaders, and 
Bravil is surrounded and besieged. Simultaneously, an army under Lord Arannelya 
crosses western Cyrodiil, bypassing Anvil and Kvatch and entering Hammerfell. 
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This army is joined by smaller forces landing on Hammerfell's coast. Imperial 
troops are forced into retreat across the Alik'r Desert. 


4E 174 — The Imperial City is sacked by Aldmeri forces. 


Titus II flees north from the city, smashing through the surrounding Aldmeri forces 
with his main army and linking up with reinforcements heading south from 
Skyrim under General Jonna. The Imperial City falls to the invaders. The Imperial 
Palace is burned, White-Gold Tower is looted, and the Aldmeri commit many 
atrocities against the defenseless populace. 

The Reachmen manage to overthrow the Nords in the Reach and take control of 
the Hold, due to the Legion garrison being called back to Cyrodiil. 


4E 175 — The Battle of the Red Ring results in the complete destruction of the 
Aldmeri army in Cyrodiil, a victory for the Empire precipitating the end of the 
Great War. 


A combined Cyrodilic-Skyrim army led by Titus II is assembled at Bruma. The 
army then assaults the Imperial City. 

The Imperial City is retaken and Titus II's decision to withdraw from it the 
previous year is vindicated. Despite this resounding victory, however, the Empire 
is exhausted and unable to continue the war. Realizing this, Titus IT seeks to 
negotiate with the Aldmeri Dominion to end the war. 


4E 175 — The Great War ends with the White-Gold Concordat. 


The Concordat is a peace treaty between the Empire and the Aldmeri Dominion. 
The terms of treaty gave the Thalmor free reign to stamp out the worship of Talos 
throughout the Empire, and ceded a large section of southern Hammerfell. Critics 
note that these terms are almost identical to the ultimatum that Titus II rejected at 
the start of the war. 


4E 175 — Hammerfell leaves the Empire after rejecting the White-Gold Concordat. 


Titus II renounces Hammerfell as a province of the Empire to preserve the treaty 
after the Redguards oppose ceding their lands. The Redguards see this as a 
betrayal, and a lasting bitterness between Hammerfell and the Empire is sown to 
the delight of the Thalmor. Hammerfell continues to war with the Aldmeri 
Dominion for the next five years. 


4E 176 — The Markarth Incident takes place. 4E 180 — The Second Treaty of Stros 
M'kai is signed. 


Having been fought to a standstill by the Redguards, the Aldmeri Dominion 
completely withdraws from Hammerfell. The Aldmeri Dominion lost nearly a 
third of its invasion force during the process. The Imperial lands are left in further 
ruin and there is political instability. The Aldmeri Dominion further overpower the 
Imperium in terms of military and economy. 

The Great Reconstruction begins in Cyrodiil, Hammerfell, Valenwood, and 
Morrowind. 
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Third Century 


4E 201 — The High King of Skyrim is killed by Ulfric Stormcloak, Jarl of Windhelm. 


Ulfric kills the High King Torygg with the Thu'um and proclaims right to the 
throne, following ancient Nordic custom. 


4E 201 — The Nords of Skyrim engage in a Civil War. 


Ulfric begins the Stormcloak rebellion in an attempt to take the throne of the High 
King and secede from the Empire. 

Ulfric is captured and sent to Helgen to be executed along with other rebels and 
two unrelated prisoners after a surprise ambush led by Imperial General Tullius. 
Ulfric Stormcloak escapes the execution, and resumes the position of the Jarl of 
Windhelm. 


4E 201 — The Dragon Crisis begins. 


Before Ulfric was to be executed, the first dragon seen in centuries attacks and 
destroys the small keep of Helgen, killing mostly everyone defending the keep 
outside, but leaving a small number of survivors in his wake: Imperial soldiers, 
Stormcloaks, and an unknown prisoner. 

The Last Dragonborn discovers their power. 
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CHAPTER 9: GEOGRAPHY 


Tamriel 


Tamriel, also known as Dawn's Beauty in Aldmeris, Starry Heart in Ehlnofex, Starry 
Heart of Dawn's Beauty, Taazokaan and the Arena, is one of several continents located on 
Nirn, and has for much of its history been divided into the nine provinces of Black 
Marsh, Cyrodiil, Elsweyr, Hammerfell, High Rock, Morrowind, Skyrim, the Summerset 
Isles, and Valenwood. All of The Elder Scrolls games to date have focused on the 
continent of Tamriel. 

Geography 

Tamriel is typically divided into nine provinces, outlined below. These have fluctuated 
throughout Tamriel's history, but these are the most usual form of reference. 

7 Black Marsh — Also called Argonia, this huge and mostly uncharted region 
of densely vegetated wetlands is at the southeastern tip of Tamriel. The Argonians and 
Hist trees are native to this province. 

7 Cyrodiil — This province lies in the center of Tamriel and is the home of the 
human Imperials. Cyrodiil is mostly an expanse of forest and mountains. At its heart is 
the Nibenay Valley, a vast plain enclosed by equatorial rain forests. Many rivers flow 
through this area, and as one ventures further south, the land slowly becomes increasingly 
sub-tropical. For much of Tamriel's history, it is the seat of the Empire. Cyrodiil is the 
setting for The Elder Scrolls IV: Oblivion. 

7 Elsweyr — Divided across arid badlands to the North and a more populous 
sub-tropical zone in the South, this region marks the southern coast of Tamriel. Elsweyr 
is home to the Khajiit. 

7 Hammerfell — Lying in west Tamriel, this province is dominated by the 
Alik'r Desert. Hammerfell is home to the Redguard human race, who settled there in a 
series of mass migrations from Yokuda some time after 1E 792. Part of Hammerfell is 
part of the setting for the game The Elder Scrolls II: Daggerfall. 

7 High Rock — Home to the Bretons, this province has been divided into 
multiple city-states and minor kingdoms for much of its history. Following the Warp in 
the West, several these kingdoms consolidated into a handful of larger states. It is a 
temperate coastal region in northwestern Tamriel. The province contains the Adamantine 
Tower, where the gods are said to have decided the fate of Lorkhan and Mundus. At 
various points in its history, High Rock has contained Orsinium, a province belonging to 
the Orcs. The southern region of High Rock is part of the setting for the game The Elder 
Scrolls I: Daggerfall. 

. Morrowind — The province in the northeast corner of Tamriel and home to 
the Dunmer (Dark Elves). It consists of a continental mainland and a large island in the 
center called Vvardenfell, separated by an inlet from the Sea of Ghosts, The Inner Sea. 
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Vvardenfell is also the location of Red Mountain, a volcano that has erupted at least twice 
in the recorded history of Tamriel. The province is the setting for the game, The Elder 
Scrolls Ill: Morrowind. There is also an island to the north west of Morrowind called 
Solstheim, which is the setting for both Morrowind's second add-on, The Elder Scrolls 
Il: Bloodmoon and Skyrim's third add-on, The Elder Scrolls V: Dragonborn. 

7 Skyrim — This northern, snow-covered, and mountainous region is home to 
the Nords and the Falmer. Skyrim contains some of the tallest mountains in all of 
Tamriel, most notably the Throat of the World. Skyrim is less urbanized than Cyrodiil, 
but the five largest cities do have a sizable population, with the other four cities being 
more like towns. Skyrim is the setting for The Elder Scrolls V: Skyrim. 

7 Summerset Isles — This province is located in the Eltheric Ocean, with the 
Abecean Sea separating the islands from the mainland Tamriel continent. It is composed 
of two major islands and an archipelago of smaller ones. These islands are home to the 
Altmer (High Elves), and as the place where the Aldmer first arrived on Tamriel, is 
considered by some to be the birthplace of Tamrielic civilization. 

. Valenwood — The province in the southwestern region of Tamriel. This 
province is mostly forest wilderness. The coasts are dominated by mangrove swamps and 
tropical rain forests, while heavy rainfalls nurture the temperate inland rain forests. 
Valenwood is home to the Bosmer (Wood Elves). 


Provinces of the Fourth Era 
In the 200 years before Skyrim, the Empire had lost much of its territory. By 4E 22, The 
Summerset Isles belonged to the Thalmor faction. By 4E 115, the Third Aldmeri 
Dominion had been formed, comprising the Summerset Isles (now renamed "Alinor") 
and Valenwood, which had been seized by Thalmor sympathizers during a coup. Around 
4E 5-6, Red Mountain erupted in Vvardenfell, destroying the island and much of northern 
Morrowind. With Morrowind severely weakened, the Argonians (who had seceded from 
the Empire) invaded, conquering the Dunmer.Also, due to the Great War and the White- 
Gold Concordat that followed, Hammerfell fought a war of independence and now 
belongs to neither the Empire or the Dominion. As of 4E 201, Skyrim is in a state of civil 
war and, while nominally still part of the Empire, its future status is uncertain. 
Below are a list of all provinces and their affiliation: 

United provinces: 

Septim Empire 

. Cyrodiil (Capital: Imperial City) 

. High Rock (Capital: Daggerfall) 

. Skyrim* (Capital: Solitude) 

. Morrowind (Capital: Blacklight) 

Aldmeri Dominion 

7 Summerset Isles (Capital: Alinor) 


Contents Index 458 





7 Valenwood (Capital: Falinesti) 

. Elsweyr** (Capital: Torval) 

Independent provinces: 

" Hammerfell (Capital: Sentinel) 

7 Black Marsh (Capital: Lilmoth) 
* _ state of civil war 
** _ divided into two client states, Anequina and Pelletine 
Governments 
Empire 
Since the Second Era, Tamriel has been governed by the Third Empire that, until the 
Oblivion Crisis, was led by an Emperor of the Septim Dynasty. The center of the Empire 
was Cyrodiil, which was the home of both the Emperor and the Elder Council, which 
serves administrative functions and as an interim government during times of instability. 
Upon the death of the Emperor, the new Emperor is usually the oldest legitimate child 
(preferably a son) of the dead Emperor. However, spouses, younger children, siblings and 
on at least one occasion, an illegitimate child have taken the throne. 
After the death of the last of the Septim Emperor and the disappearance of the last Septim 
heir, the head of the Elder Council and de facto head of state was Imperial High 
Chancellor, Grand Battle-Mage Ocato. Following the Stormcrown Interregnum at the 
beginning of the Fourth Era, the Mede Dynasty is the ruling family of the empire. 
Each province has its own form of government which sees to the affairs of that province. 
This can vary between being kingdoms, councils or provincial governors, depending on 
the province in question. There may also be a degree of direct Imperial administration in 
some places, with an Imperial bureaucracy in place, but the degree to which this is 
commonplace is unclear. 


Aldmeri Dominion 

The Aldmeri Dominion is an alliance that has repeatedly occurred between the Altmer of 
Summerset Isles, the Bosmer of Valenwood, and the Khajiit of the Elsweyr Confederacy 
(or the kingdoms of Anequina and Pelletine). The Dominion of the Second Era was the 
most stable power in Tamriel until the coming of Tiber Septim, and at the end of the 
Interregnum, Tamriel was divided between the Empire and the Dominion. 

The Dominion's ruling body, the Thalmor, is a congress of Bosmeri chieftains and 
Altmeri diplomats, and its armies were responsible for repelling the Colovian invasions 
of Valenwood, and Thalmor Justiciars also helped to remove every Blades spy in 
Summerset and Valenwood. At the end of the Second Era, the King of Alinor and the 
Imperial Battlhemage, Zurin Arctus, were to strike a peace treaty between the Empire and 
the Dominion. However, Tiber Septim instead decided to use the Brass God, Numidium, 
to conquer the Summerset Isles, an event that is still remembered by many living Altmer 
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with horror. In the early Fourth Era, the Aldmeri Dominion was re-established after over 
four hundred years. 


Culture 

Religion 

Many different gods are worshiped across Tamriel, with each culture having its own 

pantheon of gods. A complete list of these can be found in the book Varieties of Faith in 

the Empire. However, many of these pantheons represent the same deities, which can 
broadly be split into two groups: 

Aedra — The term Aedra comes from the Aldmer and means '‘ancestors.'This 

corresponds with the original Aldmeri belief system that the Altmer are the direct 

descendants of the gods. The Aedra are the et'ada who Lorkhan persuaded or tricked to 
create Mundus. These gods form the core of the Imperial pantheon: together with Tiber 

Septim they form the Nine Divines. 

Daedra — The term Daedra means 'not our ancestors,’ the first being used by the Chimer 

to emphasize their separation from other Aldmer. Other races adapted the term to a 

broader use which includes all gods aligned to Padomay (change),although they are 

also referred to as demons. The Daedra consist of seventeen princes and a large number 
of lesser Daedra. Contrary to popular belief, not all Daedra are inherently evil. 

Note that even where the pantheons appear to venerate the same deities, there is some 

variance in how they are worshiped and which other deities are worshiped. Each culture 

has a different interpretation of the gods and their actions, which impacts their beliefs. 

Demographics 

The main races of Tamriel are the Bretons, Redguards, Imperials, Argonians, Khajiit, 

Altmer (High Elves), Dunmer (Dark Elves), Bosmer (Wood Elves), Orcs and Nords. 

Other races in Tamriel include the following: 

e The Falmer or Snow Elves, the original Elven inhabitants of Skyrim, thought by many 
to be a myth. They were defeated by the Nords, with the last notable battle being the 
Battle of the Moesring. The remaining Snow Elves sought out shelter with the Dwemer, 
in return for eating a toxic fungi rendering them blind and making them their slaves. At 
some point after this, the Snow Elves rebelled against the Dwemer which started the 
War of the Crag. 

e The Dwemer, meaning "Deep Elves, Deep Folk,", "People of the Deep, "Smart Elves 
(based on the Dlyxexic Theory)," or as they were commonly referred to by Men, 
"Dwarves," were an ancient, lost race of Mer that inhabited most of Tamriel, including 
Morrowind, Skyrim, High Rock and Hammerfell. Their history is somewhat sketchy 
and unknown, the entire race disappeared instantly during the Battle of Red Mountain, 
when Lord Nerevar led the Chimer in an attack against the Dwarves to keep them from 
using Kagrenac's Tools. The Dwemer were trying to use the tools to create a god for 
themselves. The Chimer saw this as an affront to their gods, which ultimately led to 
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war. It is believed that Kagrenac attempted to use the tools in a desperate gamble, 
causing the Dwemer to be removed from all of existence. 

The Ayleids were a race of Mer who were the original rulers of Cyrodiil but many were 
killed and others were driven into hiding during Alessia's rebellion and rule. Their ruins 
can be found scattered across Cyrodiil, and are a lucrative venture for anyone skilled 
and brave enough to venture into one and return with treasures. 

The Chimer, meaning "changed folk" in Aldmeris, were a small cult of High Elves who 
were led by the prophet Veloth to the promised land of Resdayn, now called 
Morrowind, in the Merethic Era. During the First Era, their skin changed to grey and 
their eyes changed to red, which is generally thought to be a curse from Azura for the 
Tribunal's actions, either murdering Nerevar or using Kagrenac's Tools on the Heart of 
Lorkhan. 

The Giants, a race of gargantuan humanoids, are found in the wilderness of Skyrim. 
Infamous for their colossal height and immense strength, Giants share little civil 
interaction with humans. Giants are often found with Mammoths, processing their milk 
into cheese and occasionally eating them. 


Other Lands of Nirn 
Aldmeris 


Aldmeris, also known as Old Ehlnofey, is a possible continent on Nirn. Very little is 
known of the alleged Elven homeland, and it is often considered to be merely a myth. Its 
location, environment, politics, religion, and even its current existence are matters of 
conjecture. Translations from the tapestries and texts in the Crystal Tower of the Isle of 
Summerset have yielded only the barest sketches of a beautiful, but very strange, land. 
Depictions of Aldmeris are devoid of any representations of life aside from the Aldmer 
themselves. It appears always as an endless city, built upon itself over and over again, 
until nothing from nature remains. The highest towers are reserved for interring the dead, 
a tradition continued on by the Crystal Tower itself. 


History 

Few records exist of events relating to Aldmeris. One account tells of the Aldmer 
Foresailor High Lord Torinaan, who left the shores of his home Aldmeris in order to 
"escape doom oblivious" and landed in Auridon, swearing an oath to lay claim to the 
new-found area and never depart from it. Another fleet of Aldmer settled on the continent 
south of Tamriel, known as Pyandonea, though this land was said to have been "low, 
marshy, and insect-infested" as compared to Summerset. The Aldmer who settled 
Summerset became known as the Altmer, and those that settled Pyandonea became the 
Maormer. It is unknown if any people remained on Aldmeris after the Aldmeri 
colonization of foreign lands. 
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What has happened in Aldmeris since the elves who settled in Tamriel left is perhaps the 
oldest of all mysteries. For countless centuries, adventurers have sought Lost Aldmeris, 
only to return disappointed, if they return at all. Some say that Aldmeris was sunk into the 
sea by the angry gods of the Aldmer. Others claim that the elven homeland has left 
Mundus and will only return when the races of Mer are united as one. Legends say that 
there are still elves inhabiting the area, not wishing to leave. 


Akavir 


Akavir (Aldmeris/EhInofex and Tsaesci: "Dragon Land") or Dovahnor (Dovahzul:Dovah- 
Nor, "Dragon-Land") is a continent lying to the east of Tamriel. It is the homeland of four 
seemingly unrelated races collectively referred to as the "Akaviri," which is composed of 
the Snow Demons of Kamal, the serpent-men of Tsaesci, the Monkey People of Tang Mo, 
and the Tiger Dragons of Ka'Po'Tun. Little else is known about the continent or the 
people of Akavir, as few Tamrielic peoples have ever dared to cross the vast ocean that 
separated it from Tamriel. It was believed that humans lived in Akavir at one time but 
were eventually "eaten" by the Tsaesci, who have themselves launched several attacks 
upon Tamriel in past ages. The latest contact with Akavir was attempted by the 
Nerevarine, who supposedly launched a trip to Akavir after defeating Dagoth Ur. 

Though Akavir may sound too bestial to take notice of at first glance, it was an important 
figure and influence on Tamriel's history. Akavir has influenced Tamriel for countless 
centuries, both in times of peace and war, as the two continents have always had a 
tumultuous relationship. 


History 

The history of Akavir mostly involves legends and tales of battles between armies of 
Akavir and Tamriel. A mythical story states that a great Nord warrior once traveled to 
Akavir and, with the help of a dragon, slew an army of Tsaesci. 

The first specific encounter and written record occurred toward the end of the First Era. 
Tamriel was invaded by the Tsaesci, but the invasion was halted by Reman I and his 
armies. The Akaviri forces were destroyed, and those who remained living were offered 
amnesty to fight for the empire. The Akaviri who accepted later played important roles in 
Tamriel's growing society. 

Sometime during the Third Era, Uriel V took the throne of the Empire. He led a series of 
invasions leading up to an assault upon Akavir. The invasion on Akavir failed, and Uriel 
V died in the Battle at Ionith. The lands of the Tsaesci were the main targets of the 
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invasion, and at first the invasion went well, with two cities falling without resistance to 
the Imperial Legions in the expeditionary force. However, several natural factors and use 
of powerful magicka by the Tsaesci led to the severe weakening of the force, allowing the 
Tsaesci to besiege and rout it. Rumored magicka attacks were weather control and 
interference with Battlkemage magicka communication. Although many men were saved 
by the navy, at least one whole legion was destroyed (four were taken), and many of the 
ocean-going ships that transported the invasion were damaged and/or destroyed. 


Culture 

Demography 

Tang Mo 

Tang Mo is home to a race of monkey-folk (not to be confused with the monkey-folk 
known as the Imga) who are being oppressed on a constant basis by the three other races 
of Akavir. The other nations of Akavir have all tried to invade Tang Mo at one point in 
time, and the monkey-folk hold a special hatred of the snake people of Tsaesci. However, 
the monkey-folk have since allied with the tiger people of Ka Po Tun. 

Kamal 

Kamal is inhabited by primal demons that thaw out once a year and attack Tang Mo, but 
the monkey-folk always manage to drive them back. A demon warlord, Ada'Soom Dir- 
Kamal, once attempted to conquer Morrowind but was destroyed at Red Mountain by 
Almalexia and the Underking. It was during this invasion that Vivec is said to have 
flooded the island of Vvardenfell and taught the entire Dunmer race to breathe water. This 
is the only known encounter with an Akaviri race besides the Tsaesci. 

Ka'Po'Tun 

Formerly Po Tun, Tiger Empire, Ka Po' Tun is the homeland of the tiger people. After the 
serpent-men ate all the men of Akavir, they also attempted to eat all the dragons. The red 
dragons were eaten, but the black dragons fled to what was then known as Po Tun. A 
great war on Akavir followed, leaving all remaining dragons dead and both serpent and 
tiger peoples weak. The tiger people have since attempted to become dragons. Their 
leader, Tosh Raka, has already accomplished this and is the largest dragon in the world. 
Most recent reports have stated that the Po Tun have formed an alliance with their 
simean-like neighbors the Tang mo. Their plans are for the annihilation or complete rule 
and enslavement of the Tsaesci. Scholars expect that this new alliance and their potential 
success may either cause these two powers to turn on each other, work towards 
commerce and better foreign relations, or worse: a whole new invasion against Tamriel. 
Tsaesci 

Tsaesci is the largest, and presumably the most powerful, of the kingdoms on Akavir. It 
was the first region on Akavir to attempt a Tamrielic invasion, with moderate success. 
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According to legend, Tsaesci is the homeland of immortal vampiric serpent-men. The 
men that used to exist in Akavir were all eaten by this race. The Tsaesci also enslaved 
goblins that they used for labor and blood. 

Perhaps the most well-known Tsaesci from this region was Potentate Versidue Shaie, who 
ruled the Cyrodiilic Empire after the death of King Reman III. His bloodline ruled for 
four hundred years, before being assassinated by the Morag Tong. 

Humans 

It is unknown what happened to the humans of Akavir. One source says they were "eaten" 
by the Tsaesci. However, there is very little explanation on the meaning of "eat" in that 
context, and there are conflicting accounts of the Akaviri; the depiction of the Tsaesci in 
multiple sources indicates that they are literally serpentine. But other sources, such as the 
Akaviri Diary Translation, imply that there were humanoid people with the Tsaesci, this 
may mean that the humans of Akavir are still alive. 


Locations 

e Tang Mo (Thousand Monkey Isles) 
e Kamal (Snow Hell) 

e Ka Po' Tun 

e Tsaesci 

e Tonith 

e Septimia 


Atmora 


Atmora, also known as Altmora or Elder Wood in Ehlnofex, is a frozen continent located 
far to the north of Tamriel, across the Sea of Ghosts. It was home to a race of men known 
as Atmorans around the Merethic Era. 


Climate 


Expeditions to Atmora in the Third Era describe a place of permanent winter, with little 
life and no sign of human habitation. Reports describing the climate before the freezing 
vary. The Songs of the Return series of books makes several mentions of "distant green 
summers" and "chilling green shores." Other reports assert it was never a temperate 
place, and as such the early settlers were hunters with no knowledge of agriculture. 


Origins of men 
Legend has it that the first pre-literate humans came to Tamriel from the continent of 
Atmora in the late Merethic Era. It was not a single invasion but a series of them over 


hundreds of years, giving birth to the Nords, Imperials and Bretons. The last of the 
invaders was the legendary Ysgramor and his Five Hundred Companions. 


Migration 
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Pre-Return events 


Ysgramor gathered those who wished to leave Atmora due to the violent civil war. They 
sailed south and eventually the fleet landed at Hsaarik Head at the extreme northern tip of 
Skyrim's Broken Cape. It was here they built there the legendary city of Saarthal. 

Upon arrival in Tamriel, the Atmorans met and befriended the local Snow Elves. The 
Nords called the land "Mereth," in recognition of the vast number of Mer that lived there. 
The elves quickly took notice of the rate at which Man's population was growing, and 
soon realized that these men were the first great threat to Elvish civilization on Tamriel. 
The Snow Elves led raids throughout the settlements of men that had come to Tamriel. 
Most of the Atmorans were hunted down and the city of Saarthal was burned to the 
ground. These events became known as the "Night of Tears." Ysgramor and his two sons, 
Yngol and Ylgar, survived and fled back to Atmora. 


Return 


When Ysgramor and his sons returned to their homeland they discovered Atmora had 
developed into a peaceful land. They told stories of elven treachery and murders in 
Saarthal. This inspired men of Atmora to raise an army and avenge the fallen, claiming 
Mereth for themselves. 

Ysgramor gathered an army known as the Five Hundred Companions and set sail from 
the southernmost city of Jylkurfyk to invade Tamriel, this became known as the Day of 
Final Passage. When they arrived, they retook Saarthal and hunted Snow Elves and other 
Mer alike, and made possible the rise of men, eventually establishing the First Empire. 
These series of events gained the name of "The Return" and have since led to a strong 
hatred and prejudice between the races of Men and Mer. 


Fate 


Tiber Septim was the last purported immigrant from Atmora, who was said to have left 
the continent in his youth during the Second Era. However, given the last recorded wave 
of migration took place in 1E 68, the veracity of this is questionable. 

It is unknown what exactly caused the climate to deteriorate so drastically. The Atmorans 
that did not manage to flee, doubtlessly succumbed to the ever-worsening climate many 
centuries ago. 

According to the 36 Lessons of Vivec, Sermon 17, Vivec and Nerevar traveled to Atmora 
but found only frozen bearded kings. 


Pyandonea 


Pyandonea is the island-continent located far south of the Summerset Isles and is home to 
the elusive Maormer. The island chain is covered mostly in dense rain forest, and is a 
playground for the southern water spirits. 
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Geography 

In the year 2E 486, a small Maormeri fleet was sighted off the coast of Alinor, and 
King Hidellith ordered his navy to give chase. The navy followed the ships through 
uncharted waters, into an ambush in Pyandonea itself. Most of the Alinor navy was 
destroyed, but a single warship returned to Summerset to describe the land as a "sea 
jungle." Massive plateaus spilling over with vegetation form mazes around valleys of 
ocean. Waving tendrils of kelp trap all but the Maormer's own ships, and provide a well 
camouflaged home for the sea serpents that are Orgnum's guards and occasional mounts. 
Mist storms spill over the land, further disorienting one's views. That even one ship 
survived is a testament to the maritime genius of the Altmer. 


History and politics 

It was once believed that the Maormer of Pyandonea were originally exiles from the 
Summerset Isle. However, translations of tapestries in the Crystal Tower tell the tale of 
how the Maormer were likely separated in their original homeland of Aldmeris. 
According to the legend, Orgnum was a phenomenally wealthy Aldmer nobleman, who 
used his finances to launch a rebellion against the powers of the land. He and his 
followers were banished for this to a place separated from Aldmeris by an impenetrable 
mist, Pyandonea, "The Veil of Mist." This boundary proved so effective that the followers 
of Orgnum never again disturbed their former countrymen in Aldmeris. 

The Maormer were relentless in their drive to conquer Summerset, and there is scarcely a 
year throughout the First or Second Eras when they did not ravage the coastlines of 
the Altmer. Every attack launched by the Maormer against Summerset has been led by 
Orgnum himself, and despite the number of wars and strategies employed by the 
Maormer, each of these attacks has proved to be an ultimate failure. 

The Second Aldmeri Dominion made allies of the Maormer, although the Dominion 
allowed the kings of Colovia to eliminate Maormer outposts that had been established 
along the western coast of the mainland. 

The last documented appearance of the Maormer was in 3E 110 in the War of the Isle. 
The united alliance of the kings of Summerset and Antiochus, combining the Imperial 
fleet and the royal navies of Summerset Isle, together with the magical powers of 
the Psijic Order, succeeded in destroying the Pyandonean invading armada. It was said 
that the storm brewed by the Psijic of Artaeum so annihilated Orgnum's fleet that he was 
never again able to muster together enough of a force to dare another battle. 


Thras 


Thras, also known as the Coral Kingdom, or the Coral Kingdom of Thras, is a partially- 
submerged continent west of Tamriel and has been a powerful, antagonizing power 
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against the Summerset Isles since before recorded time. The Sload may at one time have 
even called Summerset part of Thras. For millennia, the hulking, slug like creatures, 
notorious for their necromantic mastery, terrorized the Altmer, conjuring sea monsters 
along the coast and laying siege to Skywatch. But for all of the attacks, horror, and 
devastation coming from Thras, very little is known about the land itself. 
Geography 

The first maps that were made by cartographers, who sailed to Thras and lived to tell the 
tale, show a group of sixteen islands in a semicircle, like a partially submerged coral 
atoll. Over the centuries, other maps have been charted by spies and the number and size 
of the islands have varied, suggesting that the amphibious Sload have a volatile kingdom 
which fluctuates in land mass, either by the tides or some other, less natural means. The 
map above shows it as a small chain centered between Summerset, Yokuda, and 
Hammerfell. The largest of the islands, Agonio, seems the most stable, though later maps 
show it considerably larger than earlier maps. 

The true and permanent aspect of Thras, however, is not something mapmakers would 
know merely by looking at the land above the surface. Many Altmer have been captured 
by the Sload, but a few were able to escape to tell of the brackish lagoon in the center of 
the island chain. There, the buoyant creatures move about with relative quickness and 
grace through an intricate network of coral formations and ancient shipwrecks. 


History 

The reach of Thras has been felt far beyond its own land. The Thrassian Plague which 
decimated Tamriel's population in the year 2260 of the First Era was their most 
outrageous attack against the mainland. When the Redguards came to Tamriel in 1E 808, 
they brought with them a tradition of burying their criminals on islands off their shore, to 
prevent their evil spirits from disturbing the living. The Sload took advantage of these 
graveyards of the coast, finding them suitable laboratories for their necromancy. The 
Redguards pushed back against the invaders, but reports of Sload living off the coast near 
settled lands from Stros M'kai to Abibon-Gora have surfaced well into the Third Era. The 
Sload N'Gasta is seen on Stros M'kai in The Elder Scrolls Adventures: Redguard. 
Recently the Sload have been quiet. Their hero, the King of Worms, Mannimarco, has 
likewise ceased to trouble Tamriel. 


Yokuda 


Yokuda, sometimes spelled Yakuda, lies to the west of Tamriel and was the homeland of 
the Lefthanded Elves and Redguards, who were at the time known as the Yokuda. The 
majority of the continent sank into the sea in IE 792, although the cause of this 
catastrophe is still debated today. Some suggest a series of natural earthquakes caused it, 
while others argue that it was the Ansei group, the Hiradirge. The Yokudans escaped this 
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disaster by traveling to Tamriel, in the province of what would later become Hammerfell, 
arriving in year 808 of the First Era. One reference claims that "the Redguards destroyed 
Yokuda so they could make their journey" to Tamriel, but does not elaborate. 


Geography 
The continent, when it existed, was a place where "rocky, barren hills were matched by 


the fecund combination of sophisticated agriculture, politics, and warfare. It was a harsh 
environment, training the Yokudans well for their lives in Tamriel. 


Known islands 


e Akos Kasaz 
e Samara 

e Kanesh 

e Yath 


History 

What little is known about the continent is that a series of civil wars took place there. The 
first of these occurred in the Fourth Century, and the second during the Eighth Century. 
During the last civil war, the only known participants were a "renegade band of Ansei 
called the Hiradirge", who were defeated in 1E 792. At some point the Redguards had a 
war with the Lefthanded Elves, whom they defeated using Orichalcum weapons. 
Religion 

The main religion of Yokuda is a mix of their traditional pantheon and ancestor worship. 

e Satakal — Yokudan god of everything. A fusion of the concepts of Anu and Padomay. 
Basically, Satakal is much like the Nordic Alduin, who destroys one world to begin the 
next. In Yokudan mythology, Satakal had done, and still does this many times over, a 
cycle which prompted the birth of spirits that could survive the transition. These spirits 
ultimately become the Yokudan pantheon. Popular god of the Alik'r nomads. 

Ruptga — Chief deity of the Yokudan pantheon. Ruptga, more commonly 'Tall Papa’, 
was the first god to figure out how to survive the Hunger of Satakal. Following his lead, 
the other gods learned the 'Walkabout', or a process by which they can persist beyond 
one lifetime. Tall Papa set the stars in the sky to show lesser spirits how to do this, too. 
When there were too many spirits to keep track of, though, Ruptga created a helper out 
of the dead skin of past worlds. This helper is Sep, who later creates the world of 
mortals. 

Tu'whacca — Yokudan god of souls. Tu'whacca, before the creation of the world, was 
the god of the cosmos. When Tall Papa undertook the creation of the Walkabout, 
Tu'whacca found a purpose; he became the caretaker of the Far Shores, and continues 
to help Redguards find their way into the afterlife. His cult is sometimes associated 
with Arkay in the more cosmopolitan regions of Hammerfell. 
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Zeht — Yokudan god of agriculture. Renounced his father after the world was created, 
which is why Tall Papa makes it so hard to grow food. 

Morwha — Yokudan fertility goddess. Fundamental deity in the Yokudan pantheon, and 
the favorite of Tall Papa's wives. Still worshipped in various areas of Hammerfell, 
including Stros M'kai. Morwha is always portrayed as four-armed, so that she can 'grab 
more husbands'. 

Tava — Yokudan spirit of the air. Tava is most famous for leading the Yokudans to the 
isle of Herne after the destruction of their homeland. She has since become assimilated 
into the mythology of Kynareth. She is still very popular in Hammerfell among sailors, 
and her shrines can be found in most port cities. 

Malooc — An enemy god of the Ra'Gada. Led the goblins against the Redguards during 
the first era. Fled east when the army of the Hoon Ding overtook his goblin hordes. 
Diagna — Hoary thuggish cult of the Redguards. Originated in Yokuda during the 
Twenty Seven Snake Folk Slaughter. Diagna was an avatar of the HoonDing that 
achieved permanence. He was instrumental to the defeat of the Lefthanded Elves, as he 
brought orichalc weapons to the Yokudan people to win the fight. In Tamriel, he led a 
very tight knit group of followers against the Orcs of Orsinium during the height of 
their ancient power, but then faded into obscurity. He is now little more than a local 
power spirit of the Dragontail mountains. 

Sep — Yokudan version of Lorkhan. Sep is born when Tall Papa creates someone to help 
him regulate the spirit trade. Sep, though, is driven crazy by the hunger of Satakal, and 
he convinces some of the gods to help him make an easier alternative to the Walkabout. 
This, of course, is the world as we know it, and the spirits who followed Sep become 
trapped here, to live out their lives as mortals. Sep is punished by Tall Papa for his 
transgressions, but his hunger lives on as a void in the stars, a 'non-space' that tries to 
upset mortal entry into the Far Shores. 

Hoonding — Yokudan spirit of 'perseverance over infidels'. The HoonDing has 
historically materialized whenever the Redguards need to 'make way' for their people. 
In Tamrielic history this has only happened three times-twice in the first era during the 
Ra Gada invasion, once during the Tiber War. In this last incarnation, the HoonDing 
was Said to have been either a sword or a crown, or both. 

Leki — Goddess daughter of Tall Papa, Leki is the goddess of aberrant swordsmanship. 
The Na-Totambu of Yokuda warred to a standstill during the mythic era to decide who 
would lead the charge against the Lefthanded Elves. Their sword masters, though, were 
so skilled in the Best Known Cuts as to be matched evenly. Leki introduced the 
Ephemeral Feint; afterwards, a victor emerged and the war with the Aldmer began. 
Onsi — Notable warrior god of the Yokudan Ra'Gada, Onsi taught Mankind how to pull 
their knives into swords. 


Realms Of Oblivion 
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Azura's Moonshadow 


Moonshadow is described as an impossibly beautiful, amazing world made up of 
impossible shades of colors, and perpetual twilight. This realm is believed to be 
permanently sealed off from mortals, but those who ventured there in the past usually 
went half-blind or half-mad from the unnatural beauty. 


Boethiah's Snake Mount or Attribution's Share 


Boethiah's plane is made up of vast mazes, gardens and labyrinths, and the architecture 
has a very twisted and sinister appearance. Betrayal and deception are a matter of natural 
law in this realm. His recent bloody tournament in Oblivion may have been in Mehrunes 
Dagon's Deadlands, as it looked basically the same according to the winner. 


Clavicus Vile's Realm 


The domain of Oblivion created and ruled over by the Daedric Prince of Deals, Clavicus 
Vile. It appears as an idyllic countryside dotted with majestic merchant cities, fields of 
white clovers, woodland meadows, twisted foliage, and odd melted-looking places. The 
sky is blue with cottony clouds with greenish-grey patches, and the air smells of both 
perfume and rotting flesh. The true name of this plane of Oblivion is unknown. 


Hermaeus Mora's Apocrypha 


This is the central repository for all knowledge in the entire universe, and is said to 
resemble an infinite library. Murky waters spout tentacles throughout the abyss. Its books 
are all identical, having black covers and no titles, but there is one of every book ever 
written, and includes knowledge normally forbidden to humans. Mortals who wander 
here usually die and remain behind as ghosts, still seeking knowledge. Only through 
Hermaeus Mora's mysterious Black Books have people found their way into Apocrypha. 


Hircine's Hunting Grounds 


This plane consists of a vast expanse of islands, inhabited by the various Daedra, or by 
vast forests, plains, grasslands and puzzling mazes. Hircine's plane has a higher than 
normal population of atronachs, and it is home to were-beasts and creatures much larger 
than those of Tamriel. The most popular hunted prey are those unlucky mortals who find 
themselves here accidentally. Mortal souls who have been blessed with Lycanthropy are 
sent here. 


Malacath's Ashpit 


The Ashpit is a barren, barely-habitable wasteland. Of those realms accessible by mortals, 
this is considered the hardest to reach. The realm is described to have no surface and no 
end. It is filled with particles of ash and smoke, swirling full of curses and broken 
promises. It is known as the final resting place for Orsimer who live and die honorably, as 
many orcs are heard making comments such as "By the Ashpit." According to comments 
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made by the Daedric Prince Sheogorath, this plane has some sort of spine in it, due to his 
comment that the backbone of Malacath's realm is an actual backbone. 


Mehrunes Dagon's Deadlands 


The Deadlands represent as close to the mortal vision of Hell as any of the Oblivion 
planes. It is also possibly the best known of all Daedric realms to mortals on Nirn. During 
the failed invasion of Nirn by Dagon's forces near the end of the Third Era, various 
Tamrielic forces, especially in Cyrodiil and Black Marsh, actually stormed the Deadlands 
and won victories there. Ash storms and vast seas of lava make up the majority of this 
realm, which is populated by the highly intelligent Dremora, as well as many semi- or 
non-intelligent beings. The beings include Storm Atronachs, Flame Atronachs, Clannfear, 
Scamps, Daedroth, Xivilai and Spider Daedra. It is from this realm that Dagon has 
attempted to launch his repeated invasions of Nirn. Jagged rocky formations divide the 
landscape into miniature valleys. People who fall into the cracks in these jagged rocks 
oftentimes can never escape. 


Meridia's Colored Rooms 


Little is known about this realm, save that the Auroran are native to this plane. This is 
where Umaril's spirit fled when Pelinal Whitestrake slew him. The realm is clouded in a 
thick purple fog and is surrounded by floating rocks and the skies seem to be perpetually 
lit by stars. 


Molag Bal's Coldharbour 


Molag Bal built his realm to resemble an apocalyptic Nirn, where familiar landmarks 
appear scorched and ruined. It has been described as what Nirn would look like, were it 
to undergo centuries of cataclysmic war. Another Imperial Palace is located in this realm, 
but it is laden with rotting corpses and dripping with freezing blood. Mortals who make 
their way here usually end up in the realm's vast, numerous slave pens or charnel houses, 
bound for eternity as Soul Shriven. The only untouched region is Atmora, as Molag Bal 
thought its status as a frozen wasteland was distasteful, and thus it remains as a frozen 
wasteland. Coldharbour is one of the most inhospitable realms of Oblivion. The sky 
constantly burns yet the whole realm is beyond freezing. The ground is nothing more 
than sludge, jagged, rocky formations and ravines and dead, tainted grass. Dremora and 
Daedroths are known to roam the realm in large numbers, scouring for more slaves. 
Coldharbour is habitable by mortals to some degree, as a city controlled by Meridia is 
located in the realm after her efforts to relocate a Tamrielic city to Coldharbour due to the 
boundaries between Mundus and Oblivion being weakened and in the mid-Second Era, 
mortals from Tamriel actually lived there and the city functioned as a normal Tamrielic 
city, with merchants doing business and even living in houses. However, the city was 
only there to serve as a base for an assault on Coldharbour by the Fighters and Mages 
guilds to stop Molag Bal's Planemeld. It is unknown whether or not the city is still there. 
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Namira's Scuttling Void 


Little is known of Namira's realm beyond its name, and that no known mortals have 
traveled there and returned. 


Nocturnal's Evergloam 


The Evergloam is the mysterious realm of Nocturnal, and seems to have some connection 
with the "luck" that thieves seem to enjoy. Little is known about Evergloam much like its 
mistress. The known locations within the Evergloam are the Shade Perilous, Nocturnal's 
fortress within her realm, and Crow's Wood. 

The connection between Nirn and the Evergloam is located in the temple known as the 
Twilight Sepulcher. Members of the Nightingales guard this temple during life and death, 
until Nocturnal deems their contract complete; they are sent to the Evergloam to become 
one with the shadows. 

The Daedric artifact known as the Skeleton Key maintains the connection between Nirn 
and the Evergloam. Once removed, the portal will close, severing all ties to Nocturnal. 
Peryite's Pits 

This plane is considered to be one of the lowest orders of Oblivion, and is possibly more 
than one plane. The least of the lesser Daedra make their homes here. Little is known of 
this plane, as it is completely inaccessible to mortals. The closest people have gotten to 
the Pits were a small band of his worshippers whose spirits were pulled into Oblivion in a 
botched attempt to summon him. However, it is likely that these spirits ended up in 
Mehrunes Dagon's Deadlands, as the plane of Oblivion they were trapped on contained 
the same superheated red oceans, the same Daedric creatures, and the same dangerous, 
jagged black rocks. Opposing this hypothesis is the fact that the gate Peryite used to 
transport a hero to this plane was different in appearance compared to the large, fiery red 
cat-eye shaped permanent portals of Mehrunes Dagon. This may simply be because a 
different Daedra opened the gate, or because it was a short term gate. This gate was blue, 
rectangular. smallish and bordered with broken lengths of levitating stone or some other 
substance. 


Sanguine's Realms 


Sanguine is said to be in control of tens of thousands of individual, unnamed realms 
housing all forms of pleasure and decadence. One of these realms is called Misty Grove; 
it resembles a pleasant woodland clearing with a campfire, where revelers gather, drink 
alcohol and sing. This is part of the quest "A Night to Remember." 


Sheogorath's Madhouse (Shivering Isles) 


The Madhouse, like its master, has a split personality. One half of this realm appears 
cheery and lighthearted, but hides a deeper manic undercurrent. The other half is more 
obviously sinister, representing Sheogorath's demented side. This is one of the few realms 
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that has permanent mortal inhabitants. Each division is ruled by a duke or duchess. Main 
cities in the Shivering Isles include New Sheoth, Bliss, the Crucible, and Passwall. 
Vaermina's Quagmire 

The Quagmire is the source of all nightmare and terror. Mortals on this realm describe 
scenes of impossible horror, which change every few minutes with a blinding flash of 
lightning into ever more horrifying visions. Mortals in the midst of a nightmare are 
frequently brushing against the edges of this realm. 
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